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POPULARITY. ONE OF FIVE
NEW REASONS TO LIVE.

A whole new generation is in your hands.

Satisfy their social ambitions, or pursue
less pretentious life goals like Romance,
Family, Knowledge and Fortune.

The choice is up to you. Come to think

of it, pretty much everything is.

Take charge at eagames.co.uk/thesims

AGE 17 Earn the title “Most Popular”
by making friends. Any way you want.

AGE 21 Make a red carpet entrance
that turns heads. And drops jaws.
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AGE 37 Go into politics to fight for AGE 59 Celebrate your anniversary
issues, causes and career advancement. with family. Or people you actually like. COMING SEPTEMBER 17th
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QUAKE IV p33

8 pages on id’s next masterpiece piece! Doom 3 was just a warm-up...
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“Games are supposed to be fun.”
I've said it before and, although I'll
probably say it again, it struck me : /
- recently that | was being slightly 8
economical with the truth. What

I should have said is that games

are supposed to be deeply upsetting and frustrating.

Let me explain. On our forums recently, there was a
thread chronicling items smashed by people while playing
their favourite PC games. Earlier today, Jamie Sefton had
a hissy fit playing Pro Evo 4 and refused to finish the game
(he was losing 4-1). “The game’s broken. It’s stupid and I'm
never playing it again. Ever.” (Or for at least ten minutes as
it turned out.) Over the years I've been on ZONE, I've seen
colleagues chastised by the management for using the ‘c’
word playing Counter-Strike and hundreds of mice
discarded with buttons hanging from a thread. I've even
seen a mild-mannered man, and someone described by
everyone he’s ever met as ‘the nicest man in the world’,
smash a phone and a hard drive in one sitting.

Outsiders looking in might assume we’re not having P
fun. Wrong - only the very best games exert this sort of e s RGN
pull and make you think that winning is the single most ke !
important thing in the whole world, and in all my years, -
no game has caused me as much pain and distress as
Quake Ill. Its tales of smashed hardware are legion, but
there’s one episode | particularly treasure. | used to duel
daily with Ant, swapping 20-19 scorelines like football

stickers of old, until | had a particularly good run, he a bad

one, and | wound up a 20-1 victor. | couldn’t resist a

deadpan: “I thought you played particularly well in that COVE R

game,” and instantly regretted it. He admitted later that he

almost launched himself over the desk and attacked me. D Iscs P 1 42
That’s why when id announced Quake IV, | demanded

that PC ZONE see it first. Thankfully, id acquiesced and AN AR bRt . PR

R !'la;?py Prpdint youksthe dlre.ctlon. of page 38, yhere Tribes: Vengeance, Conflict: Iﬁetr;;.m, Demos of Myst IV: Revelation and
you'll find the first of many stunning visuals from the Colin McRae Rally 2005, Shade: Codename: Panzers, and a free 14-day
shooter that could eclipse all others. You won't see these Wrath Of Angels. trial of Star Wars Galaxies: An Empire
screenshots in any other magazine in the UK, and | Plus movies of Fahrenheit, KOTOR 2: Divided. Plus, mods, movies and more!
guarantee you won'’t hear the same sort of language in any The Sith Lords and Prince Of Persia 2!

other office in the UK when the game is released.

Dave Woods
Editor
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| TINY COMPO Correctly answer this month's cover question and you could win some goodies. Send your
| entry on a postcard addressed to: Tiny Compo (147), PC ZONE, 9 Dallington Street, London EC1V 0BQ.

| The first correct entry plucked out of the hat wins a mystery prize. Closing date: October 13 2004. The
) winner of our August Tiny Compo (145) is Scott Newman, who knew that Doom 3 was an 18 certificate

|| game. He gets a copy of Chaos League to take back to his London home and we think he's totally great.

GENERAL COMPETITION TERMS & 1. Only entries d before the closing date
will be entered. 2. Winners will be notified by post. 3. No cash 4. Prizes not as shown.
5. No correspondence will be entered into. 6. The editor's decision is final. 7. F ibility cannot be for
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any other party. By replying YES, you agree to receive text messages from PC ZONE and other Dennis Publications
regarding future services and promotions, as well as market research run or conducted by Dennis Publishing and
other related or associated businesses. You can unsubscribe at any time by replying STOP to any message sent.
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We can’t stop the joy inside, when D&D and RTS collide...

M SWAMP DRAGON Will Porter

ALL YOU NEED TO KNOW

PUBLISHER Atari

DEVELOPER Liquid Entertainment
EXPECTED RELEASE DATE Q1 200
WEBSITE www.uk.atari.com

“Dungeons &
Dragons: truly the
hobby that dare
not speak its
name”

Horses galloping over snow will leave tracks that your enemy may well notice...

8 PCIONE

GENERIC PUB discussion #54:

did the kids in the Dungeons & Dragons
cartoon ever get back to the real world?
It's an endless debate, and one muddled
by the episodes in which either a) Venger
came with them so they had to lay the
smack down on him, or b) they got back
and Eric was a bog monster. However,
even beneath this discussion there’s
another deeper, murkier topic: real D&D,
real rule-sets, character classes and
gigantic imaginary monsters with +4
nerdiness. Dungeons & Dragons: truly
the hobby that dare not speak its name.
Now though, we're getting cool with
it. And to prove Dungeons & Dragons’
potential for life beyond RPG, Liquid
Entertainment is taking its rules and
eccentricities, and jamming them into a
highly promising RTS game. Taking place
on the bizarre D&D world of Eberron, a
planet that has a halo of giant magical

e

Leave all that can be spared behind. We travel light. Let’s hunt some orcs.

"I‘ -

crystals above it that occasionally fall
to earth and cause a fracas between
four races who want to manipulate its
magicalness, Dragonshard is truly a
game where genres collide.

Above ground, you wage campaigns
with a streamlined resource-
management system. Technology
trees are notable in their absence, but
you can still build all manner of bases
and juggle your dual resources of magic
and gold while amassing your forces.
Meanwhile, beneath the ground you
control parties of heroes carrying out
Dungeon Siege-style chest-smashing,
gold-hunting and experience-
gathering — dodging rolling
boulder traps and generally
adventuring and slaying
all the unlucky
monsters that
you meet.

Combat on a larger scale, above the
hero-only caves, is much more on a Total
War riff — controlling groups of archers,
foot-soldiers and cavalry with deft clicks
of the mouse - although the presence of
a hero (with all the D&D character class
trimmings) gives squads a definite edge,
seeing as clerics are able to heal them or
aranger might be able to dole out fire
arrows to a group of bowmen. There's
also a few, extremely rare, adventuring
champions that can be summoned
should your army need a real boost.

So far, Dragonshard is looking a lot
more innovative than the basic cut-and-

paste job that a developer could
‘ fall into when splicing genres.
We're always in favour of people
searching out new ways in
which we can bother the
goblin community. Consider
our left eyebrow raised. ¥

It's Dungeons & Dragons, but not as we know it...
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A one-eyed, pointy; , hovering laser beast - a creature that only a mother could love.

Al OF THE BEHOLDER

Enemy Al isn’t all-knowing and
omnipresent - it has a roving area of
attention just like you do. So if you
want to take out a distant outpost
of dark elves, there’s a chance your
rival won’t notice.

HAPPY TRAILS
One feature that the
team is crowing about is
‘Hyperterrain’, which lets
bog-standard ground

) textures get coated with
a deformable layer like
snow or sand. In this
way, troops leave tell-
tale tracks behind them
- unless falling snow
covers them up again,

that is.

5%

GRASSY KNOLL
Grass is set to blow in
the wind, while fog will
float about and act in a
generally mist-like way. It's |
claimed that environmental
effects are set to be a
Dragonshard speciality.

s
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Now I'm normally quite a passable
chap. I'm polite, | rarely shout
unless shouted at, and the last
fight | was in was over my Micro
Machine collection in 1992. This
month though, I've been angry.
For no particular reason, other
than the general injustice of the
world and the spiralling cost of
Sainsbury’s frozen goods.

But how to control this deep,
red-tinged anger? Why with our
helpful friend the computer game!
Without wanting to add to the
already cindered, charred and still
thoroughly smouldering topic of
violence in games, this month I've
been on a rampage of epic
proportions. All I've been doing is
slapping Max Payne 2 into my disc
drive, sticking Marilyn Manson
CDs on repeat and turning the
volume up to 11, entering the
streets of New York and shouting
things like “Have it! Have it you
gangster bastards!”

But what does this tell us?
Through the release of my vitriol in
the medium of virtual bullets, slow
motion, excessive violence and
Havok physics, a lot of needless
aggravation has been avoided. My
girlfriend remains unshouted at,
my workmates have had their tea
supply remain constant and, if |
owned a dog, then it certainly
would not have been kicked.

My love of gaming destruction
has made the world around me a
thoroughly better place - | haven't
wanted to physically assault a
stranger since the last time | was
in Oxford Street Top Man. So
when you hear people bitching
about the violence games can
trigger in today’s youth, it might be
an idea to consider the violence
that’s been avoided as well. Many
an angry teenager has had his
anger dimmed by an impressive
virtual headshot and, God willing,
many will in the future as well.

ALL THE NEWS, VIEWS AND RUMOURS FROM THE WORLD OF PC GAMING
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Dark Stainer

FIRST GLIMPSE OF DARK SECTOR CAUSES SOILED TROUSERS

“OH MY GOD, you're going to crap your pants.
You're going to crap your f***ing pants!” Thus was
the assurance we received from Anthony Holden
on his return from a recent visit to Canada, where
our usually sceptical reviews man paid a visit to
FPS luminaries Digital Extremes (creator of Unreal
and UT).

The trip was actually to see forthcoming shooter
Pariah, itself looking mighty impressive (full report
next issue), but in the process he managed to secure
a sneak peek at top-secret next-gen project Dark
Sector. In development for several years now, the
game is one of the most closely guarded secrets in
the industry, using as it does a brand new engine
designed for the next wave of 3D technology, from
Xbox 2 up. The only comparable technology so far
revealed is Epic’s Unreal Engine 3.0, unveiled in
PC ZONE two issues ago.

“The game is one of the

most closely guarded
secrets in the industry,
using as it does a brand
new engine”

The game itself is a third-person action game set
in a dark, anime-inspired future. Says DE boss
James Schmalz: “It's not an FPS. We were going to
have a first-person mode, but it's more likely to be
over the shoulder, as the game is heavily character-
based.” The character in question is a kind of
mystical Zen cyber-thief, working in the ‘dark sector’
beyond the fringes of the solar system. The
sequence we were shown depicts the hero, clad in a
cyber-punkish intelligent stealth suit, infiltrating a
space station to steal some data, before
encountering and decimating a succession of
mechanoid defence units. The stealth suit enables a
number of abilities, such as extraordinary speed
(bullet-time), heat suppression and superhuman
agility, while our implant-laden hero also possesses a
number of Jedi-like powers. In one incredible scene,
he sprouts psychic tentacles and takes control of a
giant attack robot.

Anime fans will be in familiar territory — think
Ghost In The Shell, Jin-R6 or Cowboy Bebop, only
much, much darker. The difference is, this game
already looks better than most anime movies, in real-
time. The characters look astonishing, the
developers eschewing mere poly-pumping in favour
of a fuzzy, hand-drawn effect for hair and faces that
looks truly superb. In short, this is one of the most
exciting games currently in development, and
frankly, you’re going to crap your pants.

Publisher: TBA
M ETA: 2005 M Website:

EEPC ZONENN

EEPC ZONE®R

EEPC ZONE =R

EEPC ZONERE
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Another stunner for the 2005 wishlist...
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SPECIAL REPORT
Toys ‘R'Us

NEVER SAY

NEVER. AGAIN!

