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PCZ ALLSTARS

HERE IS SOMETHING special

about PC ZONE. What readers

who've been with us from the
start will be aware of is that there's a
thread that has run through this
magazine from issue one all the way
through to today, our milestone 200th
issue. It's a feeling of shared history, of
hands across the ages and the brilliant
fact that someone like me, in my first
weeks of editorship, can receive an email
from someone who worked on the
magazine seven years ago, irreconcilably
angry that we were running adverts for ‘ :

o —

a once-bitter rival. ("What are you B | ey e e
thinking of you stupid bastards?", being WORLD EXCLUSIVE! - - — e o
the turn of phrase used).
lsanasyetubrokenchainof Deus Ex 3 unveiled! The remarkable new
camaraderie, and so for our bicentennia
issue I decided to call the chickens back pl’eque| to the nano-aug mented RPG shooter
to roost. In times of need it turns out
that the editor of this magazine merely
has to stand on the rooftops brandishing
an ancient sword and shout "PCZ! Ho!"
and the faithful troops will gather.
As such it's with great pride that
I present you with an issue that unites
26 of the people who've made PC ZONE
what it is over the past 200 issues.
What's more, to celebrate, we've got
the world exclusive on the long-awaited

next chapter of the greatest PC game of B Vaal b o 1\ :

all time: Deus Ex 3. ; 4 o DE AD SPACE::W :
Some people say that PC ZONE isn't =

as good as it used to be, but for this

issue at least they can shut up.
Today we are.

4/// ordes” 52 jg;

ill Porter, editor wARI-iAMMER ONLINE

Our verdict on the would-be WOW-killer.

: ,
BROTHERS IN ARMS:
HELL'SHIGHWAY ..

Subscribe and get a
copy of FlatOut

Ultimate Carnage free!
See page 106

SUBSCRIBE NOW!
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ex-staffers wibbling on about how great PC ZONE
- . i is, as if anyone really cared what those splitters
CEIEbl’atlng 15 glOl’lous Fun WIth Steve ’!Ogarty, as think. Smith and Spector chat about Deus Ex and
ears of the UK’S no 2 he plays Karoshi Factory, a Inv/sfb/: Iél/rtw whi]lte we exclutsivetlydu_nvelildt‘he new
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PAUL LAKIN

Original Chief, 1993-1994

- The man who edited PC ZONE into
' existence now has, 15 years on, a

.~ proper job. A very proper job. With
the Foreign Office. At the High

Commission in Nicosia in Cyprus.
NOW PLAYING: Bureaucracy

JOHN DAVISON

= Later Chief, 1994-1998
Former editor and publisher
Davison now works in the USA,
persuading worried parents that
. games don't all involve murder.
il Well, The Sims doesn't. Much.
NOW PLAYING: Spore

JEREMY WELLS
Another PCZ chief, 1994-1999

Inbetween working on mobile
phone games with THQ, Wells
emailed us a PCZ memory deluge.
The best? The time a pornographic
Doom wad was put on a PCZ CD.
NOW PLAYING: FM2008

MALLO

King of grabs, 1996-1999

After living in LA with porn stars

who made a right racket) Mallo

is now back in sunny Doncaster

/ ONLY working on the relaunch of the 'not

porn, it's erotica’ girlskissing.co.uk.

£I4.67 NOW PLAYING: Portal

EVERY THREE

MONTHS!

ED ZITRON

Quitter and Surrender Monkey
#2, 2007-2008

§ Zitron has left the building. He says
i he's moved to New York, yet we've
spotted him outside our office
smashing bin lids together, naked.
NOW PLAYING: Spore

DAVE WOODS
Chief gambler, 1999-2005

Woods (ladies man and fondler

of editorial assistant hair) is back
at Dennis Towers, editing Poker
Player. His picture in said mag
makes him look butcher than he is.
NOW PLAYING: Old Maid

WIN!

HOW TO ENTER TINY
a 1 en 1 t

How they all lived happily ever after

DUNCAN MCDONALD
AKA Mr Cursor, 1993-1998

' Now living far away from PC tech,
' Dunc had to send us this month's

. back page on floppy disks and in
the post, with 'Urgent’ scrawled on
it in Biro. He is our hermit-like hero.
. NOW PLAYING: Pirates! Gold

PAUL PRESLEY

| Timeless PCZ firmament

Once the pony-tailed PCZ stalwatt,
Presley now heads up MMO

& .. mail-order magazines about
EverQuest IT and EVE Online. Richie

Shoemaker edits the latter.
NOW PLAYING: EverQuest IT

JAMIE SEFTON

Quitter and Surrender Monkey
#1, 2002-2008

Sefton has become the face of
games development. Well, Yorkshire
games development. Tt isn't a good
face, but it'll do the job. Maybe.

% NOW PLAYING: Spore

RHIANNA PRATCHETT
Faerie Queene, 2000-2003

A catalogue of photos with her

hair dramatically tousled can mean
only one thing: Rhi's important now.
Honestly, we get sent press releases
about her and everything.

NOW PLAYING: wow

| MARTIN KORDA
* “Bear! Beware...", 2000-2004

After writing duties on recent
console racer Pure, Nameslees
recently helped Bethesda show
off Fallout 3 and has written for

! forthcoming shooter The Protector.
& NOW PLAYING: Red Alert 3 beta

CHARLIE BROOKER
Prodigal Son

Brooker is in The Guardian, has
" written books, and is working on
- azombie sitcom for Channel 4.
- His success makes us angry. Our

renewed reliance on him angrier.
NOW PLAYING: That HGV game

of t to you, | t
tal entry. TERMS & CONDITIONS:
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Will Porter sends you to a
haunted house and jiggles
around all the time

KING OF LETTERS

One of the few non-
penis shaped species.

Want to be King of Letters? Then
you'd better put pen to paper, or
if you're at all PC-literate (which
we're guessing you are) fingers
to keyhoard. The winner will get
£100 worth of free games, and
decent ones from a genre you like
as well. Not just any old shit. (The
one's you get won't be the ones
we've pictured by the way, unless
you're mad keen on them.)

always going to cause a divide. I've
een enchanted by it myself as, despite
its simple mechanics, it makes me feel the

- way I used to when playing gaming's

e innovators, like Dungeon Keeper and
- Populous. There's been nothing like Spore

DANISH MENTALIST

Hey Mr. Porter,

I just want to shower you with praise.
You're AWESOME! Well, you might be as
fallible a human being as anyone else, or
worse, but your writing is outstanding;

The rockpapershotgun.com guys do,
however, equal your genius in their own
way - and they're also Brits. Big sites
like Gamespot and Gamespy not only
have almost the same name, they're also
equally boring to read. Unfortunately, so
are your fellow PC ZONE guys - they
don't reach YOU at all.

It's wonderful to not only be forced
into a world through simple words, but
also in a sarcastic and crass way that

Spore: Causing dehates about
hoth shitness and DRM.

8 m www.pczone.co.uk

_ perfect? I think we can agree that it isn’t.

an oasis in the desert of game journalists.

in a decade, and I love it for that. Is it

Is it important and brilliant? Definitely.

amuses and shocks me, sometimes at the
same time, sometimes alternating in a
quick succession.

I've now put your articles in the same
personal archive as those by Hank
Stuever (Dead Inn is a masterpiece),
Hunter S. Thompson and his Gonzo-
classic about the Kentucky Derby, and
Evan Wright's The Killer Elite.

If you have a few moments, would
you please tell me where you have your
inspiration from? Whose writing do you
admire? What ideology do you put into
your texts?

Mikkel, Denmark

As fallible a human being as anyone
else? Or worse? My fellow PC ZONE




guys not reaching ME at all? Mikkel,
I have to admit I'm vaguely terrified
by you. I wouldn't have even printed
your letter if it weren't for
co-workers, who don't reach my
standards, finding it amusing and
demanding that I did.

To answer your question - I
admire early Loaded magazines, Bill
Bryson, Terry Pratchett and, above
all, mid-to-late '90s PC ZONE. Which
is probably why I find myself where
I am today, trying to drag everyone
back for issue 200.

I don't have much of an ideology,
but am open to suggestions.

el |

7= pune 2 BOXING

letters@pczone.co.uk @

letters, pc zone, future publishing, 2 balcombe st, london, nwl bnw &2

Club Band or Dark Side of the Moon
(yes, I'm even older than Log); they're a
special event and should be presented
accordingly. Bring back the cardboard!
You know it makes sense. Rant over.
Onslow

Stunning game boxes - like that of
Morrowind or any big old cardboard
affair from my youth - don’t happen
much these days but you can guess
why. First up, with a decent box,
some “"Making of...” DVDs and

| "Mikkel, we've told you -
keep away from Will..."

a plastic figurine publishers can flog
a Special Edition of the game to the
punters - getting a little more money
from the fans and scraping a little
back from those wanting the goodies
who'd otherwise consider piracy.

Secondly, today - and more than
ever hefore - retailers, especially
supermarkets, demand specifically
sized products for their specific-
sized shelves.

Thirdly, smaller boxes means
more on the rack.

0i, where did NeverQuest go? Oh, and
here’s a swear for good measure: tits.

' SEND US YOUR REVIEWS

 I've always been a great fan of the FPS
 genre, ever since the good old days of

- Doom. As such, it pisses me off every
 time I hear people say how great Call Of
 Duty 4is. The graphics are sweet, sure,
 but the gameplay sucks.

 drones who all look the same, clear ‘em
 out, move forward, repeat. That's it!

 time can't be right. Lame!
Your shout: 53%

‘Send your revieWs with a maximum

o letters@pczone.co.uk. Every one
_ printed here wins a top PC game.

N

WIN A FREE GAME!

'CALLOF DUTY 4:
MODERN WARFARE
Sent in by Matt Bradshaw

 ZONE score: 89%

0 a combat area, get

Back in Doom you killed the same
and over again, and cloned
s abounded, but T could get over
that, what with them being an evil race
of imps and demons! But surely killing
the same terrorist for the thousandth

of 100 words, your name and a score

\ Gears of War 2 will i

i likely be console-only.
| Elliot Benson " y T
| EC | HELL .5
| THE FALL OF MAX ‘ ) heaeEg J ; !
\ I NOIR LOVE STORY | Steveis After its hiatus NeverQuest is back for one
| \‘ absolutely right final, glqri_ous turn around the block for issue
| | i hisrant.abotit \Want to know a PC game 200. Will it ever be back? Who can say...
“ the decline i y ?éxse date? Need advice
| | the declinein 'e‘ ‘t graphics card to buy? Will Gears of War 2 get a PC release?
\ | quality of the whe ewhere to James Lancaster g
t som
\ \ | Just wan i wouth Text your PC game-related nonsense to
\ QE@J& PC games box! vant incoherently in ¥ i 5 : ; 87103, putting PCZTXT at the beginning
9 s The worst of speal? simply text the Not according to Epic. They don't seem to of the message, then leave a space, and

love the PC as much as they once did. They'll
come back though, they'll come back on their
hands and knees asking for forgiveness. Just
you see.

ZONE “Txtperts' (see w'hat
we did there?) and we 1}
answer you right here...

continue with your text - and don’t
forget your name. Texts should be no
more than 160 characters long.

the lot was Half-Life 2 and its Episodes.
I'm sorry but a game like HL2 should not
be released in a poxy DVD case with a
single sheet "Quick Reference Card",
without even a manual!

Great games deserve the best
presentation, ones like Max Payne 2.
Great games are-as big an event as great
albums like Sgt. Pepper’s Lonely Hearts

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 networlk tariff rate.

How the hell did I get here? Standing
naked in somebody else’s room?
Anon

Not sure Jarvis.

www.pczone.co.uk m 9




Warhammer Online -
bloody good.

Fourthly, originality and the power
of the imagination sadly died in 2004,
but it went curiously unreported.

BOXING PRICE HELL

Never once have I felt the need to put
finger to keyboard and tap out a letter to
you but I now feel now is my time. 95%
for Spore? Evidently I need this game so
1 go to the shops on release day, but

; i
celeh shots count dou
one printed wins a ,,pri

10 m www.pczone.co.uk

letters@pczone.co.uk @
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£357? Are you joking? That's nearly a
month's worth of nappies (for my
daughter, not for raid nights), so dejected
and deflated T left the shops in disgust.

I come home and log on and find that
I can buy direct from the publisher. Great
stuff, cut out the middleman and save
some money. But EA are selling it for
£3999, excuse me WTF? How can they
justify that when there's no DVD to make,
no packaging and no manual?
More searching finds a direct
download from D2D for £31.99 which is
getting better. Then I find a high street
seller's website offering the same game
they were trying to flog me to my face
for £35, now at £2699 which is

10" » nearly £10 cheaper. (B in

ot '04,‘[ GSCE Mathematics by
the way).

ity And you know what

really galls me? The fact that
in 2-3 weeks time there will be a
sale on and everyone will be offering
it for £1999. It's quite a strong case for
piracy to be honest.
Mike Mclean

There've always been ways to get PC
games cheaper, anyone remember
those massive lists of games from
companies like Special Reserve in the
good old days? (And could this
Letters page get any more rose-
tinted?) It's no wonder that PC
gamers are being driven into online
sales and yes, I suppose, piracy by
this sort of thing - but then again
games have always been around the
£30 mark. Perhaps you should be
thankful that the myriad of buying

LOST IN
THE POST

LETTERS FROM A DECADE
AGO, ANSWERED TODAY

options available to you means that it
is actually possible to grab a bargain
online? Just saying...

WOTS UR PROBLEM?

“Is it gud or wot?” On the cover of
"Britain's best selling games mag?" It
hardly seems fair to lament a lack of
mature and visceral game content due to
the threat of censorship‘(as per the
editorial) and to lambast pop-culture
phenomena like The Sims (PC ZONE's
passim) for pandering to the lowest
common denominator when you
emblazon that barely coherent nonsense
on the bleedin’ cover now does it? Bad
PC ZONE.

