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Game of the
Year Awards

And the winner is...not Survivor!

See the sexy superspy’s all-new
action thriller—only in CGW!

EXCLUSIVE FIRST LOOK!

SWAT4
Totally new, from the boots up

$7.99 USA, $8.99 Canada
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IncrepiBLE 3D MAYHEM STARRING
THE Kme OF Au. Acnom GAME

Nukem bj:&les an aII-n menace in Me
fighting hordes of mutated mansters intent otfi"aldng abite out
of the Big Apple. Duke returns in a platform-style game, but

with an immersive 3D environment and cutting-edge 3D engine.

BATTLE BAD-ASS BOSSES THROUGHOUT You've never seen a PC game like this before.
8 UNIQUE, IMMERSIVE NYC AREAS

Duke’s on an all-new mission that takes him through eight huge
New York-themed areas, including a ride on the subway, a visit

i =

to the streets of Chinatown and battles on top of skyscrapers.
He'll use an arsenal of powerful weapons to pile up hordes of
mutated monsters, cut off the menace at its source and rescue
as many...ahem..."ladies” as he can.

Mutant freaks, enjoy your last days. Duke’s on a red-eye to

SCALE FROM BUILDING TO BUILDING BLASTING the city that never sleeps.

YOUR WAY THROUGCH NASTY MUTANTS
IN STORES SPRING 2002

Produced by: Developed by: Distributed by: Published by:
30 Realms Entertainment  Sunstorm Interactive Hip Interactive ARUSH Entertainment
ng M it
ESERD
HEALMS SINSTORM arush
W, net _ Wiww.arushganes.com
Duke Nukem Manhattan Project © 2002 30 Realms Entertainment, some o;m;m ..._ PC I
[ NE. Publi mmmwmsummﬂm a division of World Entertainment o=

mwuwmwmlmsammmwmmmm
DESTROY MUTANTS ACROSS THE ROOFTOPS OF ol logo, and Play Outside the Box ara trademarks of World
A STUNNINGLY REALISTIC NEW YORK SKYLINE | Officially Licansed Duke Nukem Product. Al ights reserved.



RESCLIE BABES FROM THE EVIL CLUTCHES OF LRBAN SHOOTOUTS ON EVERY STREET CC-)ItN a
MECH MORPHIX AND HIS G.LORE BOMBS WITH OVER 25 NEW AND DIFFERENT ENEMIES

PIGCOP

BAD Guy Bios

These guys seem to follow Duke every-

where he goes. The security force for

Morphix, PigCops are dumb as a rock

but built like a tank. Duke has a special
hatred for these mutated freaks.

RAT-OID

These mischievous, pipe bomb-tossing
creatures have been trained to operate
Morphix’s machinery and defend his
secrets. Crossed between a sewer rat

and a human, these guys are almost as

skilled with a pipe bomb as Duke.

ROACH-OID

What's more disgusting than a cockroach?
How about a ten-foot tall mutated cock-
roach that tosses sizzling balls of G.L.O.PP.
in your face? Don't get too close to this

poster child for pest control — it'll take a

few ferocious swipes at you.

“IT's GREAT TO SEE THE REAL FEM-MECH

Duke AGAIN.” Hanging out among the babes are some not-so-friendly

imposters! Fem-Mechs are Mech Morphix's double
agents, using their beauty to gather information from the
streets. Duke has to keep his guard up, because these
androlds pack one hell of a punch.

OHT BELLE T HiOTLES ' LOOK FOR MORE MENACING MONSTERS
. AND INSTRUMENTS OF DESTRUCTION IN
~THE ADRENALINE VAULT EVERY MISSION!

-PC GAMER

“THE VISUALS SPORT ALL THE



GLO.PP. RAY
This powerful weapon

shoots a steady stream: of :
G.L.O.P.P. at mutants, and returns

them to their original form where
Duke can crush them under his heel.

\ST-ACTION 3RD PERSON
ATFORM gaming in a rich
) environment

YNAMIC, ZOOMABLE CAMERA
ts you close to the actlon and
ows Duke battling it out from

any different angles

GOLDEN EAGLE

is a shiny, 24k gold
pistol. Blasting off
two rounds per
second, the Golden
| Eagle has gotten

_ Duke out of
many a jam..