BIOWARE HANDS OVER THE NEVERWINTER REINS TO OBSIDIAN

BIOWARE HAS beenona
roll. Not only did

Although they’re not saying too
much about the game at the

it make moment, one of the first
Dungeons & things we wanted to know
Dragons was what Obsidian would
commercially be doing with the Aurora
popular on Engine, which due to
the PC, but it BioWare's tile settings
took things had looked rather ropey
even further around the edges of late.
with its “We're undertaking
Neverwinter Nights some very big changes to

the engine across the
board,” explains Darren
Monahan, NWN2
producer
and co-
founder
of Obsidian
when we prodded him.
“Starting with the graphics system,
we're completely rewriting how
characters and environments are
integrated, animated and rendered.
You'll see all the
latest and greatest
technologies for games
shipping in 2006, including
per-pixel lighting effects such as
normal mapping and specular terrain
lighting - the latter gives a realistically
lit ‘sheen’ across terrain surfaces based
on the position of the sun or moon in
the sky.”

package - a chart-topper

all over the world. After

that came a couple

of successful

expansion

packs and then

another jackpot with

Knights Of The Old Republic -

and there could be another potential
one in the works with Jade

Empire on the Xbox.

So it's unsurprising that
BioWare has decided to share
the workload a bit and passed
the job of creating Neverwinter

Nights 2 to Obsidian, the guys
who are also doing KOTOR 2 -
the jammy devils.

GREAT EXPECTATIONS
With many members of
the team helping to produce
Baldur’s Gate 1 and 2 and
Planescape: Torment, we've
got high hopes for a better
single-player this
time - one that
doesn’t feel
like it's been
dumbed down
to try and attract the console
kids. Monahan assures us that the
team will be providing an “incredibly
compelling single-player experience”.
Although he can’t talk much about it, he
says players will be spending a lot of
time in the city of Neverwinter -
that'll make a nice change then!
Instead, Monahan is very
keen to talk about what
Obsidian is intending to do with

the toolset features in the game, as it's
been the main feature that's kept the
game fresh in modding circles.

“We plan to add a slew of new tools,
including in-game cut-scene and camera
control functionality. A lot of the
improvements to the toolset come from
ideas and suggestions we've received
via our website. We'd like to encourage
folks to go to our website and discuss
what they'd like to see. Seeing what
some of the guys out there are doing
with NWN now is really inspiring, and we
can’t wait to see what happens with
some of the new features we're adding.”
Brace yourself for more updates...

W Publisher: Atari

¥ Developer: Obsidian

META: TBA

B Website: nwn2.obsidianent.com
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Small is beautuful Baggy trousers Lists, lists and more lists

N MUl
od Cop Bad Cop.

GOOD CcoP

Getting the ultimate
scoop in the form of
Quake IV.

Trevor Francis asking
Prez for directions outside ZONE HQ.

Rescuing a toy helicopter, then
playing with it all afternoon when
we should have been making a
magazine. Sorry Clare.

BAD COP

ZONE designer

Jamie holidaying in
Florida, only to discover
he was in the direct path
of a Class 4 hurricane.

People calling Suzy ‘love’ and
generally displaying masculine
traits in her presence.

The departure of Aussie charmer
Anthony Holden from ZONE’s
loving embrace.

Sefton’s eBay purchase of a
Nintendo Virtual Boy causing dizzy
spells, migraines and seizures.
Good Cop: K-9 (Jerry Lee the Police

Dog) Bad Cop: Dooley (James Belushi)
from the criminally underrated 1989 movie K-9.

to control the engine, but also
to view the Quantock Hills, the
Bristol Channel, Dunster
Castle and the miles of
glorious Somerset countryside
in between!

Hype for The West Somerset Railway -
Train Sim Pack. Forget Half-Life 2...



Pavel Barter finds a way to play PC games that
won’t tax his graphics card one little bit as
he delves into the murky world of plastic...

- v_ Wasted mone!
PLEASE DOI'T DAWDLE, for angry L
MNDEED! loners? Or

a worthwhile

purchase?

ACTION MAN was overrated.
Don’t bother sending in any letters of
complaint because deep down, you
know it’s true. OK; so he had the
shifty eagle eyes, chivalrous
buzz-cut and fetching wardrobe,
but the plastic oaf couldn’t
skydive to save his life. After
throwing him out of a third storey
window for the umpteenth time and
watching him plummet to the ground
like a dead pigeon, his parachute
fluttering drably behind, my friends
and | decided to slaughter him on a
bonfire one Halloween. Only then
did we discover that he couldn’t
even melt properly.

Action figures, though, have
now journeyed beyond the
playgrounds of the early 1980s.
A burgeoning market for
sculpted videogame
characters - featuring every
facial scar, grimace and
weapon of their digital
inspirations - has emerged
over the last decade.

Sculpted by real artisans,
these little critters strike mean poses
beside your PC. Killer figurine sets like
Unreal Tournament 2003 and Halo are
cradled by nerds the world over, while the
upcoming Call Of Duty range will have
grown men reminiscing about the
sandbox battles and military assaults
that were once unleashed on an angry
sister’s doll’s house.

A spokesperson for retailer Forbidden
Planet says that sales of 3D game
character models is not comparable to
that for movies such as Lord Of The
Rings, Star Wars and Star Trek: “However,
demand for series like Street Fighter,

12 PCIONE
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Doom and Halo is high.
Many of today'’s action
figures are so well
sculpted that
they’re plastic
art and are
treated as such
by our customers. They’re bought not as
playthings, but as decoration.”

PLASTIC AMBITION

Back in 1994, Mortal Kombat was one of
the first PC games to receive action figure
equivalents, although they were created
from old Gl Joe moulds and looked like
they were beaten by ugly-sticks before
packaging. Four years later, Quake II's
Marine and Barracuda Shark, Jungle
Marine and Strogg Parasite, Iron Maiden
and Strogg Technician and Tank - along
with the limited-edition Psycho Marine -
changed gamers’ opinions about figurines.
These evil scamps meant business.

Master Chief: a man so chunky he was born to be plastic.

There’s ‘Lara In Combat Training Gear’,
‘Lara In Motorcycle Gear’, ‘Lara In Tomb
Raiding Gear’, ‘Lara in Siberia Gear’,
‘Lara In Wetsuit'. If there were a ‘Lara
Reading PC ZONE While Taking a Dump’
figurine out there somewhere, it'd come
as no surprise.

Similarly, you might have to wait a
while before you can get your sweaty
mitts on a PC version of Halo 2, but
s action figures will settle your anticipation
in the meantime. The first set of figures
includes a Brute and two Warthog
vehicles. Master Chief is packaged with
more than 18 movable green chunky bits,
areflective helmet visor and an arsenal of
weapons, including dual-wielding sub-
machine guns.

PC gamers have since been treated to
tiny takes on Acclaim’s Turok series,
Diablo, Vampire: The Masquerade, The
House Of The Dead, Metal Gear Solid Il,
Command & Conquer, Medal Of Honor:
Allied Assault — and plenty more. Warcraft
fans enjoy fondling highly detailed
figurines of Prince Arthas Death Knight,
Tichondrius Dread Lord, and Shandris
Feathermoon Night Elf Archer.

Some ranges, like Ultima Online,
look fab and stay faithful to their digital
incarnations, but, like many, are
destined for an even more cult audience.
Arty Goths, for example, can delight in
the plastic Mad Hatters, Caterpillars,
Jabberwocks and White Rabbits
provided by cult weird-fest American
McGee'’s Alice that have become
collectors’ items and have a huge
following. On the mainstream side,
meanwhile, Tomb Raider has seen more
models than a footballer’s four-poster.

GO FIGURE

Creating a game action figure involves
careful liaison between developer and
model-maker. In some cases, such as

How it
once was.



“Many of today’s
action figures are
so well sculpted
that they’re
plastic art and are
treated as such by

our customers”
FORBIDDEN PLANET

TOTAL

designer
character art and
describes the subject’s personality
in detail. Once the prototype has
been approved, the tooling
process begins. “The
developers we work with are
so busy making games,
they’re really not interested
in micromanaging the
process. They basically
say ‘here are the
characters you can
choose from’. We take
the images and work
out which characters
we think make the
best figures, how
they will be
posed,

Halo, the publisher
also plays a part in
overseeing the creation
process. In others,
craftspeople are left to their
own devices. “We went from
initial concept sketches to

models pretty quickly,” says articulated,
American McGee of the Alice and
series. “| worked directly with painted.”

the sculptors, but not a lot of direction
was required since the guys were so
talented. Mostly, | just needed to get out
of their way.”

Alongside Epic Games, US toymakers
Radioactive Clown released a spanking
good range of Unreal Tournament 2003
figures last year; each was equipped
with Unreal weapons like the flak
cannon, sniper rifle and translocator.
“The Unreal games have a loyal fan base
and we want to keep giving them more.
Immortalising the characters into
collectible action figures was the next

senior graphics designer for
Joyride (who have been
commissioned to make

slep,” says Epic’s Jay Wilbur. It's not a toy
According to happy campers at “;S :t piece
ELL e . of art -
adioactive Clown, the creative process alrig

starts with a drawn prototype, at a cost of
around £600. The developer sends the

Canweo

Call Of Duty: coming to a toyshop near you.

Chris Huisman,

Even games like Dragon’s Lair 3D have had the doll treatment.

models based on the Crazy Taxi,
Command & Conquer and Halo licences),
told us that research and initial tooling of
the moulds can amount to around
£34,000 - and that's before manpower
and product promotion costs. And by the
time these charming desk decorations hit
the streets, you can expect to pay anything
between £10 and £20 for their services.

MODEL CITIZENS
As technology improves, action figures
will look better and better, getting ever
closer to their gaming counterparts. Call
Of Duty Series 1, released later this year
by Radioactive Clown, will feature six
highly detailed soldiers from the American
and German military. “The team has
worked hard to make sure every aspect of
Call Of Duty is authentic, right down to the
last detail,” explains David Anderson,
Activision’s senior director of business
development, and each one is equipped
with authentic weapons and accessories.
For example, the 101st Airborne D-Day
Paratrooper has a 45 pistol with holster,
helmet, stick mag pouch, canteen,
lineman'’s kit, Carlisle pouch,
entrenching tool, mussette
bag and a parachute rig
(which will hopefully
work better than

Action
Man'’s).
Anyone
who says
it’s just a doll gets
aslap.

ANY E WANT IT?

X00KL. Strangely, i you
wear aMax Payne T-shirt down your
local nightelub you'll get lots of
condescending looks - but sporta
retro Pac-Man top and everyone
thinks you're dead cool.

umm&memmwm\sd
units in Japan, while Silent Hill, Tomb Raider

and even (yawn) Myst have seen Far Eastern
chart success.

What these miniature works of art
prove is that they're more than just toys
for acquisitive little kids or angry loners
who smell of wee and microwave curries.
Instead, they're the ultimate 3D
accompaniments to our favourite games
and more than a few notches up the
evolutionary ladder than the toys of
yesteryear. Which brings us back to
Action Man who, as we left him, remained
unaffected by fall or flame. Unfortunately,
we’ll never know what fate eventually
befell him, as | finally tied him to a

firework and haven’t seen him since.
I'm sure he’s still rubbish though,
wherever he may be. [¥F1
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EMULATION Z0ONE

BREAKING NEWS FROM THE WORLD OF EMULATION, WITH RETRO REANIVIATOR STUART CAMPBELL

TINY IS BEAUTIFUL

AS ALERT VIEWERS will have
noticed, one of the things that Emu Zone
loves most of all about emulation is the
way that as well as giving coders a place
to demonstrate their technical skills, it
also provides a platform for people to
showcase their creative sides.
Enthusiasts using emulators to
develop new software for ‘obsolete’
systems - many of which were never
originally accessible to independent

column up to
this point is
1.39K in
Notepad.)