T've been stealing your magazine from
the newsagent for nearly 12 years now -
anymore of this poppycock and I'll have
to start stealing PC Gamer instead.
Straight to bed with no pudding for you!

Disgruntled Dan in Oxford

It wasn't us, it was Orc-speak. If you
don't get it you don’t have a good
enough awareness of Warhammer.
And why not just steal us both a copy
of Viz and a packet of Maynards
Sports Mixture while you're at it?
And the contents of the till? If there's
one thing I hate, it's a shoplifter that
lacks vision.

I WANT MY 0.1%

Dear PC ZONE,

If PC ZONE's first issue was in April of
1993, and you've produced 200 issues
over 15 and a half years (186 months),
that works out at 129 issues a year for a
13 issues a year magazine.

My question is this: where is my 0.1
of an issue? And don't try and fob me
off by claiming that the short-lived ZX
supplement was it. I've had it up to here
with you lot, honestly.
Clive Spencer

No-one likes a smart-arse Clive.




www.pegi.info

W’AP“ wW‘!ER CINLINE

GE OF RECKONING

Available now

Goa www.war-europe.com M_Y"I..P Ic
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UBERONI

Everything that matters in the world of PC gaming

Bad Portal

'VE GOT FIVE different EA .

accounts. One works on the

Spore website; one works on
electronicarts.co.uk, but not EA.com;
another one seems to exist only for
Battlefield 2142. When 1 reset my
password on the Spore website, it
changes the password I use for the EA
Download Manager (and leaves my
Spore one the same). When I logged
into the US EA site, I was taken to a
page demanding to know which flag I
swore allegiance to. I was then
jettisoned to the UK site, asked for my
age, and then made to log in again.
When I tried to create a Spore
account I was told that my email
address doesn't match anything in
their system. Well of course it isn't on
your system - that's why I'm
registering. Durr.

This corporate schizophrenia even
reaches my hard drive. Why do I have
a folder called EA GAMES and a
folder called Electronic Arts? And My
Documents folder is a mess, there's a
Battlefield 2 folder, a Battlefield 2142
folder, folders called EA Games,
Electronic Arts, and another called My
Spore Creations. And there's a
mysterious folder called Program Data
sitting loose on my C: drive. It seems
that with each new game they think of
daring new ways to organise their
folders, and in the process they leave
your computer strewn with shite
along the way.

The solution? Stick the entire drive
ina folder called 'EA SHITSTORM'
and try not to think about it.

Stece '\03“’3

Steve Hogarty, section editor

SOUND OF THE
UNDERGROUND

Can Metro 2033 get the jump on STALKER?

PUBLISHER THQ DEVELOPER 42 Games WEBSITE www.the-games.com/uk ETA TBA

0 YOU'VE TORN yourself and a
Sfew colleagues away from your

parent company. A blazing
shard of ingenuity splintering from a
cosmic meteor, you're about to tear
through the stratosphere with your
own ideology and personality. You're a
young new development studio, and
it's time to distance yourself from the
one’s you left behind. Or you could
make something that looks just the
same as STALKER.

4a Games are a talented offshoot of

GSC Gameworld, and their first project,
Metro 2033, looks every hit as

"Bleurgh! Are
we there yet?”

radioactive and post-disastrous as the
game they cut their teeth on. That's no
bad thing, as despite these parallels
Metro 2033 is promising a more refined
experience than STALKER, driving the
action along the urban architecture of a
nuclear war-ravaged Moscow.

Tribal communities have been driven
underground by a toxic atmosphere and
surface-dwelling mutants, with Moscow
Metro stations acting as
hubs of activity.

Each excursion to the surface will be
almost expeditionary in nature. Filters on
your gas mask clog with toxins, your
visor fogs with condensation, and
attention must be paid to your air supply.
The mutants are rather more
specialised than STALKER's too - huge
bat-winged creatures stalk the city, while
gorilla-like monstrosities who'll only
attack if you stop staring at them
promise to shit us to our very core.

A £ B B S L L B B L L L B S S S L L 5 & &

BETA OFF ALONE
Euro-publisher GOA have messed up
promised beta access for thousands of pre-

ORIGIN OF F.E.A.R.

Reroute your synapses, FE.A.R. 2 and
Project Origin are now one and the same.

HALOCANYOUGO?

With the close of Ensemble, the guys
working on the fabled Halo RTS, released

pR E SS' screenshots seem to indicate they had Warner Bros have successfully bought orders of Warhammer Online, and sparks
& been working on a Halo MMO. Shocking. the FE.A.R. name. now fly between them and EA.

A L S B B & B & I & S & B & I L L S L 5 S5 S5 2
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Grand Theft _ Mirror's
Auto IV Edge DeusEx 3

The fastest-selling e Rhianna Pratchett The long wait is finally
game of all time I L . delivers some tales over. Trigger your nano-
screams onto PCs. from the edge. augmentations... now...

/

These tall mutants are psychic,
killing with a wave of their hand.

Mo

We asked Tom Chilton, lead game designer on

World of Warcraft, whether ‘poopsocking’ really
existed. Blizzard's official response followed. “What?" asked
Chilton. “Poopsocking,” we repeated blankly, “surely you
must have heard of poopsocking?” “I've never heard of that,”
claimed a hemused Chilton. “Poopsocking!” we insisted, “It's
when you poop into a sock to avoid having to leave your PC
when playing MMOs.” Chilton paused, “No, no... | highly
encourage players to use the restroom...”

We bring back a
huge pack of old PC

INE writers to furnish Not only are we still

reat, Ed brings in
ray!

Their copy comes
N in, and we all get
nervous about how
we'll compare to them.

aving to
Some weapons are makeshift,
others are authentic.

IT BEGINS AGAIN SHIT! HOW LONG LEFT? DEADLINE

WWW.CZOor m@ 15




TITLE Canyon Dwelling
ARTIST Tyler West GAME Guild Wars
“A real standout piece, this one

The image says it all.” Louis Marchesano

OME MONTHS
BACK a UK
newspaper

published a report
about "al-Qaida’s
terrifying vision of a
devastated Americain
the wake of a nuclear attack,” which
was discovered on a “terror forum". No,
not the PC ZONE boards, but a place
where extremists get together to talk
about glooming up the world with nasty
behaviour. As it happens, the terrifying
vision of a post-nuked Washington DC
was in fact a piece of concept art, titled
‘Capitol’, created by artists working on
Fallout 3 for Bethesda.

The newspaper made a retraction
and Bethesda stayed schtum, but the
incident says something about the
visceral force of videogame concept art.
Great artists can be the impetus for
visionary games - look no further than
BioShock, whose conceptual evolution
can be traced in the downloadable book
BioShock: Breaking The Mold.

“The fans appreciate it a lot,” says
Daniel Dociu, concept artist and chief art

\ ,.:m'“
Reporter
Pavel Barter

16 m www.pczone.co.uk

URFRONTSPECIALREPORT

REALLY BIG
ART ATTAC

Painting pretty pictures for the worlds of PC gaming

TITLE Rooftops ARTIST Daniel Dociu GAME Guild Wars

"The pieces that I'm most intrigued by are the ones based on ideas with a lot of potential
that, because of technical limitations, were underutilised. I don't abandon these ideas, but
store them away to be revived and reprocessed when the time is right." Daniel Dociu

director for Guild Wars. "Oftentimes, a
game will ship with a collectable art
book. We get a lot of fan mail on the
quality of the art in our games. It makes
all that effort worthwhile.”

GAMES TO GALLERIES
Even the wider art world is paying
attention. At the recent E3, the Into The
Pixel exhibition paraded top concept art,
selected by a jury that included Louis
Marchesano, curator of prints and
drawings at the Getty Research Institute
in Los Angeles.

"During the submission stage, we ask

for everything to do with videogame art,”

he says. "Even the proverbial drawing on
a napkin. There are seven or eight jury

members, three of us are from the
museum world, the rest from the
videogame industry. Of about 250
entries this year, we chose 16."

So is some game concept art up there
with Picasso? "The approach is to look at
the entrants and judge them on their
merits,” says Marchesano, diplomatically.
“I don't compare them to Rembrandt,
although obviously a lot of the artists
have gone to art school and draw upon a
vast tradition of Western and Asian art.

I'm not here to give this work my seal of
approval - I'm here to judge what these
people are doing based on their merits.
And there's no doubt that some of these
qguys are incredibly talented.”

Not long ago, concept art was
considered as useful as tits on a bull, as
PC games, even in the early ‘90s, were
too underdeveloped to merit an artistic
angle. "A lot of companies were winging
it and borrowed ideas wherever they
could find them with little concern for
stylistic consistency,” says Dociu, who
started in the business around 1990. T
was lucky enough to land my first job
with Square Enix. The Japanese had a lot
more tradition in terms for respect for
the visual side of games.”

These days, there are many concept
artists, but their creative backgrounds
vary. Dociu - who went on to create
concept art for titles like FIFA and SSX -
studied industrial design, and so brings
an architectural slant to his creations.
Tyler West, who has worked on Guild
Wars, Godfather and Medal of Honor:
Airborne, studied product design and
entertainment illustration. You see,
despite salutations at events like Into

“Concept art is crucial in order to
envisage a game... it is the foundation
for the most memorable titles”




TITLE Capitol ARTIST Craig Mullans GAME Fallout 3

"There were a lot of entries of destroyed cityscapes, but there is something about the way Craig
Mullans can manipulate perspective and give you a sense of the depressing weight of what
happened to this city, that most of the others weren't able to capture.” Louis Marchesano

The Pixel, concept art is still more
functional than fine art; so don't expect
World of Warcraft sketches to adorn the
Tate Modern just yet.

"Concept art is the one discipline that
requires both design and illustration
abilities,” reckons West. “That's what
makes it really challenging and a lot of
fun, as opposed to something that is
hanging on a wall, where it is-ebjective.
It is something that has to be somewhat
functional - it gets handed off to the
modellers, the lighters, and the
animators, who then have to make it a
reality inside a game: a 3D object.”

Concept art serves two functions. The
first is to inspire the team - so they can
"add to your vision, as opposed to simply
executing it”, according to Dociu - and
the other is to provide a blueprint for the
production team. In the latter, more
technical, area, concept artists are under
increasing pressure due to outsourcing.

ARTISTIC GLOBALISM

A recent report predicted that art
outsourcing will increase to £14billion
by 2010, representing around 40% of
the total cost of game development.
Some studios already source up to 60%
of their art content overseas.
Such is the degree of art
outsourcing to places like
China, India and-Eastern
Europe, that EA and THQ have
set up their own middlemen
companies to handle their
art trade.

This an age-old story, really.
For many years the movie

TITLE Farm ARTIST Jeff
Ballinger GAME Team Fortress 2
The initial run of TF2 maps paraded
this pastel-block rural style, and
recent maps have only just begun to
move away from this concept.

TITLE City 17 ARTIST Jeremy Be

ott GAME Half-Life ¢
The striking imagery of the smouldering remains of Half-Life's City 17 has been extensively realised

: Episode 2

in Valve's artwork. As the Episodes move away from the original’s urban setting, the concept art

TITLE Homemade weapons
GAME Fallout 3

Designing new weapons for an alternate future
obviously relies heavily on a wealth of concept
art, such as the designs shown here

industry hired craftspeople for as long as
they needed them, then fobbed them off.
But for those concept artists in full-time
employment, outsourcing does not make
life any easier. With overseas teams
handling other areas of development,
speeding up the whole process, the
pressure on concept artists to deliver the
goods - on time-and in sufficient quality
— isimmense. What's more, improved
graphics and growing game worlds
means greater workloads for gaming's
Van Goghs.

"With technology advancing at the
rate it does, you need to provide ideas for
these machines to process, so it's critical
to employ people capable of generating
these ideas,” says Daniel Dociu. "Just a
few years ago, a staff of three or four
concept artists was a luxury. Nowadays,
a team with a dozen concept artists still
can't cover it all. Guild Wars' outsourcing

reflects this by showing the city at progressively farther distances

partners require tighter, more precise
blueprints. They don't want to take
chances or fill in blanks.”

Another concern is the surplus of
new artists obsessed with creating
characters instead of environments.
"They all want to design the next Lara
Croft, or the next hot chick in spandex
and pointy ears,” says Dociu. But these
illustrators forget that the majority of
screen real estate is in the environment.
It is the backdrops, as BioShock proved,
that emote a game's essence. Concept
art is crucial in order to envisage the
setting and style of any game, but great
concept art is the foundation for the
most memorable titles.

“Computer resolution is getting
better and there is so much room for
detail " says West. "If you don't design a
game's environments, characters, and
objects first, you're going to be miss
something. It's as important as concept
art for film, maybe more so because it is
so interactive, everything is 3D so things
really need to be figured out in 3D.

_Concept art, you could say, is the

starting block for inspiration.” 4
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f The way supertests | o
used to be. B

Hi everyone! Lara Croft here, to tell you all about my exciting new family zoo!
As anyone who's followed my adventures will already know, | really hate animals.
1 can’t stand the things. Let’s face facts: they’re lazy, they smell, and they’re
really really stupid. That’'s why | shoot them at every available opportunity. Bang,
bang, bang | go. Bang bang bang. It's the only language they understand. The
rotten little fur-encrusted bastards.