Duke's primary weapon:

ROCKET LAUNCHER
The Pneumatic Rocket-Propelled
Crenade Launcher Is a devastat-
ing weapon that rapidly fires
multiple units of explosive C5
grenades at high speed,

blowing enemies to chunks.

PULSE CANNON

“This impressive weapon shoots out
balls of electricity, and If you let it
charge up it will grow a light-
ning ball so large that it strikes
‘out in multiple directions.
Very destructive,

GAME FEATURES

8 HUGE, IMMERSIVE NY-THEMED
MISSIONS: Rooftop Rebellion,
Chinatown Chiller, Metro
Madness, Unholy Underworld,
Fearsome Factory, Tanker
Trouble, Deviant Drilling and
Orbital Oblivion

TRUE DUKE NUKEM ACTION
AND ATTITUDE, great weapon
effects and sarcastic one-liners

9 POWERFUL WEAPONS:
Golden Eagle Pistol, Shotgun,
Assault Rifle, Pipe Bomb,
G.L.O.PP. Ray, Pulse Cannon,
Pneumatic Rocket-Propelled
Grenade and the Mighty Boot
kick. Plus, some weapons get
powerful upgrades by collecting
all Nuke symbols in the various
skill levels, leading up to the
incredible X-3000!

MORE THAN 25 ENEMIES
ranging from the Gator-Oids,
mutated Uzi-wielding alligators,
to Fem-Mechs, female robot
mutants with deadly whips.
Classic Duke enemies like the
PigCops will also be among
the dead piled up at your feet




MUTANT
AT DIZZYING HEIGHTS
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\ Introducing Star Wars® Starfighter™ for PC.

There's nothing standard about this flight action
experience. Supercharged performance. Stunning
graphics. Massive galactic battles. Three flight-ready
crafts. With totally immersive depth of play that
thrusts you into the cockpit. And the only one
left with no options—will be the Trade Federation.

Get your flight plan at swstarfighter.lucasarts.com

Sleek, sophisticated,
and fully loaded.
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WHEN TROL
FREEDOM FORCE STANDS READY 70
SPRING TO THE DEFENSE OF PATRICT CITY.

Ty

HEY, THUGS!
WHY WALK WHEN
YOU CAN TAKE
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YOUR BREATH MANBOT e 7 e —

XE --THESE CLOWNS WON'T & smoerce
NEED TO GET AROUND T iecomas
==y MUCH BEHIND BARS. <l hos e

NGO PEEY

CHOOSE FROM OVER A DOZEN
HERGCES OR CREATE YOUR OWN
CAST OF COMIC BOO

DINNER
s SERVED--
EL P/ABLO
STYLE!

I HOPE EVERYONE
LIKES THEIR DINO-
BURGERS WELL

\\\\\\\\\
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:\.j RESTORE ORDER IN A COMPLETELY
(8l INTERACTIVE 3P ENVIRONMENT.

Sysrem
Swocw 2

ARE You reaoy 10 COMMAND 2 SRUAPRON cf
COMIC HEROES w 1ie DEFENSE or JUSTICE?!

—| 7O BE CONTINUED AT WWW.MYFREEDOMFORCE.CGMJ-
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Editorial

Jeff ruminates on the best games of the year.

Letters

You give us an earful about in-game saves, our
cinematic ignorance, and minority employees.

Loading...

Screenshot soup for the soul including eye-popping
shots of Hitman 2 and Medieval: Total War.

Read Me

PC gaming is alive and kicking. Despite a dismal
year for the economy, game sales were up again
last year (page 39). And the future looks even
better, with a stellar list of titles in the pipe (see our
Top 10 lineup on page 30). Also be sure to check
out our list of the best mads of 2001, Scolt
McCloud’s latest comic, and all the usuals, including
Good/Bad/Ugly, 5/10/15, Top 20, and Pipeline.

T Columns

= R 37 Post-Mortem
; - e 38 Scott McCloud
39 Homebrew

Game of the Year

We sal in a conference room for eight hours, We
laughed, we cried, we gave Scooter a melvin, And
when it was all over, we left the room with a list of
the best games of 2001-and some of the worst,
Join us now as we celebrate the winners (and
losers) in a year we're ready to put behind us.