In 2003 the
compo added a category for games in
an elephantine 4K, but both years came
up with stunning results, running on
platforms from the Atari VCS, ZX81 and
Commodore Pet up to the Spectrum,
NES and Game Boy Color. Arcade

“You’d be surprised how many 1K
games stand up to repeated play”

programmers (unless they bought
official development kits costing
thousands of pounds) have brought us a
tantalising glimpse of an alternative
past/future. This is what the world would
have been like if games machines had
been allowed to flower to their full
potential - instead of being rushed into
an early grave by lazy developers who
couldn’t be bothered to learn how to use
them properly.

IT’S A MINI ADVENTURE
This month, Emu Zone would like to
shine a light on some of the most
impressive work done by such people,
tackling the challenge of producing
playable, fun games with the barest
minimum of resources. Nowhere will you
find those skills better illustrated than
with the
MiniGame
Competitions.
Starting in
2002, the
compo
challenged
coders to
come up with
games, for any
format, which
took up just 1K of code
or less. (To give you
an idea, the text of
this Emu Zone

own the or

jownioad

games, driving games, shooting games,
puzzle games, typing games,
platformers, even RPGs made a
showing. Quite a few of the games are
pretty rubbish, of course, being made
strictly for the novelty of getting
something running in a handful of bytes,
but you'd be surprised how many are
genuinely enjoyable and stand up to
repeated play.

Emu Zone’s favourite is Maziacs1, a
remake of the Spectrum classic Maziacs
(which Free Play brought you a splendid
PC update of in issue 141), that
manages to cram all of the original's
features and gameplay into the tiny 1K
space. But with over 100 games across
the two compos, there are literally hours
of entertainment to be found browsing
through these mini marvels. [X¥1

LINKS

starb globalpc.net/~wyndex/
mini03/index.main.html - MiniGame
Competition 2003

www.cling.gu.se/~ci3polof/
minigame/ - MiniGame Competition 2002

(AXTTACK OR (RIUN?
(AXTTACK OR (R)IUN?

Minima Reloaded, the 2003 winner. But do you attack or run?

Even in 1K, the Maziacs look menacing. Don’t you think?

EMULATION OF THE MONTH

THRUST (ATARI VCS, 2004)
Here's another feat of TARDIS

functions of the Atari VCS. It's a
phenomenally impressive feat,

Y

retaining all of the original gameplay
and looking almost exactly like its
parent, and possibly even exceeds the
standards of Space Instigators - the
VCS Space Invaders remake (see Emu
Zone, issue 133).

Perhaps most heroic of all though, is
the fact that like most new VCS

PCIONE 15



HEARTLESS rally ace Colin McRae
has launched a scathing attack on rival
game Richard Burns Rally. The
millionaire Scot flew from Lanark to
Silverstone in his personal helicopter in
order to promote Colin McRae Rally
2005, but simultaneously delivered a
vicious sideswipe towards the defenceless
Burns-endorsed game. “| just played it
recently for about five minutes when | was at
Codemasters,” bragged McRae, before
revealing that he crashed “quite a lot”.
Despite admitting: “I never played it long
enough to get a good feel for it,” McRae
sneered, “l think you've got to be very careful
and you've got to make it difficult. You don't
want to make it too easy but you've got to
find that balance and that’s where
Codemasters have got the experience.”
Cruelly mocking the team behind
Richard Burns Rally, McRae dismissed them
as “a new company coming in with a brand
new game - it's going to take them time.”
Although he conceded that the game was
vaguely playable “once you start to get a
feel for it and the response times and the
way the car behaves”, McRae finished his
bitter broadside with a foul-mouthed
salvo, spitting: “How much time do you give
it? You can't afford to really piss people off.”
The terrifying realism of Championship
Manager has again intruded into the
real world. Bristol Rovers scout Paul
Molesworth explained: “| was at home
going through a list of potential left-backs
when my son Ryan said: “What about
Robbie Ryan? He's out of contract.” My
son had Robbie in his team on his
Championship Manager computer game,
and knew he was available. | was ready to
dismiss the idea at first because | never
thought he’d come to us. But then | had
a cup of tea and thought it over, and
decided we might as well give it a try. In the
end it has worked out brilliantly because
we’ve got him. But if it had not been for my

WIN!

HERDING FASCINATING NUGGETS OF GAMING
INFORMATION INTO AN EASILY DIGESTIBLE PEN

’. & Work continues

apace on the bug-

stomping Starship

Troopers shooter - a late

yet welcome gaming

adaptation of Paul

Verhoeven’s ace 1997

alien gore-fest. Taking

place 50 years after the

film on a distant mining planet, the game’s first level is
set to pit you in a scene entirely similar to the stunning
valley bug-assault in the movie. With 14 brands of bug
and 12 weapons to slay them with, a 2005 release date
has been given for what could be a pretty smart FPS.

» NIGHT BOAT
j &y TO PHAROAH

i City builders are fun, but ones where you're

treated as a God instead of an incompetent bungler

are even better. Children Of The Nile is shaping up to

be a interesting and non-German build ’em up in which
you get to order around ancient
armies, give humble peasants
farming tips and even construct
your own giant tomb. No
hideous mummies with
incredible death-dealing powers
seem to be in any build that
we've seen so far - so we're
guessing they’re holding them
back as a bit of a surprise.

# ADDED X2-FACTOR

’ 7 Bigger, better, more productive and with
. R some bloody big space stations is the
outlook for X2 expansion pack The Return.
Alongside some boring stuff like a more streamlined
economy system, there will be a brand new storyline
to follow, a raft of new ships and weapons and the
chance to super-

size your stations

and create mega-

constructions

known as

complexes. We're

strapping on our

space boots in

fevered anticipation.

Nexus: The Jupiter
Incident has been picked
up by VU Games, a
publisher presumably in
search of a new space-
strategy title that'll fill a
Homeworld-sized gap in
the market. We waved
some code in the face of
space empire boff Richie Shoemaker and he
nodded sagely, commenting that (in his wisdom) he
first admired it in 1999 when it was known as
Imperium Galactic Ill, and that its brand of Star
Command meets Homeworld space antics should
impress dangly-haired wastrels such as himself.

» JUMPING JUPITER

COOL BOARDERS

YOU WON'T HAVE ANY PROBLEMS RUNNING THESE FIRESIDE FAVOURITES

Imagine the scene - your hard drive has died, your
monitor flickers forlornly, you're undergoing gaming
cold turkey with no hope of salvation. Unless you own a
PC-derived board game like what they played in the
olden days that is.

We've been proud owners of Warcraft: The Board
Game and Age Of Mythology: The Board Game for a
few weeks now, and once we’d actually bothered to
learn the rules we discovered that there is life beyond

our keyboards - even if we felt slightly uncomfortable

with the experience of rolling our own dice. Even

curiouser is the future addition of a Doom 3 game to the

ranks, with little plastic imps and more than a slight
whiff of the old Space Crusade game. If you fancy a
bash then Warcraft (Fantasy Flight Games, £29.99) and

game specialists and on t'internet - with Doom 3
joining the ranks in a month or so.

Otherwise you can win one of the five copies of
Warcraft that we've purloined for you! Simply answer
the following question:

Who killed the Imp on the UAC scientific
research base on Mars?

A: Gordon Freeman in the Study with the Crowbar?
B: Master Chief in the Library with the Candlestick?
C: An angry Marine in Hell with the shotgun?

Answers on a postcard to:
Board Game Competition

son, | might never have thought of going for
him as a target!” Age Of Mythology (Eagle Games, £34.99) are available
from posh toy shops, board

“McRae revealed that ———

he played Richard BT o *”":--
W™/

PC ZONE

Dennis Publishing
9 Dallington Street
London
EC1vVO0BQ

Burns Rally for about [jre<iEa ,
five minutes at S “‘Y a1
Codemasters, before
admitting that he
crashed quite a lot”

Or if you want to enter by text then simply
" send PCZBOARD to 83125, with your answer (a, b
CRAFT - [Pt & or ¢), plus your full name and address.

Messages will cost 50p plus your standard
operator text messaging charge. For full terms and
conditions see page 7. All entries must be received
by October 13.

DOATRDT GAME
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Terism: bad for mankind, good for games?

Learn to play in tune godammit!

London Calling

MAYBE ITS BECAUSE WE’'RE ALL LONDONERS, THAT WE
LOVE THE ANNOUNCEMENT OF THE REGIMENT SO...

CULTIVATED FRESHLY from the paranoia of
your average London commuter, The Regiment is a
team-t shooter that's piqued our interest
through its impressive recreation of our morning
routine - with more terror and guns.

The gar single-player mode will hook you and
your SAS t into various fictional and historical
bullet exchanges (including the1980 Iranian Embassy
siege), seeing you freeing hostages in the realistically
modelled Underground stations that you see in the
nearby screenshots, as \
through t

In accordance with the spirit of tt
men have been drafted in to add an
element of authenticity — both in the
design

3 age, SAS hard

Real SAS issions in shooter-form.

recreation of the ‘Killing House', the specifically
designed firing range where the CRW (Counter
Revolutionary Warfare) wing of the SAS hone their
hostage rescue techniques with live ammunition,
room clearance strategies and balls of steel.

Online and co-op capabilities of The Regiment are
still unclear, although team-based multiplayer
firefights seem hugely likely. What's really selling the
game to us, we have to admit, is the fact that this is
not just another yank-centric title - it even features
Nelson's Column and a busker. Nevertheless all the
necessary cogs and gears seem to be in place for
what could be an enjoyable blast.

Let’s kill us some pigeons...

B Publisher: Konami

M Developer: Konami
M ETA: 2005

W Website: uk.konami-europe.com

GameShadow"
L JUsT p/a%

GameShadow v1.8 now delivers
more content than ever before...

@ Patches your games

@ Updates your Video Drivers

@ Delivers the latest demos, mods & movies
@ Now optionally runs from the System Tray

For less than a tenner a year don't waste your
time queuing and clicking links for custard..
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‘GameShadow is like an all knowing Burtler,
T¢ you buy as little as four or five
games 2 year, of i€ you just wanrt 4o be
kept abreast of driver developments, and
what they mean 4o your PC, GameShadow
makes & lof of sense,..'

the cover d 3 FREE trial at
Www. gameshadow com




RAGGING THE WORLD OF UNDERGROUND DEVELOPERS KICKING AND SCREAMING INTO THE LIMELIGHT

THIS MONTH, INDIE Zone encountered
something of a dilemma. This column was
set up specifically to give coverage and
encouragement to independently produced
games, so what do you do when something
comes out that’s interesting, yet not actually

very good? After much soul-searching,
Indie Zone decided that the best thing to
do is offer constructive criticism, on the
grounds that online-distributed games are
a lot easier to update and release improved
versions of. Hey, we're here to help.