Now, thanks to my new 200, you have a chance to join in with the cruelty, first-
hand! Designed with the littlie ones in mind, my unique Cruelty Zoo is the ideal
day out for anyone who's. sick to death of the British public’s mindiess fawning
attitude towards anything with four legs. But don’t take my word for it... take
a look at what’s on offer and make up your own mind!

jary L Seeders 3 Getting paid to develop
The only bit of Cruelty i 2 '”'"‘""7"%/523’":7:'17,‘3’:’;? T j DOO/TI ObseSSIOH, P,aymg
Zoo that we can publish. :f:’é?_,'f’b’:»}s, %’ Mlari e erkirtey : Doom. Wri tmg and
. : ' Spooging about Doom
"ILLNEVER FORGET how sick  "FUNNIEST MOMENT? P VNG EY LI [N every issue. And then
I felt when I realised that WHEN we were pulled off iob Ispenta mght of o
Charlie Brooker's Cruelt in' ini Job 2 my prOUdeSt moment -
y Z0o newsstands in ‘98, explaining vague terror and non- i en
was in my section. 'Oops,’ T to Felix Dennis (old owner of participation in a Prague strip "epf’esentlng Eng'and in

thought, ‘Tt was my fault the PC2) why we'd published a ik /brothel- Afterwards, sitting in the WOI’, d D oom

magazine got pulled from the cartoon of a child chainsawing - t 5am a large &
"To his cred - the back of alimo a Championshi >
shelves...' To his credit ‘ an orangutan in half. You bald gangStEI‘. assigned to me for p nShl p. A nd be mg

our publisher i had to have been veasons unknown, handed me a knOCked outi n th e fl rst

didn't hold it there. And I ver

against me!” nearly wasn't fzr loaded Beretta. Inmy dntmltiey S0 round by al4 year -old

Paul <] K" much longer. haze I didn’t know what to 43 with a moustache.”

Mallinson, Tim Ponting, just laughed and laughed al|1( ) David M !

1996-1999 8 4 1993-2000 pleaded that he take it back. cCandless,
Macca: our Will Porter, 2003 - present 1993-1 998

violent past.
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CARMAGEDDON

“ED. WHAT'S YOUR eBay
name, screamed Jamie Sefton
down the phone. 'Uh, edzitron?”
[ replied. ‘Ed, tell me honestly,
are you selling magical axes on
eBay?! he interrogated. '..no?'
here was an uneasy silence.

ISSUE 50 fraid to ask..

waboot Jed bnight D55

stacks of nicotine-stained back
issues, strata of prehistoric dust
and the complete absence of a
clean, corporate presence. It
was a grittier, sweeter era.”
Mark Hill, Freelance
wunderkind

"T remember Mark Rein coming to
demo the first Unreal, and everyone
wishing the guy would fuck off so we

could play Quake.”

Richie Shoemaker, 1997-2002

I heard clicking. 'Oh, right. Well.
Right. Have a good day, mate.”
Ed Zitron, 2007 - present

“"MY FAVOURITE MEMORY
has to be of the original PC
ZONE basement office: a
museum of obsolete hardware,

“A TEL AVIV brothel, the
Jimmy White incident, the
Playboy Mansion (twice), flying
aplane over Arnie's house,
meeting Johnny Rotten, crystal
meth addiction - they'll all be
in the book. But for sheer
communal comedy, Woods

B niinn.
Pre-Porter, Dan
Emery would be the

% token fake woman.

¢ T's back seconds afte |
keting the Greek embassy wit :
ay as two security guards chase

s" Martin Korda, 200

- games weren't bad either...
. Dave Woods, 1999-2005

. nuclear in 96, when the
. Quake shareware came out.

: by a week to get it on our

. to the shops. They were
.~ fucked, and we loved it.”

v he called me
h Hill

0-2004

ertview |
ULTIMA
ASCENSION )
£ ¢ in - let the hattle commence

The votes ar! -
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A masterplece Unveiled i

"1 1999, I wrote a few hits for a t\1e|1—|30\3t|\§|' i&l\tel'nettsgea
called TV Go Home. The site's anonymgusl writer z‘(ccetp e]t

fow of my submissions, and asked me if I'd thoug 1tt S )eogme -
reviewing games. 1 was working 70-hour weeks at th i

1 never really bothered. If I'd known it was Charlie Brooker, imd
the magazine was pC ZONE, my life may have turned out very

differently. T didn't. It didn't, T can never be happy.”
Jon 'Log’ Blyth, 2006 - present

falling asleep (and snoring)
during an E3 presentation of
STALKER never fails to raise
asmirk.”

Steve Hill, freelancer and
genital obscurer

Richie, Rhi, Martin and
Mark Hill hard at work.

Dear God.
Kill us now.

"E3 WAS NEVER less than
hilarious. From Hill getting
accosted by a fat American
with the line, 'Maybe you'd like
for me to feed you some cake,”
to Sefton's angry efforts at
buying beer with a Northern
accent (‘Three bottles beer!’;

' beg your pardon sir?’). The

“Castle Ronneberg on the Divine Diyini

1vine Divinity pr, i
ﬁ‘tﬁﬁﬁ'}?’,}, gzavtvfu-cmlll;museum popul:{t‘e)de;; :ﬂg

0 ran the gift shop and the it
man who collected wood for the fires, Sitti. | le old
working medieval kitchen 1 e fires. S'alttmg in the
500 years to a time before i cmanthaci
red

and enforced caption writinge_f"dllnes, bage counts

Rhianna Pratchett, 2000-2003

"THE WAR BETWEEN PC . was once mandatory.
ZONE and PC Gamer went . “ A

We delayed ZONE's release

cover disc and beat Gamer
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UPFRONTFEATURE

' ' d Korda hit LA

4 elf, Hill, Woods, Mallo, Prezzer an |
T zfgeg.vly‘efk of utter debauchery (and PC games), fea’giggg
porn valley parties, urinating in the Playboy Mansion g ,

Half-Life 2, the Ram-a-lang-a-ding-dong hotel transvestite

' b. Bring back the old E3 I say!”
PO il Cj(amie Sgefton, 2002 - present

"MR CURSOR AND his mate Culky decided to visit

ECTS [the defunct British version of E3] and film their

experience. Culky was carrying a large photo of a - ; ‘ . b

WWE wrestler and halfway during interviewing il b « il = “MY FAVOURITE PC
marketing directors, CEOs, lead programmers and . - 1 & ZONE moment? None of it.
such, he'd whip it out, hold it up in front of them and ' gl " ! It was hell; worse than
say to them 'Waddaya reckon to that?' at which point [\ —d ' by Afghanistan. Paul Lakin
the interview would usually be terminated by some .y T . g used to hurl furniture
over-zealous PR who sensed a publicity nightmare.” ' | - around the room like

Jeremy Wells, 1994-1999 : the Hulk. David ‘Macca'
’ McCandless and Duncan

‘Mr Cursor’ McDonald once
kicked a dog to death in
the office. (‘For a laugh,’
they said - well the dog
certainly wasn't laughing. No, it was
“AT THE LAUNCH party for The vomiting blood. And fur. T don't know
Movies, I was determined to drink much about dogs, but I know that’s
away Peter Molyneux's ill-gotten not how they laugh).

profits. So I scooped fizz-wine into my "During a press trip to Atlanta, Jon
gob all night, was sick in Piccadilly Davison and Jeremy Wells got drunk
Circus, fell out of a taxi and didn't turn and pushed me down the world's

up to work the next day. Sefton told second deepest well; T broke every

me off next to the fax machine. bone in my head and hands. I spent half
I didn't know where to look.” my time cowering in fear and the other

Steve Hogarty, 2005-present half desperately scrabbling around on
sl P the floor for an object sharp enough to

i cut my own throat with.
. : . in BF1 942 - Ko rda's "Don't let anyone else’s happy

My _\/ery first Flght C‘;"UE"UPe‘Sag V\%th Wee Jamie an memories convince you otherwise: e at
pllotmg a B1/ F\ylﬂg 0 2 A hot on PC ZONE was an unrelenting nightmarish
MeanWhlle, PreZZ‘QWK:( IS NO heck, the likes of which I hope to never

PCZ hit E3'98 with
typical gusto.

\ elf as gunners. _ re : _ of v
rc])ql}/rstail ch?a\sing us down in a Spitfire, while we a;ll_ .
' chout obscenities at each other. All whilst munching freelancer and evil genius

on pizza. This is work?" Suzy Wallace, 2003-2007

IDE!|
TAR TREK ELITE FORCE Il [T'S FINISHED - READ OUR VERDICT INS
v
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VER NORMANDY

ORDS OF EVERQUEST

(EDAL OF HONOR:
BREAKTHROUGH

ARCRAFT 3
ROZEN THRONE

sen before, Lionhead's epic is here.

N

ISSUE 100

when Duncan, Macca or Patrick got their copy in vaguely.on timet.)/:g?::t
hours, long drinks and winning the Champions League with Cambridg

“THOSE RARE OCCASIONS
Manager." Paul Lakin, 1992-1993

from that it's all a blur of long ‘ nd wi
United in an earlier (and easier) version of Championship
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Paul Presley,
Grand old man of PCZONE

“GIVEN THAT I have been latched onto
ZONE almost throughout its entire
existence, it's hard to pick out any one
single event as the most memorable.
But what sticks most in the mind, long
after the hazy recollections of drunken
nights, foreign adventures, and hair-
lowering escapades is that indefinable
concept of the PC ZONE 'spirit’.

Back in what is loosely described as
‘The Golden Age’ of ZONE, when it
strode the gaming industry like a
colossus of words, screenshots and
allusions to game playing, everyone
involved felt a sense of brotherhood.

Who invited Holden's
stepmother?

"We were more than just a team, we
were a family. A family of scoundrels,
eqotists, health risks and fanatics. And a
family of the most brilliantly talented,
creative and dedicated individuals that
ever created magazines. As someone
who has experienced more publishing
industries than is healthy, what PC
ZONE had was something beyond a
mere working relationship. PC ZONE
was a Place To Be. Somewhere to go.
Whatever the time of day, day of the
week or month of the year. It was a
post-nightclub chill-out room, a pre-pub
drinking lounge, a home where you were
always welcome. People came to ZONE's
offices because that was what you did.

"Not to say there wasn't a work
ethic. Come rain or shine, the magazine
made it out every month, each issue
filled to the brim with the most
intelligent and consistently hilarious
writing, eye-popping design work and
an acceptable quota of spelling errors.

"Even on deadlines, ZONE would
work hard, go out and party, then go
straight back to the office en masse, to
carry on through'the night. Even if you
didn't have any work on for them, you'd
turn up in the evening to hang out and
show support, to have a game of Doom

or Quake against Macca

(and lose), to skin up over

by the art desks, to hear
Mallo rant about
"UNprofessionalism”, to just
belong to this incredible
collection of talent, to take
it all in and hope your own
contribution was somehow
worthy of them.

"Somewhat
inevitably was that
this pride, this talent -
this spirit - seeped
into every page of the
magazine. You couldn't
be a reader of PC ZONE
and not feel as though, in
some way, you belonged
to this family just as
much as the people
putting it together.

ZONE was as much infused by its
readership as the readers were by the
magazine. Most magazines have a
definite line, a feeling of "You' and 'Us'
ZONE was different, its readers were
as integral to its success as Brooker's
cartoons, Hill's cynicism or :
Mr Cursor's insanity. Thanks to the
contributions we asked of you the
reader, we became as proud of the
characters that lived in our forums,
Fight Clubs and ZONE Chats as any of
the paid writers.

"All magazines go through ups and
downs, yet somehow because ZONE
was always greater than the sum of its
already mighty parts, the ZONE
spirit continued
throughout the
magazine’s life, from
the first issue through
to this one. Whatever
was thrown at it,
wherever the magazine
was being produced for
whichever corporate
behemoth, whoever made up
the cast list, from the Lakin and
Scotford all the way through to Porter,

W R
Dave Woods:

hig boy hunter d
| extraordinare.

Log and Hogarty today and everyone in
between, that spark never died. The
family was always there, even when the
days seemed dark.

"Whatever the future holds, that
sense of brotherhood, that spirit, will
never die for as long as there are people
who can raise their heads and with
pride in their voice say the words, Yeah,
1 used to work for PC ZONE."

Tlﬂé hobbit visited us oncc;: a_n(l we
never printed his picture. Till now.
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“Buying the first i
someone warned
Mallo take it in turns
have probably held off fo

ssuein1993 and s ,
me that years later I d be
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¢ PC Gamer." Philip
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sat in a room watching l\/lacc'a and

o ; q
duce the whiffiest bum-egg, |
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FACT: In ancient Rome they
chucked poo out the windows.

CAESAR SALAD

Imperium Romanum sequel arises

WEBSITE www.imperium-game.com ETA 2009

HE FIRST ONE was an oddly
T captivating experience, which is
why we think Imperium

Romanum II is more than worth
mentioning here. This city builder puts
you in the sandals of a patrician of a
small town aspiring to become the
governor of Rome. What grabs you is
the Football Manager-level of stat-
crunching involved in diplomacy, and
this time around it's all done up with
prettier graphics over larger maps, a“

You can look up.

INNER CITY

persistent main character and an
improved battle system.

SimCity-style disasters have arrived
too, with unlucky town planners
experiencing plagues and fires. Climbing
the game’s social ladder will require
sucking up to some famous Roman
figures, including Julius Caesar, a leader
so great they called all who came after
‘Caesar’ (which formed the words Kaiser
and Tsar, but not King, which is derived
from 'kin'. We love etymology).

d down!

PRESSURE

Cities XL takes city building online

WEBSITE www.citiesxl.com ETA Spring 2009

ITIES XL IS merging a handful

of games into one. A city builder

from Monte Cristo, the guys
who created CityLife, Cities XL looks to
take the genre into some interesting
new arenas. First off, your city acts as
a persistent location on a planet
populated by other players’ cities. The
game also allows players (for a couple
of quid each) to bolt Tycoon-style add-
ons to the vanilla experience.