Tech

Hardware editor Wil O'Neal took a listen to five
sweet 2.1 sound systems. Also: Tech Medics, Wil
Power, and two mighty fasl Killer Rigs.

Gamer's Edge
Get the lowdown on the new race of cat people in
EverQuest: Shadows of Luclin, build the perfect
party for adventuring in Wizardry 8, tear through
—— i . terrorists in Ghost Recon, and get your lighter
COVER STORY pilot’s license for IL=2 Sturmovik. Plus, Dirty Trick

N 0 L F 2 of the Month,

Wil got hands-on time with the sneakier and sassier Cate Archer of No ah
One Lives Forever 2. He managed to write about It from his traction bed. Gr_eenspe
Jeff is beastlord woman-hear him roar.

s,

6 Computer Gaming World
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Epic Campaign With Limitless Playability

Play alone or quest with up to 64 players simultaneously on line.

Aurora Neverwinter Toolset
-~ You are the Dungeon Master. Create and host your own Dungeons & Dragons campaigns on line with ease.

- .

2 5 . - DEVELOPER BY

BiOWARE

NEVERWINTER NIGHTS ® 2002 Infogrames and BioWare Corp. All Rights Reserved. BloWare Aurora Engine copyright 2002 BioWars Corp. All Rights Reserved. N intar Nights, Forg Realms, tho
Forgotten Realms logo. Dungeons & Dragons logo, Dungean Mastor, D&D, Baldur's Gate, and the Wizards of the Coast logo are tralemarks ownid by Wizards of the Coast, Inc., a subsidiary of Hashra, Inc. and
are used by Infogrames under license. All Rights Reserved. BioWare, the BioWaro Aurora Engine and the BioWare logu are trademarks of BioWare Corp. All Rights Reserved. Windows and Windows 95/98/2000

are registered trademarks of Microsoft corporation. All Rights Reserved. All other copyrights and trad ks are praperty of their respective owners.




“the game that will change
role-playing forever...”
= Inquest

“...a finely-crafted,
incredibly in-depth RPG.”
- IGN PC

“...has the potential to
become the ultimate
role-playing game.”
~ Computer Gaming World

From the Developer of Baldur's Gate, Tales of the Sword Coast,
Baldur's Gate |lI: Shadows of Amn, and Baldur's Gate II: Threne of Bhaal.
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Christmas Eve and you're immersed in the hell of Na at_on'u ;1. P R
Plaza under siege, just like the original movie. You lfe,:S'.;, !h"ﬁ"' e
a hostage. Evildoers are on the loose. But you've got; ane - b,
arsenal of weapons and your wit to help keep* you alive. "

With 40 floors of explosive action, true-to-mpvle mlssions

plus all new scenarios, it's gomg to, be a Iong night, cowbgy

\--
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The 3D - RTS universe
just got a whole lot
higger..

Coming Spring 2002

www.DreamCatcherGames.com

Visit www.esrb.org or ; o \ ; =

call 1-800-771-3772 _ :
lor Rating Information. s, " DREAMCATCHER'

mCatcher Interactive, Inc. All rights reserved. Developed by Leman Interactive.
design and mark are registered trademarks of DreamCatcher Interactive. Ine. All rights reserved
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EDITORIAL

And the Winner Is...?

‘ve been at CGW for almost six years. That's a long time, Not as long as Ken

Brown, who started during the California gold rush 150 years ago, but still-

six years. Why, | remember when Duke Nukem Forever was first announced!

Every year al this time, I've joined the rest of the odd-smelling dimwits
here to vote on the games of the year. Mosl of the time, the vote for the Game of
the Year has not presented much of a problem. Jedi Knight, Hali-Life, Unreal
Tournamenl, The Sims: These are all games whose candidacy-if not outright
victary-as Game of the Year was apparent the day we cracked the shrink-wrap.
This year, however, was different, This year, right up until December 31, there was

no clear-cul winner, no one game so abviously superior to the rest of pack, no one
game that seemed to unite the enlire PC gaming community-reqgardless of age,

gender, and gaming habits-behind its greatness. This isn't to say
there weren'l great games in 2001 There were. A ton. = l“
For me, 2001 was the year of the followiny: Diabla li: Lard of w

Destruction, Wizardry 8, Anachronox, Stronghold, and Civ lil. Those

are the games | lost the most sleep over, the ones that obsessed me
obviously

and made me play way past the point of all reason, If you ask the
other CGW editors for their lists, you'll get completely different titles.
superior to

Some will say IL-2 Sturmovik or Operation Flashpoint or, in the case
of the obsessive-compulsive Robert Coffey, Bejeweled.