" -

»
LAY ‘_7_;: 1

frmecd
T

nghtnmg Break
D

OF ALL the games we've brought you since this column started nine months ago, this
is the one that’s occupied most of Free Play’s own time — and the one that’s been most
popular with all of Free Play’s friends. It's a (loosely) snooker-based game, and it's a work
of genius. On each of the game’s 20 levels, you're set a particular task - say, pot two red
balls and two coloured balls — and given a time limit to do it in. Potting the wrong ball or
the cue ball, or not hitting any balls at all, knocks four seconds off your time, and that'’s
pretty much it for rules. The control system is incredibly simple (aim with the mouse,
hold down the left button to set power), and the implementation of the laws of snooker is
extremely forgiving (you can hit any ball you like at any time, you're only penalised if you
pot them). Plus, there’s all sorts of potential for setting up clever stuff like combo shots,
whereby you can save time by sinking several balls at once.

As you move through the levels, the challenges get more inventive and more cunning,
culminating in level 20’s challenge to score a 147-break against the clock. (Don’t worry,
it's not as daunting as it sounds, thanks to the lax rules and the big pockets.) The game
keeps average and high scores both for individual levels and the whole game, and if
you're anything like Free Play, you'll be playing it constantly for days - first to work
through all 20 stages (after 20, the levels repeat with tighter time limits for extra
challenge), and then to better your scores.

Lightning Break is a work of art in 300K of Flash code. If you have more fun with any
other PC game this month, free or otherwise, you're probably lying.

{Playaholics)
www.playaholics.com

levellq Breaking Glass

TOTAL SCORE [

Do love the sound of this level? Ho ho!
saans =
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There’s a lot of empty shelves there. Government cuts maybe

SKOOLS OUT

@ M £7.99 | Pub: Muckybaby | Dev: Muckybaby
| www.muckybaby.com/
REQUIRES P600, DirectX 7.0, 100MB disk space DESIRES That'll do just nicely

Stuart Campbell sticks Alice Cooper on
the turntable and dusts off his blazer...

SKOOLS OUT (SIC) is a pretty transparent attempt to recreate the magic of
the legendary Spectrum game Skool Daze, while transporting it into the modern
three-dimensional era. Developer Muckybaby has partially succeeded, which is to
say it's got the 3D part down pat. The game is set in a nicely rendered environment,
incorporating (briefly) the hero’s home, and then a sizeable school with playground,
sports field, outbuildings and suchlike. Pupils and teachers scurry around
muttering pithy comments, and objects can be examined and manipulated.

Sadly, however, the gameplay hasn't had anything like the same care lavished
on it. There's barely a skeleton of a game here, with most of your time occupied
simply wandering around the school looking in cupboards. Unlike Skool Daze,
there’s no need to actually attend classes - if you fail to show up, nobody bats an
eyelid, and you can have free run of every room in the building. All classrooms are
empty except the one you’re supposed to be in, and even if you do decide to be a
model pupil (attending classes and answering multiple-choice questions is the
only way to reduce your lines tally), you'll have a job finding the right room before
the end of the lesson, given the
absence of any maps, signposts
or helpful arrows.

It's a shame, because there
are the beginnings of a good
game here. As it stands though,
it's barely more than a tech
demo. Keep a close eye on the
website and hope for revisions.

PCZONE VERDICT [[“ %} ‘
Could do better

Turns out we don’t need no education...
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COMING SOON

CORRUPTION - POWER - GLOBAL DOMINATION

THE MOMENT OF SILENCE IS AN ESPIONAGE THRILLER SET IN THE NEAR FUTURE.
IMMERSIVE CONSPIRACY THEORY WITH A VARIETY OF SURPRISING PLOT TWISTS. TRADITIONAL
ADVENTURE PUZZLES ARE FUSED WITH DIALOGUE CHOICES AND ACTION SEQUENCES TO
CREATE AN ADVENTURE WHICH IS CONSTANTLY CHALLENGING.

A HIGHLY

VISIT WWW.MOMENTOFSILENCE.COM
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DEVELOPERS’
QUESTION TIME

What PC games are you playing at

the moment?

That would be the sublime Thief: Deadly
Shadows, NFS Underground, Celestia,
Magic: The Gathering and Vangers - which is
this cool Russian top-down sci-fi car game

What was the last videogame you
finished playing?

Ricochet Lost Worlds (which is like Breakout
on acid), the mental Crimsonland and Max
Payne 2.

What is your favourite game of all time?
Hmm, a toss-up between Another World and
Might And Magic Ill.

What are you most proud of in

your career?

I'm proud of working on a huge project like
STALKER, and the fact that | directly
influenced so much of its creation. There
aren’t many people who can say that...

Who do you most admire in the industry
and why?

Jon Van Caneghem for Kings Bounty and the
and Might And Magic games; the iconic
Shigeru Miamoto for his huge stack of top-
class projects - Zelda, Metroid, Mario and so
on; Sid Meier for the unique Civilization; the
creators of X-Com; Square for Final Fantasy
and Chrono Trigger... the list just goes on
and on and on!

What has the PC contributed most

to videogaming?

The scope of PC games is the key: their
extensiveness, content and interactivity. It all
means that large-scale games like X-Com,
Civilization and Elite can only be played to
their full potential on the PC

What is your company’s philosophy?
Coming up with interesting, innovative
projects while pushing the technology
envelope. The key criterion is making games
which we'd have fun playing ourselves, even
after working on them for four years!

What's the best thing about your job?
It's all about creation - being able to create a
true, living world and watching this fictional
place gradually coming to life.

What's the worst thing about your job?
Time. The years that developing a game can
eat up. | just can't wait until the time that a
project like STALKER will take a year or so,
instead of three or four.

What are you working on right now?
Filling in and balancing the STALKER world

What's the Next Big Thing in
PC gaming?
To me it's virtual reality and life simulation.

And STALKER. Obviously.

EMULATION ZONE | THE MAN WHO KNOWS | CHARTS | HOTSHOTS

SMELLS LIKE
TEEN SPIRITS

HIGH SCHOOL SHENANIGANS AND BLOOD-DRENCHED GORE IN OBSCURE

My school didn’t have one demon...

ESSENTIALLY ‘| Know You Played Resident Evil Last
Summer’, Obscure takes the teen-horror genre that we all know
and love (or maybe, hate) and gives it the Silent Hill treatment. We
took some preview code for a spin and found it to be a pretty
competent affair and, even though it's clearly aimed at a non-
hardcore gaming market, it still made us squirm nervously in our
seats a few times — and not just when Sum 41 played the song in

the intro movie either.

It all starts off in bizarre fashion with the jock character (who's
friends with a stoner, a fit clever girl, a fit athletic girl and a guy who
does the school newspaper) having his gym kit nicked and, for
some reason, ending up in the cellar of the spooky house next

Buffy is another major influence.

American teens: iritating.

door - tying a torch to a gun, finding a half-starved student in a
locked room and being pursued by monsters.

With an interesting team-based design and more than a few
nods to the point and clicks of yesteryear, Obscure is certainly
worth checking out if whining, middle-class American kids don't
make you want to repeatedly slam your head into rusty nails. It
seems basic, but the teen-horror bandwagon is one that

surprisingly few people have jumped on - and this is certainly a

more than decent stab at the genre.

M Publisher: Ubisoft M Developer: Microids/Hydravision
B ETA: October M Website: uk.obscure-game.com

BOSS HOG

WARTHOG’S NEW LINE-UP COVERS
GOBLINS, SPACE FLEETS AND PUNK

Johnny Whatever and Fallen Kingdoms are the latest offenngs from a well respected developer.

THE MEN behind Mace Griffin: Bounty
Hunter have rolled out a few new titles,
some of which are a little bit odd. First up,
please bear witness to Johnny Whatever, a
game that probably wasn't on the Sex
Pistols’ wish-list when they wrote God
Save the Queen.

The Iron Lady, y'see, has imprisoned
the true queen in a vat of mustard, and it's
up to a disgruntled youth called Johnny to
fight the robo-bobbies and establishment
figures on the streets of Lower London
using the sheer power of rock 'n’ roll. With

a guitar called Nancy (sigh) and a ton of
licensed music, we're not sure if this an
alright-looking game or a travesty that's
pissing on the memory of one of the most
ground-breaking and culturally significant
bands in living memory. We have our
suspicions though.

Elsewhere, there's a sequel to
Conquest: Frontier Wars that looks set to
improve upon the sci-fi RTS stylings of the
original, and a competent-looking RPG
called Fallen Kingdoms that promises all

manner of questing, levelling up and beast-

bothering, along with some neat features
that'll see chairs being flung and fire igniting
and spreading among evil woodlands.
They're projects that are still a while
away, but Uncle ZONE will keep an eye on
them and let you know if they're truly worth
keeping tabs on. 'Cos we're nice like that.

M Publisher: TBA

W Developer: Warthog

M ETA: TBA

W Website: www.warthogtx.com/
unleashedPR/
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PLANS HAVE BEEN DRAWN UP, THE TECHNOLOGY IS ALMOST IN PLACE AND BUILDING WORK IS
ALREADY WELL UNDER WAY ON THE TRUE SEQUEL TO THE BEST GAME EVER MADE*
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The Cobra Mk Il. A thing of subtie beauty.

TWENTY YEARS on - almost to the day - since the
ground-breaking original emerged on the BBC Micro

Computer - and nearly a decade since the most recent

in the Elite series launched into deepest space - it
somehow seems an apt time to be asking David
Braben about a new Elite game. We've asked him in
the past, of course, many times, and the answer we've
received has always been a curt: “Yes, we're making it,
but it's still a long way off.” This time,
as completion draws near on
Rollercoaster Tycoon 3, Braben
appears ready to tease back the
curtain on this most secret and
eagerly-awaited project.
“It's still a long way
off...” he smiles
unapologetically, “but
you have to understand
that | have high
expectations for Elite IV.
| don’t want to release
something that's rubbish to
play. It's been such a long
time since the last Elite that
it has to be just right - and
I'm more conscious of that
than anyone.”
With the aforementioned
Tycoon sequel to be peddled
and marketed, Braben
refuses to go into specifics on a game that'’s still
at least two years from completion. He admits,
however, that clues to its content have been
littered among Frontier's back catalogue.

PEOPLE PERSON

“There are certain things a game needs for it to

be absolutely leading edge, and one of the key

things in Elite IV is to be able to include people.

But doing people properly is very, very difficult.
No-one's done it properly or even approached it. And |
don't just mean GTA people, where you club them and
nick their car. | mean people you can interact with. So
yes, we've had a lot of logical steps to work through to
get to our ideal game. We need to be able to do
naturalistic animations, we need to understand

A scr hot that repr

character interaction, and - as a parallel
thread - we need to display vast numbers of
people and to understand crowd dynamics.”
Braben clearly feels he's nailed down
many of the Al issues already, evident in
watching the impressive crowd dynamics
at work in RT3. Lifelike animation and
character interaction -
albeit canine -was a
feature of last years
PS2 curio A Dog's Life.
However, the tools and
rendering techniques
behind these and his
other games were first
developed in 1996.
Braben has clearly been
making plans for Elite IV
for a very long time, and
each game has been a
technological stepping
stone that, as he admits,
“takes us closer to having
all the tools we need to finish Elite.” But the question
remains, where is Braben and his team in the
development cycle today?
“We started development in 2000 - that was as a
massively multiplayer game. But talking to people who

many, many wasted teenage years.

“One of the key things in
Elite IV is to be able to
include people. But
doing people properly is
very, very difficult”

DAVID BRABEN, CREATOR OF ELITE

could have been involved in it, | realised how little
the Internet infrastructure was capable of - there
were so many problems, | could see us
taking a lot of flak.
“What we've got now is a separate
design for a game which is single-
player and for small numbers of players,
up to 16 or 32. We could still do a massively

multiplayer game subsequently - we've got the design,
it still works, it's extremely exciting and very different to
what's out there now in many ways. But for what we're
doing at the moment, we want to create something
completely new. | know what it is we're going to do and
| actually know how we're going to do it. That, | think, is
extremely exciting.”