For example, the Ski Tycoon pack lets
you designate pistes, and hire and fire
resort staff; the Metro Pack can plot bus
routes around your city; and the Theme
Park pack will turn the game into a pared
down version of Rollercoaster Tycoon. All
of these affect your city's stats and
standing, increasing your economy and
the population’s wealth. It's a smart
approach to a city builder. We just hope
they've got the gumption to pull it off.



IN THE SPOTLIGHT:
THE MEN TURNING GAMING ON ITS SIDE

BLUE OMEGA'S RICHARD GILBERT, PRODUCER ON DAMNATION, AND JACOB MINKOFF, LEAD DESIGNER

A Wild Wild West-style shooter with more up and down than side to side? Interesting, sure,

we ask Blue Omega to take us deep, deep down into Damnation's topsy-turvy vertical gameplay...

Q So what's going on in
Damnation?
A RG The American Revolution has
gone on for 40 years, the
Industrial Revolution is beginning, and
the country has collapsed into a state of
chaos and anarchy. The leading
industrialist at the time has decided to
bring his own brand of order back to the
country, and does what every maniacal
dictator would do and builds an army
and crushes everyone in his path..

Explain the whole verticality thing...
JM We've always talked about taking
the shooter and going vertical with it,
and what we mean by that is allowing
the player to traverse vast environments
that are not only made up of miles of
horizontal distance but also thousands of
feet in height. Tt opens up the game to
vertical tactics.

Let's say you have this big town
square, and there’s this building at the
end with a whole bunch of snipers in it.
Now, you could go through the square
and try to dodge the sniper fire. Or you
could climb a lamp post and jump in

asunder in the PC ZONE office
today, as the Tatzone Totalizer
finally hit that crucial figure of

£2,005. Give yourselves apat on the

back, readers, as you've done the
most noble thing knownto

humanity. You've bought enough

branded key rings, pens and XL
gaming T-shirts to bury asickly

youth up to his neck in Gameboys.

Tatzone will be taking a well
deserved break now. See you soon!

All proceeds from Tatzone are
going to the Entertainment

Software Charity. Visit ‘
snipurl.com/escharity
for info on the ESC. .

A single party popper split the air .

through a window, use the building to
get to the roof, jimp across to the roof
of the sniper building, drop in through
the skylight and pop the sniper in the
head with your pistol.

How will multiplayer work?

JM We've taken the traditional capture
the flag gameplay and turned it on its
side. There's a flag at the bottom of the
map and one at the top, and it could

Climb to victory
in Damnation.

take you 10 seconds or less to actually
get down to the flag - you'd slide down
a ladder or something like that, but it's
going to be a lot harder to get back up.
You'll have to use those verticality tactics
to do that.

RG It has a completely different pacing
to any multiplayer shooter you've ever
played. Usually it takes exactly the same
amount of time to get from one base to
the other and back. But now you get the

THE TAT BOARD
ITEMTITLE

instant gratification of getting that flag,
but getting back will be where the
challenge comes in.

As it's more difficult to defend a
lower position than it is a higher one,
you'll get some teams thinking, “We
don't care if you get our flag, we're going
to climb up into your base and stop you
getting back.” The tactics being used are
completely different to what you've
played before.
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THE

MAN
WHO

KNOWS

THE INTERNET, A disgusting place, has yet again
sprung a leak of moral turpitude. With its telling hanner
of "Unhappy with your wife? Click here for virtual sex!”
the people who brought you an even filthier version
of Second Life, the sleazily handled Redlight Center
(www.redlightcenter.com) have returned with an
updated version: Rude Virtual (www.rudevirtual.com).
The calendar of planned in-game events at Rude
Virtual on the day of the return of The Man Who Knows
ran as follows:

Wedding of Creme_OfWheat and Jenny_Snatch
F**k Fest
Beach Party
Remembering September 11th

A sex scandal has rocked the kingdoms of the Hyhorian
Age to its very server code, resulting in the dismissal of
one of Age of Conan's GMs, after a call out to a glitched
raid ended in pornographic shenanigans.

When putting down his weighty toolhox after a job
well done, said GM was propositioned by a buxom
player known as Fastolf with the line, “You know, on
these cold winter nights... all T want is to be mounted.”
And mounted she was, until Fastolf revealed her true
testosterone-packed colours and demanded 100 gold to
huy his/her silence. The fact that said GM lost his real-
world job, suggests he didn’t pay enough.

Fastolf was last seen climbing into a limo with Man
United winger Cristiano Ronaldo, and media enquiries
should be directed through Max Clifford's PR agency.

Satire has struck the internet, with devastating
effect. Vehemently creationist hible-hashing website
antispore.com baited forward-thinking individuals
with an unstoppable torrent of Will Wright hate.

"It seems Will has switched gears from evolution to
creation and is trying to say that in 18 days, Spore users
did what God did in seven,” fumed the site. "So all of
Spore users add up to 38% of God. Just another direct
attack from a man who thinks he's unstoppable.”

Trolling, death threats and money-earning worldwide
hit-counts ensued. The website was shown to be a hoax
when it descended into a rubbish Rickroll gag, which
hlog commentators of nine months ago found really,
really hilarious.
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Then came a spidg
tomb raid beside |
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UNDERGROUND

Will Porter frowns at Tomb Raider: Underworld

WEBSITE tombraider.com ETA November

AS AN ENTERTAINMENT package I thf)ught Tomb
Raider: Legend was flawless. Well, apart a bit of
dodgy combat, dodgy boss battles and a few other
dodgy things.

What I mean is that I found it struck the balance
between modernity and tomb-ness remarkably well
(the Japanese and Arthurian museum levels being
among the best) and I loved the way that wall-
crawling and artifact stealing was complemented hy
a white noise background of chatter from the
backroom cohorts Zip and Alister, meaning dips into
boredom were rare.

Basically Legend was slick. So it distresses me
when I see that Underworld has dispensed with much
of this evolution of Lara into a more modern form of
constant entertainment and replaced instead by, from
what I've seen so far, easily interchangeable tombs.
Tombs in different countries, but tombs nevertheless.

Yes, we always banged on about Lara’s true home
being underground as Core Design took her to Paris

" Yeah. Vehicle bits
remain sadly intact too

game opens with
~ Croft Manor ablaze.

and Venice in their God-awful third and fourth
iterations, but Legend struck a balance so precise
[ worry Underworld is fixing something non-brok
the behest of the forum-bound fanboy morass.

Still, the slo-mo blade dodging that replaces t
button-mashing quick-time events is excellent, as
the shark harpooning and what Eidos still, lovably
to as Lara’s ‘next-gen ponytail' for about the fifth
inarow.

What I need to underline, though, is that this
appears to be very much a sequel to Anniversary
rather than Legend - sure its got motorbike chase
(promised to be far, far more advanced than thosi
Legend), but the expanded hitlist of endangered
animals getting slow-motion bullets to the craniui
very much the hallmark of the more traditional Tc
Raider approach. In itself, this is a good thing, but
can't help feel that in some areas a step backwarc
being taken, sexy boob-dew, or no.

I'm ready to be proved wrong, however.



HALL OF

We're not the only venerable institution y'know...
WEBSITE w

WE LIKE TO pretend that PC ZONE is
special because it began somewhere

within the distant folds of time (1993), ‘*)
but the truth is that the Golden Joystick media GOLDEN
Awards have been going even longer. Yes,
in 1983 the winner of the best arcade JOYST'CK
game was Manic Miner, the best original |
game was Imagine’s Ah Diddums (odd, o AWARDS
seeing as it was rubbish) and the
Ultimate Game of the Year (now the A
Virgin Media Ultimate Game of the Year,
sponsorship fans) was the great Jetpac.
Over the years we've seen Jonathan u n
Ross shout "Oh, fuck off Crash!" as a man The hlt I|St
dressed as a console Bandicoot wandered Recent PC game of the year winners
through the door, and Justin Lee Collins Medal of Honor: Allied Assault

tell tlhe alldiencg that our.assistant Championship Manager 4
publisher eats his own shit (not true). But Doom 3

little can compare to these snapshots from Half-Life 2 f
Alan Capy

years past of people with big hair and The Elder Scrolls 1V: Oblivion by the daygets butcher

amusing glasses. o Lord of the Rings Online:
The Golden Joysticks, now in their 26th Shadows of Angmar

year, return on 31 October.

%

Intel P35 Home Intel 780i Gamer

ogy encased within a simple yet smooth looking Combining the XFX ultimate gaming board and the latest The finest gaming rig on the planet just got better! Extre
editting, games and office applications, you won't Intel quad-core processor is proving to be a popular setup. performace from the EVGA 790i Gaming Board, DDR3 mem
g or wanting to upgrade your PC for years to come. This finely ¥uned gaming rig is our best seller! Quad Core processar and2-state -of-the-art SLI graphics car

— THE ULTIMATE GAMING SYSTEM!

IR ONLINE 7 cusTOMISEON ‘ [ ICUSTOMISE ONLINE

Wwweeom - | www.computerplanet.co.uk

FREE DELIVERY! & FREE DELIVERY! '
£764 incVAT EF572incVATT o=

£650 ex VAT
Intel Core 2 Quad Q9450 CPU Intel Core 2 Extreme QX6850 £1,338 exVAT CPU  Intel Core 2 Extreme QX9650

4GB Corsair 800 MHZ DDR2 MEM 4GB Corsair 800 MHZ DDR2 MEM 4 GB Corsair 1333 MHZ DDR3
500GB Spinpoint SATA-Il HDD 16MB HDD 500GB Spinpoint SATA-Il HDD 16MB HDD 300GB Raptor Gaming HDD (10k rpm)
NVIDIA Geforce 9600GT 512mb GFX NVIDIA GeForce GTX 280 1GB GFX 2 x NVIDIA Geforce GTX 280 1GB (SLI)
600W PSU PSU  Hiper Power 880W Low Noise PSU  Thermaltake 1200W Toughpower
ThermalTake Tsunami CAS Antec 900 Gamer Case CAS Coolermaster Cosmos S

18X Dual Layer DVD/RW DVD 18X Dual Layer DVD/RW DVD 18X Dual Layer DVD/RW

Asus PSK/EPU S/L Motherboard MTB XFX 780i Gaming Board MTB EVGA 790i Gaming Board

7.1 Surround Sound SND 7.1 Surround Sound SND 7.1 Surround Sound

Broadband Ethernet Lan LAN Broadband Ethernet Lan LAN Broadband Ethernet Lan

Windows Vista Home Premium 64-Bit 0S Windows Vista Home Premium 64-bit 0s Windows Vista Ultimate 64-Bit

1 Year Warranty WAR 1 Year Warranty WAR 1 Year Warranty

Lifetime Technical Support SUP Lifetime Technical Support SUP  Lifetime Technical Support

FREE UK Mainland Delivery DEL  FREE UK Mainland Delivery DEL  FREE UK Mainland Delivery
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UPFRONTHANDS-ON

CRIME SPREE...

Guns don't kill people, Steve Hogarty does

DEVELOPER Rockstar North PUBLISHER Rockstar Games WEBSITE rockstargames.com/IV
The PC version is
something we've spent
many a breakfast time
worrying about. "Firstly,”
we'd muse as we waved
our spoons, “does it even
exist?" It does, I've played it.
"Secondly,” we'd ask, muesli 1
flying in the air, "how long will we 5
have to wait?" Just a short while, it's
here in November. "Thirdly," we'd
enquire, making stabbing motions

HERE'S AN OUTSIDE chance

that you've heard of Grand

Theft Auto IV already. A little
known game from an obscure
Scottish developer, it sold a paltry
631,000 copies on its first day of ‘
release in the UK, breaking the record
for the roundest number of things
ever sold in a 24-hour period.

GTA 1V'is big news of course, a

giant of a game whose shocking
popularity on consoles is so graciously

ETA
NOVEMBER

matched by its stratospheric quality. with a butter knife, "how will it play?” -
A city based on New York acts as a i 5
backdrop to a complex freeform PORT AUTHORITY
game, a story spanning well over 10 Well, stick a 360 pad into your USB
hours, and the best acting, action and port and it's almost impossible to tell
humour you'll find this side of movies the difference between the PC and the
and TV. - console version. Besides the obvious
Rockstar invented open-world improvements in resolution, draw

gaming, and with GTA 1V they filled
that open world with detail and
nourishing choice. It's a game where
you're never at a loss for something to
see or do, or someone to shag or
murder. It's a masterpiece.

REREEIRTE R & Rl )
Nico is constantly stall§
taxi drivers, the perver

THE LOWDOWN

Overflowing with detail R "
L L det | Bwr
— . osen= @\;,—vh\“’% !
= .

T

Flipped cars no longer turn
into time bombs, but you'll |
see plenty of explosions.

So much to do

¥

26 PCZONE




GRAND THEFT AUTO GTAIN GTA: SAN ANDREAS GTAIV

THE STORY SO FAR...

The original, and : The series bursts into - The biggest and most The series' pinnacle.
GRAND THEFT some might say the 3D, and politicians 4 controversial of the [ ! Running people over
UTO best. They're wrong. vomit in disgust. ‘ GTA games. ¥ L\ [ has never been so fun.

Expanded multiplayer for the PC version has
been mentioned by Rockstar, though what
that'll encompass is a mystery. We'll certainly
be receiving the 15 game modes that shipped
with the console versions, as well as access to
the Rockstar Social Club.

A sort of Facebook for virtual criminals,
the Social Club will keep track of all of your
stats, even little things like how far you've run
on foot. Otherwise, multiplayer modes allow
car racing, deathmatching, and capture the
flag and VIP protection-style games too.

The expanded nature of the PC version
implies an increased player count - so don't be
surprised to see up to 32 players rocking out.

The effects of being arrested
are minimal. A good life lesson.

more crime and less Zitron.

Not an effective way to destroy
gunships, but it looks nice.