More than any year since I've been here, the CGW editors were
completely splintered in their gaming obsessions. Deathmatches,
which used to grind this magazine to a halt, were practically
nonexistent, except for the awesome multiplayer demo level of
Return to Castle Wolfenstein, which finally rallied us all behind a
single game. If the Wolf single-player experience had been better, we
might have had a consensus for Game of the Year.

Ultimately, it boiled down to two games: one an expected (but still areat)
candidate, and the other a game thal, one year ago, most of us had never even
heard of. I'm not going to spill the beans here, but | do want to say this up front: |
think we got it right. Our winner is assuredly not a game, like The Sims, that you
can rush aut and buy for your mom, grandma, nephews, and girlfriend and expect
them all to love. That was not the story of 2001.

The story of 2001 was how PC gaming, reeling a bit from excessive console hype
and financial woes, was reborn and reclaimed by the hardcore faithful, by those
who embraced the platform unapologetically and made the best damn games they
could, without staring nervously at their pocketbooks or hedging their bels with
an Xbox version. Our Game of the Year is one that takes advantage of the PC's
strengths and then pushes it forward to offer gamers an experience unlike any
ather. It has the ambition, innovation, and originality seen in all of our past winners.

Is it the consensus Game of the Year? Is it the one you would have picked? I'm
sure you'll lel us know.

Jeff Green
Editor-in-Chief

Adverlising Coordinator Tipler Ubbelohd.
tipler_ubbelohde@ziffdavis.com (415) 357-4930
Sales Assistant Kristeen Laut
kristeen_laut@ziffdavis.com (415) 547-8778
Sales Assistant Cheryl Farrell
cheryl_larrell@zittdavis.com (415) 547-8783
HOW TO CONTACT ADVERTISING & SALES
Address inquiries to: CGW Advertising, 50 Beale
St., 12th Floor, San Francisco, CA 94105; phone:
(415) 357-8778; fax: (415) 357-4999.
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TOIN THE GREATEST
QUADRON OF &
Nl HISTORY.

Visit www.esrb.org or
call 1-800-771-3772
far Rating Information.

elive the honor, the glory, and the triumph of the greatest aerial lighte
ever to grace history books. Join the fray in a sprawling campaign, reenacting
the deadliest sky battles in the European Theatre of World War I1,
raverse over | million square miles of point-to-point accurate terrain as
youand your squadron of elite aces strike at the ruthless Axis powers. Feel the sting

of the flack and the rattle of incoming shells with one of the most detailed damage FROM DEVLLOPLD BY PUBLISHED BY

models ever. Test your meddle against fourreen Nyable aiverall, each with real 3D Jane’s

and fully functioning dials and gauges. And if you find vourself surrounded

by enemies, don't give up. You're not alone. You're part of the Attack Squadron.




ILLUSTRATION BY LESLEY REPPETEAUX

Letters

Tell us how you really feel at cgwletters@ziffdavis.com

LETTER OF THE MONTH

One Mag to Rule Them All

| was just flipping through your mag when | spotted something
peculiar. On the sidebar of your editorial page | read the names of
people who make CGW [February 2002, page 15]. Dimple Sandy-
banks, Dimple Bumbleroot, and Dimple Brownlock work for you,
huh? If those are names of actual people, then | will buy a lifetime
subscription to your magazine. | know you guys like to joke around

and all, but this is pretty childish! Oh, let us not forget Bungo
Hamwich, Marigold Brockhouse, Olo Hardbottle, and Bramblerose
Brandybuck. | bet those imaginary people REALLY help put out
such an excellent and informative publication! SHEESH!!

Todo Bumbleroot

Listen, pal, it's not our fault that you can't recognize Hobbit names when
you see them. As punishment, we put YOUR name Into the same Hobbit
name generator that we used (www.chriswetherell.com/hobbit). Now shut

up and pass the pipeweed.