DON'T PIN ME DOWN

Braben refuses to allow Elite IV to

be pigeon-holed so early on,

but it seems obvious that

first- or third-person

combat will be a key feature,

as indeed will freewheeling space adventuring. Braben
has also made it clear he wishes to replicate the
accessibility of the first game with the detail of the two
sequels. But the biggest challenge for his Frontier team
(one that Braben is clearly aware of) is in recreating a
vast universe - one that will display all the colour and
chaos of humankind, artificial or otherwise. Braben
simply wants to revolutionise games. Again.

W Publisher: TBA

M Developer: Frontier Developments
M ETA: TBA

B Website: www.frontier.co.uk

*according to Richie Shoemaker
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Back again? Yep, it seems as though you wonderful
guys and gals just can't get enough of pitching your
game ideas to us and suffering the ritual humiliation
that comes from our esteemed judging panel. This
month Stuart Prosser of Bath tries his luck, with an
exciting little number that's sure to have the
nostalgia lovers out there fondly remembering the
good old days. Stuart hasn't named his effort, so
we've taken the liberty to give it a title ourselves.
Let’s hope the judges share Stuart’s enthusiasm
for a game that he describes as...

“Midwinter
meets Far Cry”

JERSEY UNDER SIEGE

THIS IS based on that early classic from the 1990s,
Midwinter, but set in occupied Jersey during WWII, and
played out on a large island map with many fictional and
non-fictional German strongholds. The game is freeform,
with only one mission: assassinate the German general
who is based at the HQ.

You start with a single character, and although you
can do as you like, you're advised to recruit locals with
special skills such as the local locksmith.

Imagine Far Cry but with added Nazis.

‘:'*'-,

Not that we’re saying Jim Bergerac had any right-wing tendencies, but...

You're not a wanted person until you start to commit
crimes, so you can scout out places with no problems. All
actions are done within a real-time half-hour slot. When
that's up, you choose your next character until all are used
or you have finished. Then the clock goes to the next
half-hour slot so all characters are used at the same time.

A typical self-assigned mission would be to rescue an
imprisoned character. Weapons, explosives and vehicles
would be of the period and found in realistic places, not

>
M bb {1

Teraey..

An artist’s impression of the in-game world.

behind bushes and so on. These can be stored at
garages and houses for use when a plan emerges. When
there are more characters than one in a certain place,
comments can be given to them, like ‘Follow Me’ or ‘“Take
Cover'. Losing your top sniper (a local hunter) will be a
genuine loss and screw up your plans. The game can be
lost by either losing all of your characters, or because
every time a worthy act of resistance is caused 20
members of the public are shot. Top game or what?

E JUDGES SAY

“Yeah, | like this ~ sort of Bergerac with Nazis. There's some decent
gameplay ideas in here, such as the recruiting of locals for the resistance
and the real tension that your activities could be discovered at any time.
However, you can give gamers too much freedom — having only one
overall mission to kill a general is just too unfocused for a game of this
kind. With a proper structure in there, beginning with small objectives
such as disrupting supply lines and moving onto full-on assassination
attempts, this could be fantastic.” Verdict: HIT!

“Overlooking the fact that you can't spell, there are some OK ideas
in here. The World War |l setting is a bit tired, and Jersey is a bizarre
choice of location, but there's certainly room in the world for another
Midwinter. | agree with Jamie's points - recruiting skilled characters
is more realistic than slotting in an implant chip for example - but
I'm not sure about the simultaneous gameplay. Doesn't it rule out
the possibility of co-operation? | think you need to tighten up your
design before the good ideas here can succeed.” Verdict: MISS!

“l can't help but think that your game would be a lot more fun without
all the local recruitment stuff. I'm not trying to turn your idea into Far
Cry but | would much rather it be a free-roaming, information-
gathering, Nazi-sniping solo effort — a man on the run gradually
turning into a soldier of fortune. A bit like Far Cry. Then again, I'm
giving you a hit because this is one of the most original ideas we've
come across so far. Good luck finding a publisher that wants a game
set in the middle of the English Channel, though.” Verdict: HIT!

“A little harsh from Ant maybe, but no matter. Two hits out |
of three is fine for us. Well done Stuart! Midwinter lives \
again... We'll be back next month so see you then!”
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The Queen of Hearts, she made some charts - all on

c HAR I s a summer’s day. The Knave of Hearts, he stole the

In association with VIRGIN MEGASTORES  charts, and took them clean away

[t '|' P 1 0

v TITLE PUBLISHER SCORE
1 New DOOM 3 ACTIVISION 90%
2 V CHAMP MAN: SEASON 03/04 EIDOS 90%
3 A THESIMS: TRIPLE DELUXE EA N/A
4 - THESIMS EA 86%
5 A CSIl:DARK MOTIVES UBISOFT 60%
6 V¥V SOLDIERS: HEROES OF WwII CODEMASTERS 90%
7 A FARCRY UBISOFT 93%
8 V¥V JOINT OPS: TYPHOON RISING NOVALOGIC 83%
9 New CHAOS LEAGUE DIGITAL JESTERS 78%
10 NEw ROLLERCOASTER TYCOON 2: GOLD ATARI N/A Gk N ,
Mopping up the last of the
m’:m:":d YOUR SHOUT Have your say at www.pczone.co.uk m":‘mw""“.“d
before its all-singing, all- Well if The Sims have accomplished one The Sims? Girls play it. That shows proof Who stole Thief: Deadly Shadows? before its all-singing, all-
dancing follow-up (not that unique thing - it's that the sequel will be in enough it's not to be trusted You can bloody well put it back! dancing follow-up (not that
we're cynical or anything) the chart alongside its predecessor! DavidMc555 Madameye we're cynical or anything)

COMPETITION ==

- Bl acwsion | | Win £100 of Virgin vouchers!
2. SOLDIERS: HEROES OF wwii CODEMASTERS | | PC ZONE and Virgin have teamed up to give you the chance to win
100 shiny pounds-worth of goodies from your local Virgin Megastore.
3. THE SIMS: TRIPLE DELUXE EA | | All you have to do to enter is answer the following:
QUESTION:

4. JOINT OPERATIONS: TYPHOON RISING NOVALOGIC What cheat code put on the God mode in the original Doom?
A IDDQD B IDKFA C IDCHOPPERS

Send your answers on a postcard to: PC ZONE Chart Compo Issue 147, Dennis
6. GROUND CONTROL II: OPERATION EXODUS VU GAMES Publishing, 9 Dallington Street, London, EC1V 0BQ. Closing date: October 13 2004

W Please include your name, address, daytime phone number, email address, job title and
company name (and age if under 18).

5. FAR CRY UBISOFT

7. DEUS EX: INVISIBLE WAR EIDOS W Please tell us if you do not wish to receive details of further special offers or new products from
other companies.
W Please indicate whether you are a current subscriber to PC ZONE.
8. UNREAL TOURNAMENT 2004 ATARI
To enter the competition by text: send PCZVIRGIN, to 83125, with your answer
,b, or ¢), plus your full name and address.
9. THIEF: DEADLY SHADOWS EIDOS | [HaDMEisk BBy
W All text entries must be received by October 13. Messages will cost 50p plus your standard operator
text messaging charge.
10. NORTON ANTIVIRUS 2004 SYMANTEC

For general competition terms and conditions, turn to page 7.
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CORRECT AT THE TIME OF GOING TO PRESS

FULL SPECTRUM WARRIOR

HIDDEN & DANGEROUS: SABRE SQUADRON
KOHAN II: KINGS OF WAR

JUICED

PORT ROYALE 2

RICHARD BURNS RALLY

ROME: TOTAL WAR

SHELLSHOCK: NAM '67

CHAMPIONSHIP MANAGER 5

CLOSE COMBAT: FIRST TO FIGHT
COSSACKS II: NAPOLEONIC WAR

DRIV3R

KNIGHTS OF HONOR

LEISURE SUIT LARRY: MAGNA CUM LAUDE
MEDAL OF HONOR: PACIFIC ASSAULT
MEN OF VALOR: VIETNAM

NEXUS: THE JUPITER INCIDENT

OBSCURE

PACIFIC FIGHTERS

SHADOW OPS: RED MERCURY

SILENT HILL 4: THE ROOM

STAR WARS GALAXIES: JUMP TO LIGHTSPEED
TRIBES: VENGEANCE

VAMPIRE: THE MASQUERADE - BLOODLINES

LORD OF THE RINGS: BATTLE FOR MIDDLE-EARTH
NEED FOR SPEED UNDERGROUND 2

PLAYBOY: THE MANSION

PRINCE OF PERSIA 2

PRO EVOLUTION SOCCER 4

ROLLERCOASTER TYCOON 3

SID MEIER'S PIRATES!
SPLINTER CELL: CHAOS THEORY

BLACK & WHITE 2
FAHRENHEIT
KOTOR II: THE SITH LORDS

THE MATRIX ONLINE
SETTLERS: HERITAGE OF KINGS

BET ON SOLDIER

GRAND THEFT AUTO: SAN ANDREAS
MIDDLE-EARTH ONLINE
PARIAH

STALKER: SHADOW OF CHERNOBYL

STARSHIP TROOPERS

THE MOVIES

THE REGIMENT

WARTIME COMMAND: BATTLE FOR EUROPE 1939-45
YOU ARE EMPTY

PC ZONE’S RELEASE SCHEDULE FOR THE NEXT FEW
MONTHS. ALL MONTHLY DATES ARE APPROXIMATE AND

MISSING IN ACTION

The war’s not over until the last game comes home...

OPERATION FLASHPOINT 2

2006. It's the sequel to one of the most engaging
surprise hits that we've ever played and you're
telling us we have to wait until 2006! Slipping
alongside the Xbox version of the original game
(which now has a summer 2005 tag), the
1960s/'70s military sim is apparently going to
blow us away. If it ever decides to come out.

M Publisher: Codemasters

M Developer: Bohemia Interactive

M ETA: Spring 2006

B Website: www.codemasters.co.uk/flashpoint2/

CREATURE CONFLICTS: THE CLAN WARS

" v / Creature Confiicts, our primary tool in the
i %, ongoing quest to fill ZONE with pictures of

i & monkeys with guns, has been delayed so that

é its animal warriors can be further trained in the

ways of 3D turn-based murder. February 2005 is
the date being thrown around by Cenega now...

¥ Publisher: Cenega

M Developer: Mithis Entertainment
M ETA: February 2005

B Website: www.mithis.hu

WARTIME COMMAND: BATTLE
FOR EUROPE 1939-45

Codies has plucked another WWII strategy game from the
depths of Russia, although this one is looking a considerable
amount more tech-heavy and serious than the rough and
tumble of Soldiers: Heroes Of WWII. It's also fallen way into
next year, so amateur generals among us will have to resort
to the History Channel for their Nazi fixes for a while yet.