X N
Shoot a driver to steal their . L
car. A great life lesson. !

distance and some texture qualities, it
is take-for-take a carbon copy, as
flawless a port as you could hope for.
Being published under the Games
for Windows LIVE umbrella means
perfect gamepad support right out of
the box too, as well as online support
similar to Xbox LIVE's. Achievements,
the ability to jump into and out of
online games without needing to
move to your keyboard to switch
servers - it's probably the first time
you can begin to appreciate the
usefulness of Microsoft's clunky 2 .
online service. Combine that with the B SN S o s
fact that Gold membership is now effort Rockstar have put into getting
free, and we could be ready to get off it right on console. Unbelievably,
our high, anti-Microsoft horses. locking on to enemies and flicking the
left thumbstick up to snap out a
BACK TO THE PAD headshot feels far more satisfying
Downing the pad and taking to a than the precision offered by a mouse.
more traditional keyboard and mouse And get this: there was no custom
setup throws out a few concerns radio station in the preview build we
however. These range from niggling saw. Whether this feature, which E
things such as motion blur as the allows you to play your own music bad thing as long as you're prepared
camera whips about your character through the radios of Liberty City's to pick up a 360 pad, which you really

Remember, it's a
‘trunk’. Not a boot.
mu

Another Daily Mail
reader done for.

Players of the console version will be
aware of the camera's tendency to lag

(perfectly acceptable on a smoothly as you take sharp corners, compelling cars, boats, helicopters etc, will should be by now. Keyboard and
panning analogue stick, not so much you to make liberal use of the right appear in the final release is unknown, mouse controls stumble on a few
on a twitchy mouse) to more pressing thumbstick. A similar tactic when but if we can't listen to our Stephen counts, mostly through no fault of
problems such as camera controls using a mouse requires not a minute Fry podcasts while reversing over Rockstar's, but instead because
- while driving. gesture of the thumb, but dramatic, hookers' faces, we'll be unaroused. analogue controls benefit GTA IV in
§ A jaunt through the options menu o theatrical sweeping movements. . This points to the PC version of almost every aspect. It's a world with
will no doubt remedy the former, but & Even on-foot shooting sections . GTA IV having an inseparable bond the sort of believability that'll make
the latter seems to be trickier to fix. play out better on the pad, such is the with its console roots. And that's no you want to walk at a certain pace,

drive at a certain speed and corner in
a certain way. A keyhoard's digital

" R T )

“GTA IV is a game where you're never at a loss for e
something to see or do, or someone to shag or murder” should all get 360 pads. Sigh. PEZ

. L -

§
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ODEMASTERS MAY HAVE the Operation Flashpoi 1

but Bohemia Interactive have the soul. Whereas the first from their profiles right the way dowii
into a large-scale militarysahc
fighting around is b
of Eastern Eurg
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The Bigger Picture

MILITARY MIGHT

There are 40-odd customisable army-specific
guns in the game. They're all intended to be as
realistic as possible - the ammo types won't
just deal different damage, they'll have their
unique style of tracers too.

UNDERFIRE

Over 50 types of vehicle are in the game,
including APCs, Mil Mi-24 gunships, and basic
civilian vehicles. All vehicles will be specific to
each side. But that doesn't stop you nicking an
amphibious truck and driving it into a lake.

CHERNARUS

The fictional, post-Soviet country of Chernarus
is the setting. Ravaged by a long civil war and
plagued with an unstable political system,
there's a delicate balance of factions at play.
It's a country of insurgencies, counter-
insurgencies, warlords, breakaway states and
martial law.

B—
B

FACT ANDFICTION

Although the game is fictional, the story is as
realistic as the action. Bohemia claim it "blurs
the boundaries between fact and fiction". With
recent news, the old NATO vs Russia themes
have a chilling resonance.

BOHEMIAN LIKE YOU

ArmA 2's new version of the Real Virtuality
engine supports multicore processors and
Shader Model 3, and has a litter of other stuff
such as "hemispherical lighting”. This means
that it will feature the most realistic dogs ever.

UNIT

There's a new emphasis on characters in your
sqaud. 'Eightball’ is the linguist and son of a
lawyer; ‘Coops' is the college dropout turned
recon guy; 'Ice Cold' Randy Sykes is a black ops et
marksman; Brian ‘Scarlet’ O'Hara is the
ex-Navy medic. These are the guys who make
up Razor Squad. Grr.




DELL" RECOMMENDS WINDOWS VISTA® HOME PREMIUM.

YOURS IS
the latest style 7%
2,

The Studio 15 laptop features the work of acclaimed
artist Mike Ming. He's designed five covers, so

you can choose one to suit your personal style.
Whichever one you choose, you can be sure its
performance lives up to its looks. If you prefer plain
colours, choose from seven other covers.

studio 15

£ INCLUDES £30 OFF/
+ FREE COLOUR |
UPGRADE / &
WORTH £29 g 77
‘O ISTp) >

Incl. Savings', VAT & Delivery.
E-Value: PCPUK10-N1053503

+ Intel® Core™2 Duo processor T5800
+ Genuine Windows Vista® Home Premium
+ 2GB Memory and 250GB Hard Drive
+15.4" WXGA Display with TrueLife™
+ 2.0MP webcam
« 256MB ATI Mobility Radeon™ HD 3450
graphics card
Free choice of 7 vibrant colours

HLEE =3

Red Swirl

studio 17

£ wensscsoorr SAVE
549:::: UP TO £79

Incl. Savings', VAT & Delivery.
E-Value: PCPUK10-N1073503

* Intel® Core™2 Duo processor T5800
» Genuine Windows Vista® Home Premium

On selected systems. Get a great
deal on a PC built for you.

« 3GB Memory + 320GB Hard Drive DELL EXCLUSIVE OFFER

- 17" WXGA+ Display with TrueLife™ St i e
+2.0MP Webcapm Y Y»sscaif‘Broadband £50 CASHBACK

« 256MB ATI Mobility Radeon™ HD 3650 Exclusive to Dell customers when
graphic card you subscribe to Tiscali Broadband

Free choice of 7 vibrant colours £12.99 D!'Odli(t T&C's GL)DW‘

HLEEl =3

New Mike Ming designs also available on
Studio 17. Get yours at www.dell.co.uk/art

@ Clic k DELL.CO.UK/STUDIO DELL RECOMMENDS NORTON INTERNET SECURITY*2008

Offers valid from 09/10 and due to end 22/10/2008. Subject to availability, prices and specifications are correct at date of publication and may change without notice. Terms and conditions of Sales, Service and Finance apply and are available on request or at www.
dell.co.uk. Delivery charge is £20 incl. VAT per system (unless otherwise stated). Consumers are entitled to cancel orders within 7 working days beginning the day after the date of delivery; Dell collection charge £57.58 incl. VAT. One GB = 1billion bytes; actual capacity
varies with preloaded material and operating environment and will be less. Dell Inspiron, Studio and XPS laptops and desktops include Microsoft Works 8.5 as standard unless otherwise specified. Promotional offers apply to maximum order size of 5 systems. 'Saving is
difference between price of featured systems when sold as a package versus current standard online sales prices for the basic systems with the promotional components upgraded individually. *Tiscali £50 cashback- for full details on this offer and all Tiscali packages
please click the Tiscali icon located on your Dell desktop or refer to Tiscali CD included with your Dell system. You can also sign up at www.dell.co.uk/tiscali or call 0800 542 0022 quoting “Dellcashback offer". Offer available to new Tiscali customers only who subscribe



YOURS IS HERE

INSPIRON™ 1525

£369

Incl. Savings', VAT & Delivery.
E-Value: PCPUK10-N1052503

' Create high-quality |
documents you are |
proud of

Get your new PC pre-installed with Microsoft®
Office Home and Student 2007 for just

£80 incl. VAT - its new graphics capabilities,
formatting galleries and improved menus

= % enable you to produce and easily share high
e — quality documents.

« Intel® Celeron® Dual-Core Processor T1500
« Genuine Windows Vista® Home Premium

+ 2GB Memory and 160GB Hard Drive

+ Dell 1395 Wireless Card

+15.4" WXGA screen

Programs included: Office Word 2007, Office Excel® 2007,
Office PowerPoint® 2007 and Office OneNote® 2007

mﬂ Microsof.t“
. 13.0fficeHomeand

Student 2007

Add your choice of 7 colours or 4 patterns for only £29

XPS™ M1530

£649 INCLUDES
£50 OFF

Incl. Savings', VAT & Delivery.
E-Value: PCPUK10-N10X5302

« Intel® Core™2 Duo processor T5800
+ Genuine Windows Vista® Home Premium
+ 3GB Memory and 250GB Hard Drive
+ 256MB NVIDIA® GeForce® 8600M GT
+15.4" WXGA TrueLife™ Screen with

2.0 MP Webcam

FREE choice of
3 colours
—— =

WIN A DELL!

Sign up now to our email offers and get the chance
to win a Dell XPS M1330 laptop - one
of the lightest laptops in its class. Go to

www.dell.co.uk/winadell

NEW DESIGNED FOR DELL

Now you've personalised LOGITECH® LOGITECH® PORTABLE TARGUS® 17"
the perfect laptop. You - V220 MOUSE HDD 250GB FACET BACKPACK

can customise it even
more with colour-matched £16 INCLUDES £ ? 9 £59
20% OFF

accessories! . )
Incl. Savings', VAT & Free Delivery.  Incl. Savings', VAT & Free Delivery. Incl. Savings', VAT & Free Delivery.

DESIGNED
FOR

<

L]
@ C a | | . o 8 4 4 44 4 3 0 6 5 8am-9pm Weekdays, 9am-6pm Saturdays, 10am-5pm Sundays

to £12.99 product via above methods between 1 0ctober and 30 November 2008. To qualify for the £50 cashback, your Tiscali service must be live and we must have collected your Ist monthly payment. Non cable line
required. Minimum 12 month contract & conditions apply. Subject to availability, compatibility & fair use policy. Price correct at time of print. Celeron, Celeron Inside, Centrino, Centrino Inside, Core Inside, Intel, Intel
Logo, Intel Atom, Intel Atom Inside, Intel Core, Intel Inside, Intel Inside Logo, Intel Viiv, Intel vPro, Itanium, Itanium Inside, Pentium, Pentium Inside, Viiv Inside, vPro Inside, Xeon, and Xeon Inside are trademarks of Intel
Corporation in the U.S. and other countries. Microsoft, Windows, Windows Vista and the Windows Vista logo are trademarks or registered trademark of Microsoft Corporation in the United States and/or other countries.
Dell disclaims proprietary interest in the trademarks or trade names of other entities used to refer to them or their products. Dell Corporation Ltd., Dell House, The Boulevard, Cain Road, Bracknell, Berkshire, RGI2 1LF.
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\, The giant Hive Tyrants can rule an
‘ 4 entire planet's worth of Tyranids.

¥

Tyranids are the Zerg
of Warhammer 40k.
See also: the Scrin.
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B QUICK, CALL
| RENTOKIL

The bugs have arrived in Dawn of War IT

& WEBSITE daw ar2.com ETA Spring

-

O IT WAS Tyranids all along.
: ) That was the great secret Relic
W were alluding to in their previous
teaser video. Not Ork spores or a new
race of Deep Crows, but playable, hive-
minded, exo-skeletal Tyranids. An
unstoppable force of nature smearing
itself across the Imperium, devouring
planets, and pushing outwards towards
the furthest reaches of the galaxy.
They dissolve into the potent RTS mix
of Dawn of War II perfectly, with brood
nests acting as spawn points for the
insectoid menace, massive Tyrants acting
as powerful commanders, and a hive-
mind mentality which filters into your
military tactics. Tyranids connected to
the hive glow green as they channel the
thoughts, knowledge and intentions
A of every tyranid around them. But
’gﬁ kill their squad leader and they
become bewildered and panicked,
having had their bearings violently
ravaged. They scuttle madly; still a
threat but a mindless one.

The Space Marine strike force have a
more dynamic single player campaign,
one which forces you to choose your
fights as they come. Rewards such as
powerful new weapons will tempt you
away from the more humanitarian rescue
missions, as up to three different calls to
arms will be demanding your attention at
any given moment.

Commander-exclusive items such
as jetpacks are also available, liberal
use of which was made in the demo we
were shown. Not only do the packs
launch your men over walls, but they'll
come down hard on whatever's on the
other side, crushing enemies and
deforming the terrain.

With the inclusion of Warhammer
40,000's most terrifying creatures,
Dawn of War IT's fiendish roster is bound
to please fans. And even if you're not a
fan, you can't argue that a single-minded
bipedal cricket with two-storey scythes
for forearms isn't one of the best enemies
that could've been included. &3




‘Clear Sky is a
migue experience”

’

& WWW.STALKER-GAME COM =h. L

D==P SILV=ER GAME WORLD

Copyright © 2008 GSC Game World. All rights reserved. Developed by GSC Game World. 2008 Published by Deep Silver, a division of Koch Media GmbH, Austria




UPERONTFEATURE

Aslongas
trouble, the
lone. They're.

. Good job on the roofs,
my council tax.

Weapons slow Faith down, so
she uses nifty martial arts.

The trip to the world's
second deepest well had
gone terribly wrong.

 ——
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Jon Blyth once peered over
the edge of a multi-storey.

Faith abhors violence,
but loves kicking people.

I

With that costume,
surely this man knows
he's one of the bad guys.

Kate can pull impossibly large
objects from her big hair.
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a damn good spreadsheet.
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PC co-rom

THE CURSE
OF FOOTBALL
MANAGER

Former editor Jeremy Wells
{ tells of his long-standing
Football Manager addiction

OOTBALL MANAGER, SOON to

appear in its 2009 rendition, has

come a long way since the garhe
first appeared on PC some 18 years
back. It got married to Eidos (nee
Domark), divorced, changed its name
and is now living with Sega; but the
game of champions is still as addictive,
as thousands of puffy eyed footy fans
across the country will testify.