A Wargame in Poor Taste?
| just read your review of World War 1112
Black Gold in the February issue of CGW.
Normally | find your reviews accurate
and enjoyable to read. My beef isn't with
the fact that Thomas L. McDonald gave
it 2.5 stars, though others rated it much
higher. What really pisses me off is
McDonald's constant reminder to the
reader that this product is in “poor
taste.” Thal because we are at war with
Muslim extremists, we shouldn't have a
PC game about the U.S. and Muslim
extremists fighting. Um, isn't war always
in poor taste, McDonald? How is a game
about running around caves shooting
Nazis better than one about running
around shooting at terrorists? You feel
that because ane can play the terrorist
side in the game and can launch nuclear
missiles at the U.S. base, thal this game
shouldn't have been released? So, Red
Alert was "okay” and in "good taste”
because one could launch nuclear
weapons at Russians? It's strange-CGW
never draws a line with PC games, but
when a political hotspot is covered in a
game, suddenly CGW is conservative and
labels the game in “poor taste.” Thomas
McDonald should stop reviewing PC
games and go work for Jerry Falwell.
Lance Nutter

The one thing to keep in mind,
Lance, is that shooting Nazis is
always cool.

IAm Wil
CGW Hardware Editor William O'Neal
displays his idiocy for the whole warld to
see in his “How to Build a System”
article [February 2002], as he holds the
manual upside-down in the first step.
What's wrong, Wil? First the 900GHz
processor typo and now this?

Andrew Schran

We sort of agree with you, but isn't
it endearing in an | Am Sam way
that Wil is trying to read at all?

In-Game Saves: Readers
Weigh In

I'd like to comment on the article in the
February 2002 issue about in-game
saves [CGW Deathmatch]: Leave it up lo
the user. A 16-year-old may have lots of
time on his hands, but for someone like
me-wha's 30, soon to be married with a
stepson, and works 50-plus hours a
week=a more frequent save-game option
is needed for my enjoyment of a game in

my limited time, If | have to continually
replay a mission, | lose interest. Leave it
up to us, guys=you'll have more happy
customers that way.

Ceasar8i

| was one of those who uninstalled
Hitman due to its lack of an in-game
save. | thought it was a great game, but
having Lo start from the beginning every
time is just ridiculous. These developers
have to remember that they're making
games for us. If we want saves, then by-
golly give us saves. At least give us the
option of using in-game saves, Reward
us if we don't. Maybe give us a longer
ending if we don't use saves. Compro-
mise. Il Janos Flosser [Hitman 2's lead
animator] is so hell-bent on realism,
then how about this: The first time you
die, the game is over, the game
uninstalls itsell, and will never install
again. Your new slogan could be, "In real
life you only get ane chance.” Sounds
fun, huh?

Wallix

| played Hitman. | loved the fact that you
couldn't save in a mission. It made it so
much harder. Yes, | had times when |
wanted to throw my computer across
the room, but I'd take a break, and come
back to it the next day. | loved it when |
finally warked through that game.

The only rational reason | have heard
for a save-anywhere feature is if you

whanw.computergaming.com 15
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don't have time to play an entire mission
at a time. What about a suspend-game
feature=like one save that gels deleted
when you load it? Yes, other people will
say thal | could always just not save, so
the save should be included for them. I'd
like to respond that it's hypocritical to
complain games are loo easy, and then
whine when something like a save-
anywhere feature is not included.
Wolfcaller

| don't wanl people making moral deci-
sions for me in real life, and | certainly
don't want them making them for me in
games. If | shell out my hard-earned
maoney on a game, | don't want some
uptight, anal, gaming obsessotron
standing there telling me how to play
the game and punishing me for indis-
cretions. | am paying to have fun, and if |
am nat skilled enough to play with only
a few save games or no save games,
shouldn't | still get to have fun? Gamers
can make their own decisions whether
or not to save and how much they wish
to be challenged. The aption, however,
should be theirs, nol someone else's.
Beth Warner
Houston, Texas

The two opinions put forth in the article
have completely missed the boat. It's not
what they want, il’s what [ want. | being
the guy who, they hope, will buy the
game. Allow me to decide if | want to
save a wretched game-aiter all, it's my
experience at that point. Don’t deny me
the option because you think it com-
promises the suspense and adrenaline.
The fact that the makers of Hitman 2 are
still divided obviously means they
haven't coltoned onto why the ariginal
game didn't get better reviews. If they

want to make a game for themselves
rather than the consumer, then they
shouldn't expect me to buy it.