M Publisher: Codemasters
B Developer: 1C Company M ETA: Summer 2005
W Website: http://www.codemasters.com/wartimecommand/

TOP 10 s2ireely French cames

1. LITTLE BIG ADVENTURE y
ELEPHANTS. RABBITS. TWINSEN. BIZARRE. FRENCH 4

2. BEYOND GOOD AND EVIL
BIZARRE, FRENCH AND WITH BEAUTIFUL GREEN LIPSTICK

3. OUTCAST
EXTRA FRENCH ODDNESS WITH BIZARRE 3D PIXELS

4. CRUISE FOR A CORPSE h \
BIZARRE FRENCH CRUISE LINER WITH BIZARRE FRENCH MURDER J

5. CHAOS LEAGUE
BIZARRE FRENCH COMPETITIVE GOBLIN-BOTHERING

6. RAYMAN
BIZARRE FRENCHMAN WITH NO HANDS

7. ANOTHER WORLD
FLASHBACK WITH BIZARRE FRENCH YETI ALIENS

8. LOST EDEN
TALKING FRENCH DINOSAURS IN BIZARRE FRENCH WORLD

9. TRACKMANIA
TOTALLY CLASS PUZZLE RACER. BUT ALSO QUITE BIZARRE. AND FRENCH

10. X

SOURCE National Regulation Board on Gallic Oddness and Spherical Animals

BIZARRE FRENCH COMIC BECOMES BIZARRELY PRETTY SHOOTER

~ G CH/
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VAMPIRE: THE MASQUERADE

BLOODLINES

Character points, cleavage and canines: together at last...

NO GAME has ever come close to
recreating the feeling of playing Deus Ex - no
game has even come within a bio-modded sniff.
The first time we saw Bloodlines though, well we
wondered if it was possible... Some among our
number have expressed doubts on exactly how
free-form the final game will be, while others
have wondered whether the stat-spliced combat
is going to be fulfilling enough. However, we still
have faith that this is going to be special.

It has the White Wolf RPG canon as its base
and the Source engine as its steed, along with
seven character classes. Plus, there are powers
that let you boil an enemy’s blood until they
explode, or conjure up a giant speectral wolf to
disembowel your fellow vampires. All of which
means there’s still a hell of a lot to hope for,
even if it must have been a task and a half for
isometric-roleplayer stalwarts Troika to stretch
themselves into shooter territory.

What is certain though, is that there's going to
be more swearing, blood-letting and mammoth
breasts on show than we've seen in many a
month. And for that, at least, we're very glad...

M Publisher: Activision

M Developer: Troika Games

M ETA: October

M Website: www.vampirebloodlines.com
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I'REMERE

Blood sorcerors born from mystic rituals and diablerie,
the lremere are rightfully the least trusted of the
Camarilla clans. Because of the ritual the Tremere
used to transform from mages nto thelr unliving
state, they were stripped of the magic arts of the
living and developed the undead blood magic ,
Thaumatur gy, to compensate. The clan guards its
secrets jealously and so are the only Kindred with the
power ful discipline of Thaumat gy




THAT WINNING FEELING!

In the little and big things in life, nothing beats that winning feeling. Ask any poker
player. Every day they pursue the sweet sensation of victory. At our tables the winning
feeling is ever present. There for you to catch and experience. On PokerRoom.com
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GAMES-TESTING

A job for wasters or a highly skilled art? Martin Korda
enters the world of the games tester to uncover the truth...

GAME TESTING. That's gotto be a bit of
a laugh right? Roll in at ten, drink some coffee, play
a game, write down a couple of bugs, multiplayer
UT2004 at lunchtime (two hours of course), bit
more playing a game, more coffee, log a couple
more bugs, head home at five. It's the kind of
job that you imagine would be cushier than
being the chief BBFC ratings officer for hot
Scandinavian porn flicks. However, say all
this to a game tester and they'll probably
gouge out your eyeballs and use them as
mini footballs. As you're about to discover,
not only is games testing nothing like the
above fantasy, it's one of the hardest,
most repetitive and lowest paid jobs in
the games industry.

WHY? WHY? WHY?

So why do it? For starters, it's a bloody good
way of getting a foot into the industry, cutting
your teeth and learning the intricacies of
games development. “Beginning as a tester is
a great way into the industry as you soak up
knowledge, in essence learning everything from
the bottom up,” explains Gerald Smith, senior

tester on Elixir's Evil Genius (see review on
p76). It's a view also held by The Creative
Assembly’s senior tester James Buckle:
“If you're working at a developer,
you're in direct contact with
designers, programmers and
artists, so you can gain a lot
of valuable experience.”

Testing is also the ideal
way of discovering where your
true passion (and ability) in games
development lies. “You might find you're good
at organising and be directed towards being a
producer, or that you've got a talent for drawing
and become an artist,” says Matthew Chainey,
QA lead at Deibus Studios. And with the likes
of Pete Gilbert (producer on Evil Genius) and
Sports Interactive's managing director Miles
Jacobson having both started out their careers
as testers, there’'s ample proof out there that
testing can be an invaluable first step to
greater things.

So, testing is no doss, but it can

get you far if you stick with it. Want
to know more? We caught up with




GAMES TESTING

FROM THE TOP

NAME: Evan Birkby
- test director,
Gearbox Software
CURRENTLY
TESTING:
Brothers In Arms
TOP TESTING TIP:
Testing involves
patience, attention to detail and the
ability to describe problems clearly.

-

NAME: Andy
Robson - head of
QA, Lionhead
Studios
CURRENTLY
TESTING: B&W2,
The Movies

TOP TESTING TIP:
Be able to communicate - no point
having ideas if you can’t convey them.

R B’g:

St

NAMES: Joe
O’Reilly - senior
QA team, Sports
Interactive
CURRENTLY
TESTING: Football
Manager 2005
TOP TESTING TIP:
Have a keen interest for the game
genre and the game you’re working on.
i T 3

NAME: Matthew
Chainey - QA
lead, Deibus
Studios
CURRENTLY
TESTING: TBA
TOP TESTING TIP:
Pay attention to
details, be willing to work long hours
for low pay and love games.

32 PCIONE

A selection of the hundreds of bugs

Gearbox’s testing dept find every week.

Gearbox is in the final stages of testing

for Brothers In Arms.

Evan Birkby, test director at US-based
Gearbox Software, during the closing
stages of testing of forthcoming WWII
team-based shooter Brothers In Arms.
We grilled him about what he and his elite
team of bug hunters are doing to make
sure that the game runs smoothly when

it hits the shelves early next year, in a
bid to ensure success.

CRACK TEAMS
Gearbox’s Quality Assurance (QA)
dept is divided into two teams:
the general testers and a
crack ‘Commando’ unit
that Birkby leads in a daily
quest to target high-impact
bugs and balance
gameplay. Unlike most
other testing teams,
the Commando unit
is comprised
specifically of level
designers and
programmers who
focus on quality
assurance and,
thanks to their
development skills,
come up with expert
solutions to problems.

Black & White 2. Don’t make them angry...

\

Gearbox’s ‘Commando’ unit test team is comprised of level designers and

programmers who have expert knowledge of game design. Which is handy.

“Even though many features are
already working and can be tested, our
focus hasn't shifted to bug fixing yet,”
explains Birkby. “There’s still a lot of
design and balancing going on to make
the game as fun as possible, and that’s
where Commando come in.

“Our other team’s role can change
from week to week. Sometimes they may
be checking a programming script, and
other times they may be counting how
many times they die before they
can get past a particular enemy.
There’s a lot of data entry and
writing involved, since bugs
need to be properly
reported. There can also
be a lot of research to
assure the game’s
meeting the
demands of the
target market.”

This is the
final leg of a

Lionhead’s testing team gets ready to squish some bugs in The QA team at Lionhead meet regularly the developers
of B&W2 and The Movies to discuss bugs and new ideas.

marathon journey for the ten-man team, a
voyage that began in the game’s early
design stages. “When the first deliverable
was ready for testing, it was just a single
scenario and felt more like a playable
demo. Many parts weren't available until
later on,” says Birkby. “Much of the early
testing was focused on verifying that
certain features worked as expected.

We then moved on to failure testing
when the game became more stable.
This was where we could finally push
Brothers In Arms to its limits.”

ALL GEARED UP

It's been an incredibly intense and
involving procedure, but Gearbox is
fortunate to have the added luxury of
being able to boast one of the industry’s
larger testing departments, as well as
the financial backing to bring in more
temporary testers if required. What’s
more, Gearbox has full confidence in the
invaluable backup provided by publisher

“Testing has moved on so much
since 1999. Then, we had two

testers sharing one desk”
MARK DUFFY HEAD OF QA, SPORTS INTERACTIVE
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mmmmw
: “But both of these pale into

~ insignificance compared to the
experience that Deibus Studios’

department. “I'd just started there
when a game was submitted that

to show Stan in an England shirt, and
had his CM ratings below the picture,
all maxed out to 20. He constantly
logged bugs about how Collymore
was not good enough, how he wasn’t
being picked for England and how
big clubs weren't coming in for him.”
In a job where spotting even the uehh
smallest irregularity is essential, it's N L :
always helpful when the game gives ~tim '
you a hand. “In Rome: Total War mummuu v
there was this physics bug where didn't tell our manager what had
~ chariots would hit elephants and happened either. The damn game hmmmmm
~ send them barrel-rolling 100ft in the passed anyway.” but not quite so skilled on the pitch.

GAMES TESTING

JARGON BUSTER!

DO YOU KNOW YOUR ALPHA
FROM YOUR BETA?

ALPHA: After this stage is reached,
the product goes through testing and
implementation. Alpha means that
most or all of the game is accessible
for testing. This is also sometimes
called ‘feature complete’.

BETA: When beta is reached, the game
development switches into bug-fixing
mode rather than implementation.
Some feature implementation may
still occur, but it isn’t the focus.
GOLD: The final code that's produced
on CD/DVD for release.

MILESTONE: A date in the
development timeline when specific
features are to be implemented or
marked as complete. The ‘beta
milestone’ is delivered when all
features are implemented.

BUG: An anomaly that doesn’t meet
the desired design of the product.
BUILD: A version of the game
created from game components
available at that time. As the game

is updated by the development
team, there will be a number of
builds made.

CONFIGURATION TESTING:

Testing different setups is called
configuration testing. This includes
checking resolutions, controller
setups, game options and

difficulty settings.

PLAY TESTING: Checking the fun and
balance of a game is one of the goals
of play testing. The tester isn’t only
looking for bugs, but is instead looking
for things that may be confusing or
frustrating to the player.

REPRO STEPS: When a bug is
described, there are often a set

of steps that can be taken to
reproduce the bug. These steps are
called ‘repro steps’.
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GAMES TESTING
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missions you can’t complete. Also
included are tweaking the game’s
physics and learning curve (although
that’s often for the designers to
handle). Of course, you also have to
contend with things not being
completed when you want to test
them - game modes that don't run,
sound controls that don’t change the
sound at all etc. Like most of the bugs
in the game, they’re only there
because the game isn't finished.
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e



WIN A WEEK AS A GAMES TESTER!

DO YOU HAVE WHAT IT TAKES?

- -

We've teamed up with Lionhead Studios to offer one
lucky reader, aged 18 or over, the chance to join Andy
Robson and his team for one week of games testing

experience. To win, answer this:

8 Or why not enter via mobile? Send your answer to
PC ZONE by texting PCZGAMESTESTER to 83125,
with your answer (a, b, or c), plus your full name,

age and address.

All text entries must be received by October 13 .
Messages will cost 50p plus your standard operator
text messaging charge. For full terms and conditions,

forthcoming Xbox action-adventure).
Sometimes, you have days where you
simply can't face playing the game any
longer, but you have no choice.”

It's a similar story at Black Cactus.
“When testing is in full swing | can be
testing 12 hours a day, seven days a
week. Every bug needs to be documented
with a screenshot and save game. It can
take hours to get a situation where a bug
is repeatable and five to ten minutes to
document it," explains lan Turnbull, the
company'’s director.