Back in the days when things like the

Xbox were merely a twinkle in Bill's eye
and the PC ruled the world of gaming,

Plymouth Argyle,
circa 199 -

36 m www.pczone.co.uk

Championship Manager (as it was then
known) was a strange bedfellow to the
likes of Quake. When a new build of CM
was proffered, usually around the start of
the new football season, most of the
reviewers who inhabited the PC ZONE
office (self-proclaimed football fans)
would turn their noses up in disdain at
the thought of being forced to spend
hours pondering the intricacies of what
the then Chelsea-loving deputy editor
shamefully described as an over-blown
Excel spreadsheet, which had all the
appeal of completing an online expenses
report for the taxman.

There were two however that knew
better. Myself and Patrick McCarthy
wore the baggy eyed stare of those who
had completed a whole-nighter getting

Reasons to

be addicted

Why Harry Redknapp swears
by FM 2009 (allegedly)

Football Manager 2009 boasts plenty of
features that move it further away from
its spreadsheet origins.

There's a new 3D match engine, a TV
view, improved assistant manager
feedback, realistically unscrupulous
media feedback, press conferences and
improved club finances. And there's
even (heaven forbid) female managers.

Yet, as ever, it's the database that
should keep FM 2009 ahead of its rivals,
these days containing 350,000 players
in over 5,000 clubs from 50 countries.

S

The newly 3D match

their team into Europe. We both had the
craggy RSI hand affectionately known as
‘The Claw' that came from gripping the
mouse too tightly as we watched
possession bars flicker up and down on
the screen just before dawn in a cup final.
And both of us would freely admit that
when we saw a car number plate that
featured the letters ' DMC’ or AMR' our
brains instantly thought of a defensive
midfielder and an attacking right winger,
and not of the dangers of on-coming
traffic. We'd quietly discuss the raw
diamonds that we'd found by tirelessly
sweeping the lower leagues - some who
have actually made it in the real world of
Premier League football (the likes of
Danny Murphy, Jermain Defoe and
Thierry Henry) and many that failed to
live up to the in-game hype (Neil Lennon,
Ibrahima Bakayoko, Cherno Sambo and
Leon Knight to name just a few).

“New database and features that are
sure to cause fans sleepless nights”

B B . L B UL B mhkm

B engine in all its glory.

We knew that we on to something
special, and that it was only a matter of
time before the rest of the football-loving
world discovered the power and appeal
of this RAM-hungry monster. Historically,
Football Manager has been so accurate
that it allowed its players to win pub
bets, and impress fellow revellers with
performance predictions during
international tournaments.

Now Football Manager 2009 is
upon us, with a new database and
features that are sure to cause fans of
the original to suffer countless sleepless
winter nights, as they snap up Stephen
Appiah on a free and sell Lorik Cana for
tens of millions... 23



WWW.ROCKSTARGAMES.COM/BULLY
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2005-2008 Rockstar Games, Inc. Rockstar Games. the By logo, Bully: Scholarship Edition and the Bully: Scholarship Edition logo are trademarks and/or re gistered trademarks of Take-Two Interactive Software. Wii AND THE Wii LOGO ARE TRADEMARKS OF NINTENDO.
Microsoft, Xbox, Xbox 360, and the Xhox logos are trademarks of the Microsoft eroup of companies. All other marks and trademarks are properties of their respective owners. All Rights Reserved. The content of this videogame is purely fictional. is not intended to represent or
depict any actual event, person, or entity. and any such similarities are purely coincidental
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OF DUTY EVER!”
- Xbox 360 The Official Magazine

~WORLD AT ‘WAR
WWW.CALLOFDUTY.COM '
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Cyberpunk Renaissance
art style




Shanghai 2027: the rich live
above, the poor helow.

: > GREAT games.
Tlm‘e are rcg;ozuhu’v ones. And
then there’s Deus Ex, a game
~that transcends both categories.

Untouchable. Timeless. Revered. Eight

years ago, Warren Spector's open-

ended, freeform RPG reinvented its
. Since that day the game has
enjoyed a special communion with H!i%
magazine, placing first in last year's P
ZONE Top 100 games of all time ch,w‘{'
its legacy undiminished despite a
disappointing, watered-down sequel
(Invisible War).

Given this m_wwinw'x history with

genre

that Deus Ex 3
Oth issue, a fact made all the
re poignant by deve

u(in('z)& Wr cover of

uy“i Eiclc

DEVELOPER Eidos Mont

Montreal's revelation that

to create a <g;~zw that stays true to
shes
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Deus Ex 3's vision of the future
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ens flicker atop

L

TN

ferries mo
front of i
split zzm\{wt)l wers with t

on the top and the poor in

twilight below. NPCs scu
and thitherin the sc

:{x' 3's near- i iture cyberpunt

s teetering on the cusp of a s

a new {qxruv;(
century origina
advancement én m*? and human

understanding, has bee

Some of the reasoning behind
this, other than the fact that melding
the look of the Renais

cyberpunk crea

sance with

s some simply
stunning artwork, comes from
the human ¢
Leonardo da Vinci. His sket
and the inne

r bodies were t 11(\ ast

inatomy sketches of
ches

of muscles, foetuises «

kings of out
great leap
anatomy. The world of Deus Ex 3 is

in human understanding of

1g presented as the next one, and
much of Da Vinci's work is being used
as a mmmm -off point

The game sees humanity gearing
up to sm]w great, yet morally
ambigious,
the human augmentation
fundamental.to the world

strides towards
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~ This chap is called
Barrett, and he keeps a
big gun in his left arm.

of the oric
of a century off in m«» hmu
for supremacy in this lucrative and

jinal Deus Ex, a quarter
e. Vying
field are hehemoth

ethically dubious

multinational corporations, each
uffling for dor

m:‘\iw, and hackers to pilfer

minance hy hiring
each

factions

rets, wi
these

other's sec

porations

opposed to

attempts to evolve humanity scheme

to thwart their efforts.

INTO THE FIRESTORM

At the game
a no-one, ar
Americ:
security at Sarif. But then one day
the path of his life is unexpec WN\'
and irrevocably altered. When a te

1e's inception, Jensen is
1 average blue-collar

n worker who heads up

of black ops commandos break mm

his company's hea mrw,rx'm"i using a
security plan inked into existence by
Jensen's own hand, mass slaughter
Jeaving him to drag his

e off the floor and

ack down

ensties,
blooded fram
mbark on a quest to tr

im

The office of the
near-future. 7

|
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Where the

his employers' killers and unravel
the mystery behind a conspiracy
that ¢
imagine.

Just like its predecessors, Deus
is placing a heavy emphasis
on a powerful, layered plot, one
rammec of moral
dilemmas that will tug at the very
llenge your
coerce you into

joes deeper than he could ever

-
| with a succession

roots of your beliefs, che
humanity and loyalty,
making on-the-spot decisions that
will al yf your
character's and humanity’s
Eidos Montrea
lengths to re that the essence

of the first two games is captured
and fully understood, even drafting in
the consultation services of Sheldon
Pacotti: lead writer on Deus Ex and
Invisible War. The blessings of hoth
Harvey Smith and Warren Spe
have heen both sought for and
see page 43). Nothing is
to chance.

's lead writer Mary
s, a chain of events
f Jensen
At the
sen has a

gon

v the very course o

istence.

I'is going to

great

sup! v!%wl
)wuv; lef
As h~ project
DeMarle explain
changes the course ¢
life early on in the game
beginning of the game Jen

Eidos are going for an
entirely new graphical style.

idamental choice taken from him getting augmented are being treated
and through the course of the story as pariahs, and that a ‘bio-politic" voteT~
he is goinc Im;n on a character arc called
that is leadinc 0 deal with what's f the promised, multi-
» reveals. layered conspiratorial plot? "As you
travel around the world looking to
track rs and discover
their motivations, you begin to
uncover layers of conspiracy that go
far beyond just the attack on your
company,” explains DeMarle. "You'll
find other conspiracy groups that

has been
And what o

1im e
heen stolen ,ﬁ'um him," she
Further probing yields little extra
information, with Eidos Montreal
reluctant to reveal too
(the game has literally jus
full production
as two years nff completion). We

much too soon
t entered
and could be as much

> teaser trailer,

already know from the
however,
on the

that the world is in uproar have agendas and you'll have to find
out who these people are and what

CONTINUED ON PAGE 45 ->

isstie of apgmentatior, those




The first Deus Ex’s creatorf ‘~~Warren' p‘ tor
and Harvey Smnth talk to Jam:e Sei

ARREN SPECTOR IS in il
flow. "It was right before
the millennium and .

everywhere I looked I saw conspiracy
theories, with people believing stuff
that I thought was just crazy!” he
explains. "I thought, what would
happen if I took someone that thought
the world was black-and-white and
threw them into a reality where it's
shades of grey and every conspiracy
theory was true?” Whatever projects
Spector is working on at Disney, he'll
forever be linked to the dystopian
thinking man's shooter Deus Ex.

As will Harvey Smith, who has
always fought to maintain his
creative vision on difficult projects
including the Deus Ex sequel Invisible
War and Blacksite: Area 51, and is
now working on an atmospheric
shooter/RPG for Arkane Studios.

nand a0e

gdverhmenﬁ se’ctet‘s

- for them. So we sat down with write
. Austm Grossman, who suggested we

 mashed them together like a DJ t
‘whrch ones stuck together .

j le characters in aeus
~ JC and Paul Denton, Trace!
Gunther Héfnianu - were e

arvey Smiti “Letmetellye t was:
disaster before we got an additional

. months of de\relepment at the end of the
_ project - we got that extra
time and did this clean-

up onit, and that's
when a lot of

. things just

Launched in 2000, Deus Ex was k

acclaimed as a modern classic by
critics and gamers alike, and was
voted as the greatest game of all time
by PC ZONE. But how did Deus Ex
~ come into existence? Who decided on
having three distinct endings? Will

Warren Spector and Harvey Smith

ever be involved in Deus Ex again?
Read on...

How did you go about creating
a whole universe for Deus Ex?
It must be a daunting prospect... .
"It is difficult,
but it's a ton of fun. Yousit
down with a bunch of creative guys
and you brainstorm and beat your
head against the wall until blood

forms on your forehead, and atthe .

end of the day, you have your world, It
also involved lots and lots of research,
reading books like Behold A Pale

Horse [a book by a former US Naval /
Intelligence bod revealing

apparently top secret

4
4

came together. For example, we had just
 let some characters 'drop off' - there
‘was never a denouement or a wrap-up

Maggie

Warren's Spector's dog

]V\; Fren Spectop

and project direct

p Or on De,

nd studio director on Invisipfe le[(/rS o
v

Producer

§augmented agents and the

‘ f mechamcallwaugmented cyborg

characters.
So Whlk’.‘ alot of Deus Exis about
the secondary theme is what
s to be human - at what
‘ ;cease to be human and

0-augmentations
L to custnmnse

in, yﬂu could do it. But then
e player had made a dems:on, we

make it more powerful
now ive you access to

Why did you dec:ide on three different
endings for Deus Ex" s
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URFRONTFEATURE

"Everyone thought I was cr: ‘time, making it more accessible, and I
again, but I just thought if youhavea  did make some - not all - oithe
game where all the mmute—to—mmute ‘ ‘m,tstakes It was a different
choices really belong to the p(ayer ag enwmnment from the fi rst ame |
you get to pick your play style and solve  “In Deus Ex, Warren was in charge,
problems where you want, how pathetic  we were an independent group, and he
would it be if it was all in the service of - hired a bunch of people like me who (
apredetermined ending? .~ werevery hardcore about stuff such as
"The specifics of the endmgs 1 . atmosphere, 1mpromsatmnal gameplay,
thought were magnificent, becatise they story and nerdy RPG systems. Idon't = |
all represented different ways thgwur{d ~ even think we considered whether ﬁeus : & e aring sunglasses at night?
. could be. The endings were about youas  Ex would be pmf‘ LR Well, his vision is augmented.
. aplayer - not the character - deciding ainly never factnred intoay
. how we'd all be beat off. Is the world cision. But by the time you're wnrkmg ~ \ . « ‘ ~
better in a new Dark Age, itha pubhsher they re constantly ' "I thought that a more action- “Yeah, I went up to Montreal
everyone connected, no persona talking about how many copies you have ovientated p!ayer—choibe gamesetinthe  and looked at it, and the team was
. and governed by a sentient Al; or with  to sell to break even, and how yuu reax:h - world of Deus Ex would be cool, so [ great, so it's very exciting. [ went for
all of us separate but with complete free  a wider audience” . proposed it to Eiclos and they thought it lunch with them, and I was impressed
will? Those are interesting quéstions“? A ‘ " “Ipersonally madea ~ wasagood idea and ran with it. 1 didn't  with their materials and thought the
‘that games can explore, yet neverdo.” disastrous tech decision. Icouldn't ~ have a whole lot to do with the project,  direction they were going was fantastic.
‘ ‘ . . th : ldea of the studm havmg it was a Crystal Dynamics thing, but I I'm really looking forward to seeing
Deus Ex: Invisible War was released  tw | . think they dvd a pretty good job." the game.”
in 2004, and even though it reviewed jef required a . ' “T've corresponded very
pretty well, many gamers felt it was 5o . Did you have any other plans for casually with some of the guys up there
a disappointing follow: ~ . DeusEx spm—offs” o in Montreal and it does seem like their
"1 thinke that's defi nitely tr k 55 “Sure I had plenty of plans -1  heartsare in the right place, which is
1 was very defensive when we shm d ‘had a whaie story arc. When the second  awesome. And the cool thing is I get to
the gamﬁ but we were being as . the e game came around, Harvey wasready  play a Deus Ex game now without
- dif ‘ta step up and take the lead, and Lhad  knowing everything!”
L . o requwed some levet~bmldmg stuff  athree-story arc that T had conceived,
;f D eus E X Ql  that the new lighting model didn't ~ but he didn't want to go where I wanted  Why do you think Deus Ex remains a
‘ upport sothe team was really  togo andtook the story in a different classic game that has stood the test
Five quite interesting , ~_ direction. But some day it would be cool  of time?
facts about Deus Ex jer. ~ togoand tell the other three stories. “Detss Ex has lasting appeal
| !  Maybe I should write a noveland putit  because it was a labour of love, it was
e first Deiss Ex Ginaant by . kteam try too muﬂh than tca htﬂe . tmk my blog sqmeday o a clear vision, the team got enough
Warren Spector, and was inspired by - ' . , . ‘ time, we thought about the player first,
Tom Clancy novels and Die Hard. ‘ What happened w:th Deus Ex-  And what about the new Deus Ex3 -  and we just put a lot of freedom into
_ Clan Wurs, which became Project. _ have either of you had any contact the game. I've talked to people who
‘ with the dev&lupment team? have played it again and again over the

‘Troubleshooter’ was the name of

The World Tracde Center's Twin
Towers aren't in Deus Ex's New

York skyline because, in the game, they g years, very much like the way you'd
were destroyed in a terrorist attack. ‘ I e Y S  re-read a favourite book, and they still
This was a coincidence - Deus EX was | go, not a bad one. find little things; 'I lifted up this rock
released in 2000, a year before 9/11. . and there was this thing there!”