EvilRoy

The Great Escape

Jeff, how can you abide such ignorance
in your staff? For a glaring example, look
no further than the Prisoner of War
preview In your February issue. John
Houlihan states that in the movie The
Great Escape, James Coburn paddles his
way down the Rhine to freedom. Every-
body knows that it was Charles Bronson
who paddled his way down the Danube
to freedom. (James Coburn rode a bicycle
to Paris and escaped through Spain.) It's
bad enough that ane of your underlings
made this mistake, but | am sorely
disappointed that an editor whom | hold
in such esteem could let this slip by.
Kevin Manning
Alexandria, Virginia

P.S. My wife (who is nol a gamer but for
some unknown reason reads Greenspeak
religiously) recently used the term “level
up” in a business meeting. I'm pretly
sure this is your fault.

Jeff Green responds: James Coburn?
Charles Bronson? | thought Prisoner
of War was based on Chicken Run.

Gabba Gabba We Accept You
As a new subscriber, | want to tell you
how much | enjoy your magazine. Al 45
I'm new to the gaming world, It's a little
hard to decipher some of the lingo. A
year ago | didn't know the difference
between an Al and an RPG. I'm slowly
getting il down. Reading your publication
has made me feel good about my gaming
obsession. Your writers, like Scott

McCloud, intellectualize whal | had
previously considered a flaw in my
personality. Your reviews and previews
help me in making my limited game time
(I'm married with a 2-year-old) more
efficient. | just wanlt to thank you again. It
makes it easier for me to know there are
others like me out there, at midnight,
obsessed over some stupid game, and
hoping Lhat the wile doesn’l Tind oul.
Brian McGowan
d Save the Queen
6ifi1 ween | was disappointed
pof to read your
review of The
Weakest Link on
page 99 of the
February 2002
issue. While I'm
sure your
& assessment of the
i “l  game is accurate,
the snide sideswipe at Britain (always
our greatest ally) was unnecessary.
John

Go
P

Good point. They were an especially
great ally back in 1776.

Games...and Canadians

This is not an angry "I'll never read CGW
again” letter. It's just a note to complain
about the amount your writers talk
about themselves, WHO CARES?! | hate
hearing people’s life stories or how great
it is to be a reviewer! I'm sick of Jeff
Green's back page. Talk about GAMES!
Your CD is great, but please include more
add-ons and patches—not strictly demos.
| have read CGW since the "80s, when
wargames were most of the content.
Thanks. (Love the Canuck bashing!)
Barry

Penny Arcade sy MiKE KRAHULIK AND JERRY HOLKINS

This is for your own

$7go0d, Gabe. You can't be allowed

to b

SimGolfl You lost a month of

your life to the demo, and it was only
three holes, for God's sake... Three
tiny holesl No, the full version would
B, destroy you. Trust me, buddy.
You just have to ride
this out.

I need
a copy of
SimGolf.

LETTERS

Jordan
Corwin

Someone
please give
me Sid
Meier's
address. I
need to bill
him for all
the lack of
productivity
since I've
installed Civ
IIL So far it
amounts to
42,798.65.
Shawn

Enough with
the bashing,
arguing,
and all that
B.S. Both
cansole and
PC gaming
rock so GET
OVERIT!!
Can't we all
just get
along?
Casey
Rodriguez

Is it me, or
are you guys
a little
obsessed
with Lord of
the Rings?
Charles
Benoit

whanar.computergaming.com 17
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Death is his business.

And business is good.

Enter the realm of a retired assassin, forced back into action by treason. You may be a hired
killer but you still have a sense of loyalty and justice. Return to track down the organization
that forced you out of retirement. This time it's not just business. It's personal.

& Pick up contracts in exotic locations around the globe: Sicily, St. Petersburg,
Japan, Malaysia, and India.

® Operate in a non-linear world, where the outcome of your actions and proficiency
as a hitman are measured on a balance between stealthand aggression.

® Stalk and eliminate your targets up close and personal, in either 1st or
3rd person perspectives.