CHIN UP

Despite the difficulties faced by many
testers though, there are plenty of benefits
to the job too. “Testers see so much

more of the game than anyone else.
Because of this, they can often see plenty

Lionhead’s rules and conditions:

aged 18 or over.
onsible for their own

and overnight
accommodation where applicable

of opportunities for improving it,” says
Matthew Chainey, Quality Assurance lead
at Deibus Studios.

Andy Robson picks up the thread.
“A tester can gain a unique insight into a
game, which lets them develop a better
understanding of how games work.
It's an ideal springboard for moving into
different areas of games development.
It also allows them to flex their creative
muscles. We let our testers have quite
alot of creative input into a game. |
think that's one of the main differences
between us and some of the smaller
companies that start testing their games
at alpha. When that happens, testers
don't get a chance to put their views
across. Here, we get the chance to sit
down with the designers of Black &
White 2 and The Movies once a week and

Games testing can involve repeating yourself over and over again. And again.

—
3. Dates for Lionhead's ga
progre
4. Lionhe
accommodate requests

but cannot guarante: Il be available.

chat everything through. We're very
lucky in that respect.”

SAME PROCESS,

DIFFERENT GAME

Despite the size discrepancies between
many firms’ testing departments, it's
interesting to note that there's often little

difference between their testing practices.

The universal template seems to be to
focus on making sure a game’s
framework, features, Al and balance work
correctly and in harmony with each other,
while attempting to eliminate as many
bugs as possible before the game ships.

Equally surprising is how little impact
genre has on these procedures. Apart
from certain genres proving more
complex than others - and subsequently
being more time-consuming - a

GAMES. TESTING

developer's testing procedure
remains virtually unchanged.

“If you think about it, all games will
encounter the same style of problems,”
states Joe O'Reilly, lead tester on
Sports Interactive’s forthcoming
Football Manager 2005. “We always
have to ensure the game works properly
and that no feature crashes, no matter
what type of game it is. Another issue
that's the bane of the game tester’s life
(regardless of genre) is when your game
looks fine but isn’t working correctly. We
call these logic errors, which can range
from a transfer being completed
incorrectly in Football Manager 2005,
or the rocket launcher in Doom 3 having
far too much splash damage.”

THE RIGHT STUFF

Ultimately, being a successful games
tester comes down to having the right
attitude. “You need to be conscientious,
have a good eye for detail and be
completely unflappable under pressure.
You also have to have a good sense of
humour. If you want to be po-faced, then
be a merchant banker,” suggests Elixir's
Gerald Smith. “A good tester tests the
game, looks for bugs and hunts them
out. It's like a challenge: you think about
all the ways you could break the game
and then try them. A bad tester just sits
playing the game and logs any bugs that
come along,” adds The Creative
Assembly’s James Buckle.

Youthful exuberance then, is not
enough. Neither is a casual love of virtual
entertainment. The life of a tester, contrary
to stereotypes and stigmas, is a job that
challenges, stretches and often frustrates

" its workforce to breaking point on a

weekly basis. The rewards are often scant
and the frustration is sometimes
agonising - especially when you see
weeks of your work ignored due to the
publisher pushing forward your game’s
release date. However, if you have the
right attitude, the rewards and career
possibilities can be immense. Just don't
expect it to be an easy ride - being a
games tester is a testing career.
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It's in the game:*

www.easports.co.uk/fifafootball

PHOTOGRAPHERS FOLLOW MY EVERY MOVE. ON THE PITCH.

Fernando Morientes

What makes a player great? On the pitch, it's not about image. The boot deal.
Or the celebrity girlfriend. It's about ability. It's about great first-touch.

First-touch separates the great players from the good ones.
FIFA Football 2005's all-new player kinetic system accurately
reflects the first-touch of every player on the pitch at the push
of a button, generating breathtaking passages of fluid play.

Put your skills to the test by tackling FIFA players from all
over the waorld. Play FIFA Football 2005 online on PC, Xbox
and PlayStation 2. Talk the talk via EA Messenger, then walk
the walk on the pitch.

FIFA Football 2005's deeper Career Mode takes you through a
15-season guest for silverware. Choose the team and tactics,
trade players to enhance your squad then do the business
when it matters on match day.

FLUID FOOTBALL
Out October

© 2004 Electronic Arts Inc. Electronic Arts, EA SPORTS and the EA SPORTS logo and I in the game are trademarks or registered tr ademarks of Electronic Arts Inc. in the U.S. and/or other countries. Official FIFA licensed product. The FIFA Logo © 1977 FIFA TM. Manufactured under license by Electronic Arts Inc. © 2004
Electronic Arts Inc. Al rights reserved. Player names and likenesses used under license from The International Federation of Professional Footballers *(FIFPro)", national teams, clubs, and/or leagues. All sponsored products, company names, brand names and logos are the property of their respective owners. All other trade.
marks are the property of their respective owners. EA SPORTS™ is an Electronic Arts™ brand. *PlayStation® and the *PS* Family lagare registered trademarks of Sony Computer Entertainment Inc. Microsoft, Xbox, and the Xbox Logos are either registered trademarks or trademarks of Microsoft Corporation in the United
States and/or other countries. Nintendo, NINTENDO GAMECUBE and the NINTENDO GAMECUBE logo are trademarks of Nintendo. © 2004 Nintendo. All rights reserved. Game Boy, Game Boy Advance are trademarks of Nintendo. © 2004 Nintendo. N-Gage Is a trademark or registered trademark of Nokia Corporation
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Quad damage...

QUAKE IV

The once and future king of shooters is back! Anthony Holden unveils the next chapter...

DEVELOPER Raven Software

and id Software
PUBLISHER Activision
WEBSITE www.ravensoft.com
ETA 2005

WHAT’S THE BIG DEAL?

B Are you kidding? It's the sequel to the
greatest shooter series of all time!

B Built on the Doom 3 engine in
conjunction with id Software

M Single-player campaign that
continues the storyline of Quake Il

B Multiplayer game that picks up
where Quake Il left off

B Full range of v es

B Developed by makers of Heretic,
Soldier Of Fortune Il and Jedi Knight.
Jedi Academy

WELL FRIENDS, hereiitis.
Quake Oh-Four. In many ways, the
game I've been waiting for my entire
career. How do you do it justice? (The
world’s first look no less!) | wanted to
start with a great Quake anecdote,
relating one of the moments that made
this series so special - but after several
failed attempts, | realised it was futile.
No single moment can encapsulate the
enormity of pleasure brought to us over
the years by the name Quake.

Think about it a second - if you've
ever been a fan, the sublime gaming
memories will soon form a flood. The
first time you played a ‘true’ 3D game.
The sound of a Deathknight’s sword
clanging against stone. Your first rocket
jump. The exultant ‘ker-ching’ as you

o

grabbed the red armour. Q2dm1: The
Edge. Perfect railgun shots across
the reaches of space. Q3dm17: The
Longest Yard. Mods: Lithium, Action,
Jailbreak, Painkeep. The Quad
Damage, the nailgun, the lava traps.
The Shambler.

To my mind, it's the greatest series
of games ever created, and it's sure as
hell the one that’s stolen most of my
waking hours over the years (not to
mention sleep - Quake dreams are
a common sign of addiction). To me,
Doom 3 was always
just going to be
awarm-up,
achance to
break in the
new generation

’.:\

r

of technology, iron out any problems
and pave the way for the main event...
Quake Eye-Vee.

WHO ARE YA?
But what is this new Quake? Up till
now, all we've known is that Raven is
developing it, which is good news - it's
made some of the best shooters of all
time. We also know that it uses the
Doom 3 engine: this may be obvious,
but again it’s good news, despite some
concerns about numbers of enemies
on-screen. There's also been
mumblings that the game will be single-
player focused, with only minimal effort
put into multiplayer, but it's never

really been clarified. Clearly,
we need some hard
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answers, and luckily, Raven is
finally ready to spill the beans.

“To start with,” launches lead
designer Jim Hughes, “Quake IV is all
about being part of an epic sci-fi battle
filled with fast-paced, explosive action.
We're using the Doom 3 tech, so you
know that we’ll deliver an amazing
experience, with both stunning visuals
and heart-pounding, intense gameplay.
You take the role of a marine in a
massive invasion of the Strogg home
world, where you experience the war
while fighting alongside the huge marine
invasion force - as well as on your own
in some cases.”

So this is, in essence, a sequel to
Quake Il rather than Quake IlI? “Well,
in terms of single-player, Quake IV picks
up where Quake Il left off,” says Eric
Biessman, project lead on the game.
“But the multiplayer experience is more

“The multiplayer experience is
more akin to Quake lliI: Arena.
Die-hard fans will feel right at home”

ERIC BIESSMAN PROJECT LEAD, QUAKE IV

40 PCZONE
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“What do you mean ‘they cut the power’? How can they cut the power, man? They’re animals!”

akin to Quake lll: Arena.” Say what?
Multiplayer akin to Quake /lI? Hallelujah
and praise to all things good.

“This is a continuation in the Quake
series,” smiles lead programmer Rick
Johnson. “We felt that Quake IV would
best be served by capturing all the
things that made Quake Il great. We've

components as a matter of course, but
with today’s development requirements,
it's getting increasingly unmanageable.
All the best multiplayer games since
Quake Ill have been designed as such —
UT, Battlefield, even Counter-Strike -
while the likes of Doom 3 and Far Cry
have proven mediocre in the head-to-

The answer is simple enough. First,
the company is building on familiar
gameplay rather than starting from
scratch - so don’t expect the same
kind of decisive innovation we saw
in Quake IlI: Arena. And second, the

engine and tools
came ready-built

got hyper-fast action, deadly weapons, head stakes. How, you might ask, does ") by id, with

bounce pads, trick moves - younameit.  Raven hope to do both sides of /‘: everything down

Die-hard fans will feel right at home.” the game justice? f 0 N to physics and
( d vehicle code

DOUBLE KILL

So let me get this straight. Quake IV is

the sequel to both Q2 and Qg3, revisiting

the Strogg vs Marine storyline on the

one hand and following-up the best

deathmatch game of all time on the

other? That's one hell of a task, surely,

even for a team of Raven'’s calibre.
Admittedly, FPS developers used

to create full single- and multiplayer



| RAVEN SOFTWARE

Based in Madison, Wisconsin, Raven
Software has been making games based

on id's engines since its early days of
development. Together, Raven and id have
worked on titles like Heretic and Hexen, and
they remain close partners to this day.

1994 Heretic: Doom goes beardy in this
excellent fantasy FPS. Introduced the
ability to look up and down, and turn
people into chickens.

Hexen: the same but better, with
jumping, a non-linear structure and
destructible objects.

Hexen li: built on the Quake technology,
it's another excellent FPS.

Soldfier Of Fortune II: based on the
Quake Ill engine, this bloody shooter
is one of our all-time faves.

Jedi Knight: Jedi Academy
The best lightsaber game ever.

The most detailed man-nipples in all of gameland.

FOR THOSE WHO CAME IN LATE

THE QUAKE STORY SO FAR...

It's been a hell of a long time since Quake I, so we'll forgive you for
being a little hazy on the finer points of the plot (what there was of it).
Basically, it goes like this. Earth is under siege by an alien race: the
Strogg. Like a meaner, more nipply version of the Borg, the Strogg are
a cybernetic scourge who travel the galaxy annihilating other species
and using them as living battery cells. In a desperate attempt to ward
off a Strogg attack on Earth, humanity gathers its finest warriors and
sends them to strike directly at the Strogg home planet, Stroggos.
Unfortunately, the whole fleet is summarily wiped out, and you only
survive because you crash-land almost before the first shot is fired.
Despite this cock-up, you manage to redeem yourself by wiping
out hundreds of Strogg, infiltrating their HQ, bringing down the
planetary defence systems and killing their collective brain and leader
- the Makron. Humanity assumed total victory, but they were wrong...