"We were really trying to push
Angeles being destroyed in a 2030 the limits of what games could be, and
earthquake creating "Arizona Bay”. ] ; we were so frustrated - all of us - by
This 1. reerencs fo e s feet . - _ the sort of stuck on rails, 20 year-old
American comedlian Bill Hicks, who - g i ’ , B .
often wished for such a disaster. design ideas that dominated the game
business, and really wanted to push
things and put players in control - that
was our big thing.
“I'm big on rules, and one of the rules
was Deus Ex is not about how clever you
are as a designer, it's about how clever
the character, and became a cross pl,ayers are. Very few games have evgn
between Cath'erine Deneuve and Sarah tried to do that, let alone succeed at it.
Michelle Gellar. : i o . We're probably the most successful
> 2 game in a very small set!"

In Deus Ex, there's a nod to Los

Villain Walter Simon is named

after one of Spectot’s friends, and
he took PCZs favourite photo of
Maggie the dog and her master.

P

Nicolette DuClare was created by
Smith and Spector arguing over



With an office and
team, development
begins in earnest.

Eidos Montreal shows
a tech demo to Eidos.
The publisher likes it.

The first employees
| build their furniture
and then brainstorm.

Almost 18 months on,
Deus Ex 3 enters full
production.

~ MAY 2007 0CT 2008

—> CONTINUED ON FROM PAGE 42

they're after. As Jensen gets further

into the story he finds he has to make
a stand and make decisions bhased on

what he be

eves to be right.’
The Deus Ex series has always

heen ahout freedom of choice, ahout

making a stand and dealing with

1e consequences of your decisions
and DeMarle is keen to point out

that Eidos Montreal is steadfastly

ep Deus Ex 3 faithful

"Deus Ex 3 is all ahout

determined to
to this ethos.
making choices, who to trust, how to
ict, who to kill and who to save,” she

There'll be mt

promises. "

that reflect your choices and the

ry will react to your decisions.”

SEQUEL WOES

Making a sequel to a legendary

1ever an easy task. The

ever-evolving gaming market has
seen widespread changes these past
few years, most notably the rise

of next-generation consoles slowly
transforming the industry into a

ss-market phenomenon

Marrying innovation with
accessihility and widespread appeal
is a skill developers have had to

quickly learn (and in many ways are

4 l"‘, ;,/
A/
HIaKIng
419
)4 53 (/4 ;‘,‘?

Itiple endings

APRIL 2008 “
i

still attempting to perfect). It's an

ethos that's at odds with the desires

of fervent fans that bay for their

favourite franchise to remain utterly
faithful to its past. And no

As well as the traditional branching dialogue trees made

famous by Deus Ex and more recently seen in Fable 2 and i
Fallout 3, Deus Ex 3 possesses an intriguing new slant on T —
NPC interaction. While the development team was reluctant

to say too much at this point, it did reveal that psychology and

body language would play a major role in your conversations.

By watching an NPC's body language and the manner in which

they speak, you'll have to ascertain not only which response is the

most effective, but the manner in which you deliver it. Intriguing.

vhere
are these diametrically opposed
requirements felt more poignantly
than in the halls of Eidos Montreal,
as the development team seeks to
stay true to Deus Ex while weaving in
[ to the

enough accessibility to appe
widest possible audie 4
The developers are also fully aware-—

CE,

of the hardcore market's crushing
disappointment in Invisible War's
dumbed-down gameplay and the
1it by the crumbling

and

4 Guards: ripe
for small talk.

limits imposed or
architecture of the original X

restoring weapo

to the series and placing a renev

emphasis on experience points and

the levelling up of your character.

want to make this franchise

evolve,” explains lead game designer

Jean-Francois Dugas. "One thing was

ur minds, we wanted to

X, to |

core values of Deus

mix genres and ensure tf

choice and consequence is at

the core of the experience.

- Augmentations

= arenowalot \
more... in your face.

The blend of Renaissance and
cyberpunk is, frankly, stunning.




Barrett: potentially
the Gunther Hermann
of Deus Ex 3.

4 -
Vo ya el L) e
/ 71X /
((t &ﬁ?&ﬁ (ox 3 5h0mws both (nnovation
s # g,’w 5 -~ D) .’/M 2
and an awarensssof a changing market

It's very important to us to provide
strong character customisation
through augmentation, weapon
customisation, inventory
management, character
interactions, multiple endings
and how the world reac
to your actions. We also
want to make sure there are
multiple solutions to getting
past each obstacle.”

CHOICE OF PLAY

This variety of gameplay is
what provided the original (and

to a lesser extent its sequel) such

ts

indomitable substance: the ability
to approach every situation head-on

with blazing revolvers or more

subtly through shadow hugging
and sabotage. It's here that Deus

i
Stealth of the non-shadow 11
variety is key to gameplay.

Ex 3 shows both innovation and an

awareness of a changing market.

: Deus Ex diehards amongst you may
CLAYMORE MULTI-KILL BUNGEE JUMPING WALL PUNCH want to brace yourself: combat
A last resort when facing When faced with multiple Hurl yourself off the edge of a Can be used in conjunction | won't be influenced by stats, but
insurmountable odds, Jensen's opponents, Jensen can unleash  building and tentacles will with the visual augmentation. sy enlag e i
body can emit thousands of a combo of devastating martial  shoot out of your back and Spy an enemy on the other side : 4
high-velocity miniature beads arts moves, with the action anchor themselves to the wall, of a wall then punch through it, marksmanship skills. What's more, the
that assail his enemies. switching to third-person. slowing your fall. grab him and snap his neck. : -tion itself is taking several strides
away from the traditional template.

8~ will rely purely on your personal
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The morgue: chilling.
Also, whiffy.

Tsk. Man meddling with
what he oughtn't again.
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URFRONTFEATURE

Behold the Underground
system of the future.

in orcer to n

world,” expl:

atrolling guards to create a reactive

police nearhy they'll ¢

\
We're even focussing on the

reacting to you in smaller w

1CTI

to your actions and

i
the consequences. There's into the women's tc

the men's.” Hmm. T
|
|

rings a fair few be

NPC fashion melds today’s /
catwalks with the 16th century.

" b

Sometimes a game's visual style can be -
overlooked. However, it's pretty hard to This is the location of one
ignore here, given the staggering level of of the boss confrontations.
research and attention to detail that's :
being lavished on Deus Ex 3's locales.
Favouring illustration over simulation,
Deus Ex 3's art style is striving to be
unique. Think Team Fortress 2 and
BioShock rather than the host of identikit
Unreal Engine 3-driven games currently in
the market, and you'll get an idea of what
it's trying to achieve.
By melding Renaissance art with
gritty cyberpunk themes, Deus Ex 3 is
paying homage to the original game’s
dark and foreboding visual style while
capturing the essence of a world in the
midst of a morally ambiguous
technological revolution.
Every city will possess its own
character, ranging from foreboding
fortress-like constructions in Detroit to a
stunning multi-tiered vision of Shanghai,
where the rich live at the summit and the
poor in sunlight-starved streets below.

& 48 PCIONE \vvw.pczone.co.uk



A compelling, branching plot.
Conspiracy theories. Stealth, combat,
hacking. All of these are fundamental
to a Deus Ex game. But perhaps the
franchise's most important element is
the ability to augment your character
with biomechanical upgrades
Thankfully, Deus Ex 3 is promising
not to disappoint in this department.
[n fact, it may even surpass the
achievements of its predecessors.

At least 20 augmentations have
been promised, ranging from stealth
to combat, physical strength to social
Become more than you can be, is the
mantra Dugas hammers home as he
leads us on a sweeping tour of the
studio’s walls, which are adorned
with detailed drawings of the game's
myriad cybernetic enhancements.
Hands that spew throat slashing
metal blades, quadriceps that knot
around piston-powered metal limbs,
each a different stage that will
undoubtedly feature in Adam Jensen's
journey from a flesh and bones human
to an unstoppable cyborg. .

FPS OR RPG

"We have augmentations that cover
everything, whether it's combat,
stealth, social or hacking,” reveals
Dugas. "The system lets you choose
which augmentations you want to
buy and level up and you'll have to
hoose whether you want to spend
your cash on buying and upgrading
weapons or atigmentations, as you
won't be able to afford to specialise in
yoth. This way you can choose to play
the game either more as a shooter or
a freeform role-playing game.”

Deus Ex is a game
dear and unique memories for us all.

that holcds many

For me, it's standing
in a smoke-saturated
pub as a young pup
looking to make his
way in the industry
listening to forn
ZONE reviews editor
Paul '‘Mallo’ Mallinson
regale me with tales
of how he once spent
three hours hiding
beneath an airliner while
monitoring guard patrol
routes just so he could find

o

an optimal stealth 1

his next objective. Only

a game as legen

and unique as Deus Ex

could command such

commitment and passion.
But just like this

magazine Deus Ex has

changed and evolved over the

years, different but retaining

its essence. Memories of the

original game will live on forever,

undiminished, but the franchise is

entering a bold new era in an ever-

changing marketplace. If part three 7

can deliver on its pote

holding dear to the elen
made the original so ti
certainly stands an excellent ch
of resuscitating this
franchise while catering
and mainstream alik ooter fan o
and RPG die-hard. N b
If it succeeds, then who knows, %

mel

racore P

perhaps a decade from now in some

smoke-free pub, ZONE writers old ¢

new will stand huddle NG SERen Sl GTGRE AR
you tell me the way to
b Ryman the Stationers?”
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cards!*

1&1 HOME
PACKAGE

1 FREE .uk Domain

for the life of your package

WD

M 1.5 GB Web Space

M 20 GB Monthly Traffic
M 400 2 GB IMAP/POP3 E-mail Accounts
M 1&1 WebsiteBuilder

M 1&1 Blog

B 181 Photo Gallery 1.uk
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W 24/7 Express Support
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Welcome to my website!
Hi there-

1 created this website to tak about my
favourite bands and share pictures with my
friends. There's a page with handy finks for
buying tickets to concerts. I also listed some
tips that will help you find new bands with
great music.

Check back soon because I'l be putting up

more pictures after the concert this > per month
weekend y 4 R B (£5.86 Inc. VAT)

All Inclusive Prices, Unbeatable Value Superior Package Features
Complete Solutions, Complete Control
FREE .uk Domain Included

Photo Gallery

Special Offer:

For a limited time 1&1 is giving away
100 individual business cards with the
1&1 Home Package.

Terms and conditions apply, please see website for further details.
* Special offer valid for a limited time only.

0871 641 21 21 Calls cost 6p per minute from a BT landline, calls
(@F] ” from other operators and mobiles may be higher.
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REVIEW

“The suit chafes, but nobody
dares try and mug me.”

DEVELOPER EA Mythic
PUBLISHER GOA/EA
WEBSITE war-europe.com
ETA Out now

PRICE £3999 (plus
monthly subscription)

AT A GLANCE...

Large-scale PvP ruckuses and meaty,
story-driven questing MMO steeped in
lore and war.

Minimum system requirements:
2GHz Pentium 4, 1GB RAM (2GB RAM
for Vista), and a 128MB video card.
HOW IT STACKS
TRk 95%

HAMMER ONLINE:
GE OF RECKONING

WARHAMMER ONLINE:
AGE OF RECKONING

HIS IS ONE of the first, if not
T the first, MMOs to truly sit
down and make sure that
players work together from the start,
shedding the ironic selfishness of a
genre that's meant to get people
playing together in the first place.
It's weird to say it, but until you play
Warhammer Online and take part in
the war itself - taking battlefield
objectives, winning scenarios, and
fighting in glorious public quests -
you'll look back on how much time
you spent soloing in WOW and sob.
The backstory is that the Age of
Reckoning has finally been reached, and
\ the armies of Destruction have decided
to lay waste to everything. The
forceS of Order are trying to
. hold back the

‘adva e.
LA

F‘s‘!é"f:

Bright Wizards are the
artillery of the Empire.

"Yes...yes...I can see into her
window from here. She's naked.”