@ Execute your assignments with a diverse arsenal of equipment, from armor-piercing
sniper rifles and explosives to chloroform and poison darts.

" & Acquire and carry weapons and tools from mission to mission through

an enhanced inventory and save-game system.

 MARCH 2002

N T A S S ASS

Hitman2.com




WWW.ANARCHY-ONLINE.COM

INTERNET CONNECTION REGUIRED - ADDITIONAL ONLINE PEA MONTH - INITIAL MONTH INCLUDED
ALL VIAJOR CREDIT CARDS ACCEPTED
FOR VMIERCHANDISE PLEASE VISIT; WWW.FUNCDOM.COM

wew, juncem.com

CORPYRIGHT & FUNCOM 2001. ALL RIGHTS RESERVE
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The hottest shots of the best new games

We're not afraid to admit it;

we were disappointed in the
original Hitman. We really
really wanted to like it, but the
fact that there was no in-
mission save kind of ruined It
for us. But we definitely
enjoyed the challenging puzzle
elements, clever movie
references, and wild gunplay.
All that stuff and much more
is back in Hitman 2, along
with the much-needed save-
game feature. Heck, they even
threw In first-person mode for

traditionalists and a whole

slew of new and deadly
weapons. You'll be wetting

fools in no time.

24 Computer Gaming World’
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The brand-new:
rendering| =
engine mak
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Hey sniper-boy!
You just won the |
. wet T-shirt contest! =

0ld UPC-head just )
wants to live his life in
peace, but they keep
pulling him back in.
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LOADING..

While we loved Shogun: Total

War's authentic feudal Japanese
aesthetic, we thought that
the amazing engine=which
modeled massive battles
involving thousands of units-
could easily be applied to other
theatres of war. The Creative
Assembly, developers of the
game, apparently felt the
same and are now bringing us
Medieval: Total War. Set in
rned-ieval Europe and covering
300 years of history, Medieval:
Total War will give gamers that
_sense of enormous battlefield
clashes, but with even more
features than the original

Shogun.

26 Computer Gaming World
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We've banned all “knights
who say ni" jokes from
any further coverage of
this game.
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Jedi Knight I



Don't call it a space
sim in front of
Westwood. Page 32

hat a difference a month

makes. Four weeks ago the

stalf was sitting around a
conference room table grumbling about
the choices for 2001 games of the year.
But we're now looking at an absolute
banner year for PC gaming, the kind that
makes you want to stand up and warble
like Enrique Iglesias and shake your butt
in front of old Fern in accounting. (For
your sake, don't.)

In addition to those mentioned below,
there are easily a half-dozen titles that
very few people would argue with=Team
Fartress 2, Duke Nukem Forever, Heroes
of Might and Magic IV, Earth and Beyond,
Medal of Honor 3, and Bonestorm=just
to name a few. In case you're wondering,
we left Medal of Honor Allied Assault off
this list because we're no longer looking
forward ta it-we already know it's great.

How does this compare with your list?
Tell us what a bunch of goons we are on
the CGW forum at gamers.com, or write
us at cowletters@ziffdavis.com.

Age of Mythology The creators
of Age of Empires are working on a
hellacious god game in which you can
uncork lightning and meteors on your
enemies, and mop up their soldiers with
huge mythological beasts. Plus, they're
focusing heavily on an exciting and
robust single-player campaign.

Counter-Strike: Condition Zero As il
we couldn't get enough CS already, a
huge update with new skins, maps,
weapans, and an independent single-
player campaign is due in early spring.

Dungeon Siege Dungeon Siege is
systematically eliminating every annoying,
horrible convention of RPGs to create a
game that lets you just jump in, bash bad
quys, and love every minute of it.

Freedom Force The answer to
countless geeks’ prayers—a comic book
PC game=should be out soon, We've
already fallen in love with the game's
sense of humor and X-COM-style strategic
combat. From the geniuses who brought
you System Shock 2.

Grand Theft Auto Il This game has
accolades like “PlayStation 2 Game of the
Year” and “Action Game of the Year"
slathered all over it. Now we can see what
the big deal Is.

Jedi Knight I The vast levels, the
killer Force powers, the light-saber
combat-it's all coming back to this
highly anticipated follow-up to Hall of
Fame inductee Jedi Knight.