377 = YLV

There must be a mistake here - it’s not nearly brown enough to be a Quake game.
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EXACTLY WHAT FIREPOWER IS BEING
BROUGHT TO BEAR IN QUAKE IV?

Quake weapons have a status unlike those of any
other shooter. Tools like the railgun, the plasma
gun, the rocket launcher, even old classics like the
lightning gun have become so cherished that they're
practically religious icons. We were therefore
surprised to discover that Raven is blithely setting
about reinventing the Quake weapon set, with a
number of changes to the familiar loadout.

“Some of the classic weapons from Quake Il are
coming back,” says project lead Eric Biessman.
“Weapons like the blaster (with flashlight), shotgun,
machine gun and even the nailgun. We've even
gone through each weapon to make sure it's been
updated and polished to be just right. But we're also
adding some new firepower for you to take into »
battle.” Exactly what this new firepower consists of
Raven wouldn’t say, nor would the team be drawn
on the status of the other classics. “Let’s just say
we're staying true to the Quake series and making




already in place. As Johnson says: “The
Doom 3 tech provided us with many of
the fundamental systems straight out of
the box, so to speak. Plus, on top of that
there's been a lot of involvement from

id Software along the way - they would
find the best way to do something and
pass that info on to us. It saved us a lot
of time, so most of our work has been
towards the creation of Quake IV itself.”

WHICH IS WHICH?
All well and good. But in some ways
this raises another oft-voiced concern
among fans: with the development of the
two games being so closely intertwined,
are Doom 3 and Quake IV at risk of
overlapping? In many ways, the two
games are part of the same progression
- the Doom/Quake series let’s call it -
and there's never before been an
instance where they've appeared back
to back like this, on the same technology.
So, discounting multiplayer for a
moment, what, exactly, is the difference?
Rick Johnson: “Well, Quake IV is
more like an intense action movie to
Doom 3's horror movie feel,” explains

the ursine coder. “Instead of scaring the
player, we're going all out to deliver a
fast-paced adrenalin rush of combat.”

So you might say that Quake IV is to
Doom 3 what Aliens is to Alien, then?
After the hopeless one-man battle
against the Strogg in Quake Il - where
your lone space marine got isolated
from the main (and inevitably doomed)
assault force when his spaceship
crash-landed - this time you're bringing
the cavalry.

You can read in the screenshots
some hints of what this could mean:
squads of marines fighting waves of
hideous gladiators, dogfights in the
skies over Stroggos... A proper, bloody,
war of the worlds. It's a bit early to tell for
sure, but Raven could well be attempting
to marry the intensity of a Call Of Duty
with the scale and vehicles of a Halo.
Which is a winner in anyone’s books.

A STROGG'S LIFE

According to the storyline of course, the
Strogg were pretty much defeated at the
end of Quake Il (See ‘For Those Who
Came In Late’, p41). You destroyed the
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QUAKE IV

planetary defences and took care of
the pesky Makron - what could possibly
be left to do?

“Ah yes, well,” smiles Eric Biessman.
“After the death of the Makron, the
Strogg quickly regrouped under a new
and more powerful Makron.” Wouldn't
you know it... “However, all is not lost.
With the Strogg's planetary defences
still destroyed, Earth’s forces can now
deliver a full and final assault.”

So, the stage is set. In many ways,
it's the same plot as Quake Il, except the
human counterattack goes a bit more to
plan this time - at the beginning at least.
Later on, so we gather, the army of
soldiers fighting alongside you begins
to waver, and it’s up to you to plunge
single-handed into the depths of
Stroggos to defeat the Makron, mark 2.

Shouldn’t be a problem for the likes
of us of course, but even so, Raven has
decided to level the playing field a bit
with a rather cool new gameplay device.
“Eventually, you venture deep into the
heart of Stroggos,” explains
Biessman. “Past the human N
factories, and directly into the

-
.
»

|
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It says here this is a giant alien heart-pump. Or something.

cyber-realm, where you eventually
become a Strogg yourself.”

Yes, you read right. At some point in
the narrative, you're forced to become
that which you've been fighting - an
ungodly cybernetic freak with metal arms
and an oil filter where your genitals once
were. While we're yet to see this in action,
the gameplay possibilities are superb.

FAT-FREE
From what we can gather, you have
to step into a Strogg upgrade booth,
where you're fitted out with a range of
cybernetic enhancements. What these
are we can only speculate - a rocket-
launcher arm, a faster nervous system,
a George Foreman Lean Mean Grilling
Machine? Whatever, it promises to give
the latter stages an interesting flavour,
and answer some of the problems of
repetitiveness found in Doom 3.
Quake IV's environments also
promise to differ substantially from the

gloomy corridors of id’s most recent
opus. While these screenshots contain
their fair share of dim metallic hallways,
we're assured this is only a small part of
the game’s vision.

“We've worked hard to create an
authentic sci-fi world,” agrees Hughes.
“Without getting too specific, we're
creating lots of varied locations that you
visit on your trek across the Strogg
home world - including both indoor and
outdoor environments. From journeying
deep into Strogg industrial complexes to
driving vehicles across the barren and
blasted planet surface, you'll experience
a huge variety of visuals and gameplay.”

This puts to rest at least one concern
regarding the Doom 3 renderer - that it
was designed for indoor locales and
would fall over when Quake tried to get
some fresh air. Don't expect landscapes
to rival Far Cry, but you will see some sky.

“In terms of art direction, we've tried
to retain the artistic look and feel of

Why Don't You?... ,

mention being extremely funny.

stripped for parts by the opposing team.

FORGET YOUR SPATIAL DISPLACEMENT MAPPING FOR A SEC
AND TRY SOME OF OUR IDEAS...

Whenever Raven is making a new shooter, we always put in the same request -
implement Soldier Of Fortune-style gore and dismemberment. We’re not just sickos,
we genuinely believe it adds to the immersion and impact of an FPS game, not to

Another good idea would be to use the Strogg upgrade feature to create a new
multiplayer game type. You could have two teams battling for control of a number of
Strogg upgrade booths, at which players of the controlling team could access a
range of new weapons and cybernetic enhancements. The twist would be that
whenever a booth changed hands, the player left stuck inside would be killed and

And while we're at it, how about a new virtual-life sim: The Stroggs. In it, you'd
have to look after a household of needy Stroggs, managing their demands for
entertainment, romance and raw human flesh. | can see the dollar signs already...

44 PCIONE

Quake II,” chips in Kevin Long, lead
artist. “But obviously, we've updated it
with new artwork, textures, skins and
models. We've drawn upon lots of sci-fi
and horror novels, comics, anime and
films as inspiration, as well as our own
ideas. | think we've managed to create a
really horrific alien world and culture.”

“Many of the original creatures have
returned as well,” says Eric Biessman.
“We've got Gunners, Strogg Marines
and Gladiators, to name a few. Plus,
we've added new creatures to surprise
veteran Quake fans, and each enemy’s
been heavily updated to take advantage
of the power of the new technology.”

What this doesn't address is the
other big concern we've got with the
new Doom engine - that it was designed
to handle only about four or five (highly
detailed) enemies on screen at once.
Waging a war with only five combatants
on the battlefield is going to be difficult
to say the least, so unless Raven has
found some way of squeezing more
power out of the engine and/or our PCs,
we can't see the game running smoothly
at this level of detail. But then, what do
we know?

Technical concerns aside, we're very
excited about the addition of vehicles to
the Quake series. While the team is not

1"his time it's war! With tanks and everything.

Who are you to judge - you've eaten meat haven’t you?
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being too candid about the full range of
transport on offer, we were able to
observe armoured jeeps, buggies and
perhaps a scout bike or two on the
Marine side. There are also a range of
hover tanks for the Strogg, along with
the various flying craft you can see in the
screenshots. Clearly though, there'’s a
war going on, so we'd expect to see a
full range of military materiel, it's just a
question of which ones we get to pilot -
and what part they play in multiplayer.

WE WON'T TELL ANYONE ELSE...
The problem is, the team is still being
extremely cagey about details, leaving
us with a great many unanswered
questions. Lightning gun: in or out?
Rocket-jumps: yes or no? Railgun: how
cool is it? (There has to be one.) What
are the multiplayer modes and do any of
them involve vehicles? Will there be gore
zones and dismemberment as in Soldier
Of Fortune II? (Please!)

Id Software, for its part, assures us
this will be “a worthy successor to the
Quake franchise”, and at this stage
there’s little to suggest otherwise. But
until we see jump-pads, railguns and
boiling, bubbling lava traps, we won't
sleep completely soundly. Because for
those of us who care, this game is more
important than Doom 3, Half-Life 2,

Halo 2 and any number of other
shooters. This is Quake IV, and they
simply have to get it right. [{¥3
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SPLINTER CELL: CHAOS THEORY

Thermal vision is back.

THE DETAILS

DEVELOPER Ubisoft Montreal
PUBLISHER Ubisoft
WEBSITE www.splintercell.com
ETA Q4 2004

WHAT’S THE BIG DEAL?

W New moves, new gadgets and an
engaging storyline

B Beautiful environmental effects and
ragdoll physics

H Two-person multiplayer mode with its
own maps and moves

M Diverse, non-linear gameplay and
interactive cinematics

UBISOFT

Cv

UBISOFT
MONTREAL

Ubisoft's Montreal studio is the second
largest development house in the world, so
unsurprisingly, it's got some top titles under
its belt. Take a look at the release list for
2003 alone...

2003 Splinter Cell hits our screens in February
2003, with a whole host of spy gadgetry
inspired by the world of Tom Clancy.
And then, barely a month later, up pops
Rainbow Six 3: Raven Shield, offering
more Clancy action, this time in the form
of a squad-based tactical ops shooter.
November saw the release of Prince Of
Persia: The Sands Of Time - the remake
of the classic platformer in beautiful 3D
with fluid, if repetitive, combat. Also
contained the original game as an Easter
egg. Tom Clancy not involved.
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Look at the sheer concentration on that face.

SHADS

HEORY,

Rhianna Pratchett heads off to Montreal to find Sam Fisher

and a burly Canadian mountie. But all she saw were stags

AFTER development on the original
Splinter Cell finished, there was no time
for Sam Fisher to don a pair of loafers and
smoking jacket and gently slip into an
alcohol-induced coma. No easy life for
our Sam - he was sent straight back into
the field to be put through his paces by
Ubisoft France for Pandora Tomorrow.
And if that wasn’t enough, he was also
limbering up for his third outing Splinter
Cell: Chaos Theory - courtesy of a 200-
strong team at Ubisoft Montreal.

As the title suggests, this particular
outing for Sam Fisher revolves around the
idea that small things can have a big
impact, and the game has a much more of
an up close and personal approach. This
will see players drowning in the stench of
sweat and Hai Karate as Sam gets closer
to his enemies than ever before.

“With Chaos Theory we wanted to
push the concept of stealth,” explains
Mathieu Ferland, the game’s producer.
“The most important part is the tension

and power you feel when you're close to
danger. You have to make a tough
decision as to whether you stay hidden in
the dark or come out into the light to
perform a specific action. This is what
we've tried to build the game around.”

SMOOTH OPERATOR
Now Sam has never been much of a man
for procrastination, but this new approach
to the gameplay gives him a lot more
split-second options when faced with
either the front or back of a nearby enemy.
Thanks to Sam’s newly acquired and
much-asked-for knife, he can now do a
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