GE OF RECKONING

ED ZITRON BRACES HIMSELF FOR A LONG, DIRTY WAR

Mythic have absolutely taken the
Warhammer mythos by the horns,
eembracing every part of the grim fantasy
without pulling any punches. While the
mollycoddling is there in the sense of
players being eased into the game
through a selection of easy quests and
hand-holding throughout the first few
levels, you will be at war with other
players well before level 10, and
depending on what side you're on,
you're going to do something uniquely
Warhammer. Orcs kick dwarves off of
the side of buildings, the Empire has the
warhost on its doorstep and watch as its
crops burn and people are slaughtered,
and the Dark Elves release gigantic
dinosaurs to eat people laying flowers at
graves. The atmosphere is one of having
no safe haven, one that draws you right

into the conflict and gives you the drive
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necessary to slaughter your way through
lines of your enemies.

And the real beauty of war is that this
isn't all fluff - you're at wat, from the off,
constantly, and it's fun. PvP (or realm vs
realm as it's known in WAR, and the rest
of this review) is an integrated, fun-
packed and addictive part of the game.

ORCS, ORCS, ORCS
WAR is still an MMO though, and there
are core concepts it hasn't shaken off.
You control one of 20 careers (classes),
split reasonably evenly between the two
realms (sides) of Order and Destruction.
Choosing a side locks whichever server
you join to that side, to stop people from
playing cross-realm spy games with
each other.

The realm of Order is made
up of the Empire, high elf and -




Squig Armour is the
Squig Herder's not-
so-secret weapon.
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‘ Ugrog's got a temper.

Tactics and ‘|L1‘10rale‘ "

The hot new bits of WAR's character customisation

A

Dark elves start near
a huge warship.

As you level, you gain slots to put tactics in. These are little red icons that you can equip
up to three at once by Rank 40. Each one has a different effect on your character, for
example, raising your chance to critical hit in certain situations, or letting you do more
damage with a certain attack. You can have three career tactics, one gained through
levelling; one Tome Tactic, gained from the Tome of Knowledge; and one Renown Tactic,
gained through levelling Renown. Morale abilities are offensive or defensive moves that
are gained in long fights, or when faced with multiple opponents. As you gain more morale,
you unlock even more powerful moves. It makes sense when you're playing, honest.

rone.co.uk

warf armies, and the realm of
Destruction holds the Chaos Warhost,
‘ House and the Greenskin
tter is the only non-racial
e up of orcs and goblins -
Il probably end up being flooded
by roleplaying types who insist on typing
everything like the bovver boy orcs
they're playing as. Careers are army
specific (see 'Career progression’), split
between the archetypes of tanking,
healing, ranged damage and up-close
‘melee damage. There's some that
overlap, such as the Bright Wizard and
the Sorcerer, to keep the lore-monkeys
happy without blocking players from
their favourite role.
The careers fit reasonably
comfortably into the usual class roles,

with a few notable
differences. Careers are
{bss dependent on the
* usuyhpool of mana or
N
energy, and each has a
special mechanic they depend
on to do the most damage.
hile abilities use action points, they
generally depend on some other source
0 do the most damage.
For example, the Black Orc, as he
uses different attacks, moves
towards 'Da Best Plan, a state
that lets him unleash his most
damaging attacks. The Bright Wizard
builds combustion with each attack,
doing more powerful and frequent
critical hits, but also damaging himself in
the process. There's a degree of
micromanagement that requires you to
be a little more alert than the average
thumping of keys. It's not rocket science,
neither is it really doing much to advance
the basic mechanics of MMO combat,
but it's satisfying, playable, and most
importantly it works.

BATTLEFIELD DWARF

1f you've read any of Mythic's press
releases, you'll know they've built WAR
with the idea of a gigantic battle held
firmly in their mind. From the outset,
you're introduced to the other side as a
marauding force of evil or as your upstart
prey. You'll be flung (in the case of the
Greenskins, literally, from a catapult) into
direct combat with the other side's PvE
forces. Yes, it's questing, and yes, you kill
five of something, pick up items or
activate things to get experience (with
40 ranks/levels to go through), but

 For Mork! Or
is it Gork?




"Issue 200 has a Deus
Ex 3 feature? To Kotaku!”

“Lloveyou, | .
Captain !
. Peppermint.”

o~

Mythic have streamlined the process so
that you're not doing too many mundane
quests. Everything has a "point” to it, and
thankfully, you'll always find the items
you need on the monster you kill. If
you're getting dwarf skulls, you can bet
that each dwarf you kill will drop one,
and there's a welcome lack of quests
involving the butchery of random wildlife.
They're there, and yes, there's a butchery
trade skill, but at least there's something
approaching a storyline behind them.

Career progression

What makes WAR's careers so special

“Hello! Is this the Chaos
force career office?”

usually sends chills down people’s spine
but WAR introduces open groups thai
you can choose to join automatically.
everybody receives the experience an
influence from the public quest, and
can't really advance them on your ow
PQs grow a spirit of teamwork withi
even ardent soloists. WAR opens up
grouping to those who would not

and gives them pause ti

WRE INTRODUCE

THER

STDE AS A MARAUD

~ 0he of these men dies after
the spell hits. Not sure which.

The general aim of WAR's careers is to get
players into the fray - so there isn't one that
can't make themselves useful in a scrap, no
matter what play style they have.

The Disciple of Khaine and Warrior
Priests’ healing abilities are rooted in their
offensive abilities, and are good enough to
hold their own even against the tougher
melee opponents.

Bright Wizards and Sorcerers build a pool
of energy that, when full, gives them a 50%
extra chance to critical hit and double critical
damage, at the risk of exploding.

Even basic melee careers, like the Black
Orc and the Stabbin’ Squig Herder, are kept
lively by their adaptability. Squig Herders
have three types of squig that adapt to any
solo or group situation, and Black Orcs are
equal parts damage-dealer and super-tank.

He's just a beardling.
A dizzy beardling.

£ OF EVIL OR AS Y0
pes UPSTART PREY

There was a danger that Mythic could

~ have made anything PvE-related.--

- effectively foreplay for the player vs

" player environments, as they did with

L Dark Age of Camelot. But there's a

* strong marriage between both.RvR and

* PvE content. The most obvious - and
arguably the most enjoyable - is the
public quest system. These are essentially

* walk-in quests that rely on groups of

* people to complete. You complete

| objectives to advance the quest through
stages (See 'The anatomy of a public

© quest), gaining influence and experience
as you go, with the biggest contributors

- (those who do the most damage, buff

people the most, heal the most) rolling

' dice for the biggest rewards from the
quest. The influence you gain is specific
to the chapter of the game's story you're

,and as you gain more you get access

to Basic, Advanced and Elite rewards.

The idea of grouping with strangers

in the future. While there's a lot of good
run-of-the-mill questing to be had, these
public quests pervade the entire game,
and are rewarding and funonascale .
that trumps almost anything we've se
in WOW. The later ones even have r.
style content, and making a warband
(a raid party) is as simple as right-
clicking and selecting “form warband.’
Public quests also help tie together
the PvE content with RVR. There're
(such as the Kron Komar Gap) wherd
both realms actively complete a pub!
quest in front of each other, with real

You ogre! Get out
of my vineyard.

i
Wil

Gits, the lot of 'em.

Bloody Sun War Stompa
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The anatomy of
a public quest

How you progress through the
first Greenskin public quest...

As a Greenskin, you can find yourself in
a public quest outside a dwarf fortress,
with the only way to lure out the
inhabitants is to get a giant to bash
down the door. The problem is, the only
one available isn't being cooperative.
Remember: anyone in the area
completing these objectives contributes
to the total.

SLAY 30 SQUIGS
CHASING UGROG

Ugrog's being bothered by a horde of
jumping, nipping squigs, and he won't do
anything until you kill them.

GET UGROG 20
BARRELS OF BEER

Being a good bald-headed thug, and tired
out by the squigs, Ugrog refuses to do
anything until he's had some beer.

by P
o #
a8
o’ i |
o [ o
le'  { DEFEAT DULGREK
IRONMANE'S FORCES
| The Giant breaks down the fortress’
gates. Dulgrek Ironmane storms out,
killing Ugrog, before flooding you with
@ dwarfs and attacking you himself.
..

players killing both each other and Al
soldiers to advance their separate quest.
The reward for doing so is not only
influence, but control of the surrounding
area and access to extra facilities and
quests. It's a lovely surprise how well
integrated and commonplace they
become, too. It's so common for MMOs
to talk about new hot features, and then
fail to integrate them meaningfully into

' An early Greenskin quest gets

you mobbed by Snotlings.

quests to be a let-down. They aren't.
What's shocking is how thoroughly
enjoyable RvR is, even for people who're
reluctant to face up to PvP combat. It's
introduced very early on, with a selection
of quests from a war camp where you're
given quests, much like NPC-related ones,
but relating to real, live players. You
descend into specific RvR areas to
capture objectives, which can provide
tactical advantages (healing boons and
NPC guards) and fight your fellow man.
Killing him nets you both your normal
experience and "renown,” which levels a
completely separate pool of 80 Renown
Levels, with their own rewards, tactics
and morale (see Tactics and marale)).
/ou advance, these obje

corne bigger and harder to conquer,

nging from a gun emplacement to a
gigantic keep surrounded with soldiers,
with rewards to match the scale of the
effort. Each time you complete one of
these smaller objectives, you bring the
current area closer to being under your
control. The reward for doing so, apart
from accessing mote content and
annoying the piss out of the enemy, is
the huge hoost to your renown and
experience gains - a controlled territory
can give you anywhere up to 20% extra
renown and experience. This keeps the
war constantly fresh, as arriving in a
zone to find you're not netting those
gains gets you fired up to rip somebody’s
guts out. That, and you get experience
and renown for killing them, s

versus reward of going after a skilled
opponent makes it genuinely tempting.

There's a real synergy between
renown and experience. As you gain
renown levels, you can buy new
equipment that's useful for both questing
and RvR. The same gf)es for quest’
rewards, which are less rewarding but
less time-consuming than your average
man-barney, and still manage to gear you
up reasonably well. In fact, WAR caters
very convincingly to the PvE-aholic, but
also leaves a tasty-looking trail of

breadcrumbs to the RvR dark side, with
experience rewarding quests for getting
involved. It's also far less time-intensive
than anything in WOW's PvP-circuit, as
in a 15-minute game you can run into
an RVR battlefield, chop a few heads off,
and then bugger off to Tesco. It's a
simple, well-designed and brilliantly
executed system that oozes with
well-realised lore and the
necessary atmosphere to draw
you into the conflict.

THE RECKONING
Mythic have used the Warhammer
licence well, and created a structurally

sound MMO that's actually a
multiplayer game, with enticing
elements for both the lower and higher
end players. An issue, however, is how
much high-end content will be availab{e
that caters to large-scale PvE grinders.
While there are dungeons and there are
raid encounters, it remains to be seen
just how much there is in comparison to
WOW, Age of Conan and EverQuest I1.
There isn't, however, any question of the
quality. Mythic have done exceedingly :
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Witch Hunters build
up interrogation to
unleash executions.

Hunt down the rebellious with
the Empire’s angriest soldiers.
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Tome of Knowledge

Quest journals are so passé...

A3 CHAPTER STORY

IRONCLAW CAMP
SHARPTHORN WUD

LUMBER FOR THE
LOBBER

‘well in creating interesting, story-
\\..\'{driven quests, and have created the
first major advance in the genre - public
fests - since content was instanced to . s - ‘ B T
* avoid players crameing together. ™ i gss wl]\g::g zgt:,:fs ggi?:;
Ironi€ally, that's actually what makes® : i

- WAR such a joy. The reason that ) )
The Tome of Knowledge, rather than being a simple place to read your quests from,

instanced PvP areas in MMOS' like catalogues your escapades over the various chapters of the WAR storyline, as well as
WOW's Battlegrounds, exist are to rewarding you for completing certain tasks.

make it so that progression isn't reliant Kill 100 squigs, and you get a 500 experience reward. Click yourself 100 times and
on static content in areas. Mythic have receive the title 'Ow My Eye'. More complex Tome Unlocks, as they're known, will require
taken this idea and put it on its head you going across the entirety of the Warhammer World, but reward you with Tome

. : Tactics specific to the achievement.
making it a good thing when an area The TOK also keeps track of where you've been, how many things you've killed, and
is crammed with people trying to do just how much experience fulfilling its dark desires has netted you.
the same thing by rewarding
everybody for taking part. Even . -
when you're not a top contributor with a slew of bored PvErs from a
ina public quest, you still receivea  multitud Gf games with broken
ounty of influence and experience.  promises, Ultimately, their ongoing
n RVR battlefields, defending support and the amount of people that
KKeeps and other areas from play WAR will be what makes or br ks I»  Graphics Crisp, cartoony,
assaults still rewards every ‘ Sound E?)Iizuc;‘rfgllmstras and
for being in the area. The land more people g L s
ven changes as realms take For now, it' up to the players Thrs is i o
ontrol of different areas, taking  such a strongly comsmunity-driven game @ Fantastic lore
way the classic MMO-stodge of  that it guarantees that there will be ‘ @ Public quests are amazing
. static, immovable content. some bitter, angry struggles in the Age — g ;:'I'; t1°t ’I’tlx:';'stthitc';i:b'e ‘
WAR is the first true pushin  of Reckoning, and we hope that Mythic @ RVR combat is brilliant
| years to try and make MMOs (and European publishers and server- € Enough high-end PVE stuff?
‘more, well... multiplayer, and it runners GOA) are prepared to support it.

cceeds because it doesn't The license is strong, the game is great,
| < forget that games should be and the quality of the content is second-
‘f fun. By giving players so many  to-none. If servers are stable, players are
; i tions and making listened to, and expansion content is as
|

everything so cohesive and well tweaked, inventive and superbly
/ L interesting, Mythic will score  written as its launch material, this could

/ many disenfranchised be the game that savages WOW's

Battleground-lovers,