Neverwinter Nights Bioware's
follow-up to their acclaimed Baldur's
Gate series is probably the most
ambitious attempt ever to translate a
real D&D role-playing experience lo the
PC. It's the big RPG event of the year.

TACTICAL OPS

Counter-Strike-

style mod draws a
bead on retail.
Page 36

. Counter-Strike:

s

'y
Du_;__l_gap*n Siege

Condition Zero

We're now looking at an absolute banner
year in PC gaming.

No One Lives Forever 2 Pistol-
packing minx Cate Archer is making a
comeback this year. The sequel to our
2000 Action Game of the Year promises
new bad guys, better Al, and more variety.
See the cover story for more,

Unreal I/Unzeal Tournament I
Forget about Halo and the infernal Xbox.
The PC is the home of the next must-
have FPS, Unreal Il And if Unreal
Tournament 11 is released this year too,
we could have a very interesting
showdown for Game ol Lhe Year,

WarCraft Il Yes, it's really almosl
here. The falks at Blizzard always take
their time, but then they always deliver
the goods. We're expecting nothing less
than brilliance from this welcome return
to their llagship strateqy series.

The Wild Cards There are many
more games we wanted to include, but
we weren't sure they'd even ship this
year. Al the top of that list, it's safe to
say, would be Half-Life 2. That's probably
the ane game Jefl Green would unhesi-
tatingly trade a soaking wet Leelee
Sobieski lor. We're also more than eager
to play Halo on the PC-with multiplayer—
but "Bungiesoft’s” vague assurances that
we'll get it someday don't really cut it.
We're expecting Star Wars Galaxies to be
a monster in terms of overall production
values and narcotic-level addictiveness,
but that level of detail takes a long time
to get right (especially in a massively
multiplayer game). We hope it comes oul
this year, but we wouldn't bet on it

*Unless somebody releases Alley Cats Il
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THE GOOD, THE _

Earth and Beyond

Will it succeed where Anarchy Online flopped?
Westwood thinks it will By Robert Coffey

nless you want to have your

head caved in with baolt

cutters, for the love of God
don’t call Earth and Beyond a space sim
in front of anyone fram Westwood
Studios, Seriously,

Gelling Earth and Beyond perceived as
the massively multiplayer online RPG that
it is and not as some joyslick-yanking,
steep-learning-curve sci-fi simulator is
Westwood's biggest hurdle. Because when
you look at it, you see outer space,
asteroid fields, nav buoys, spaceships
firing laser beams-gee, isn't that a space
sim? Nope. Not when the combal is
handled in a real-time, phased way like,
oh, Anarchy Online. And not when your
combat success is dependent on your

Spaceships firing ray
guns look a lot cooler than
dwarves in loincloths
whacking rats writh clubs.

gear, your abilities, and your character
skills like in, let's say, EverQuest. Not
when you're racking up experience points
to develop a unique character,

We spent some time playing on
Westwaood's closed beta and we couldn't
have been more impressed, For those of
us disappointed by Anarchy Online's
online pratfall, Earth and Beyond seems
to be the solid sci-fi answer Lo all those
elf-oriented online RPGs. The interface is
incredibly intuitive, easily trumping that
of any current online game (all those
years building the mass-market C&C
games has obviously taught Westwoeod
something). Graphically, Earth and
Beyond looks great, especially when you

32 Computer Gaming World

see the art for the new spaceships
created by Academy Award-winner Doug
Chiang, design director for Star Wars
Episodes I and Il and Terminator 2, Those
ships are currently being worked in to an
already visually rich environment.

Yes, we had our doubts. How could
Westwood, a developer arguably good at
just one thing (real-time strategy games)
pull off a persistent-world online RPG?
But our time spent just creating and
starting characters in the game was very
encouraging. Instead of thrusting us
cluelessly into an enormous, incompre-
hensible world, managing a character
with a bazillion impenetrable stats, Earth
and Beyond phases in the nuances of the
game so that early an there's no difficully
in getting a handle on your character and
little likelihood of making that killer stat
mistake. We really liked the in-game
tutarial, which had us learning how to
play while actively developing our
characters from the get-go. Sure, we just
blasted little evil drones and mined ore
from asteroids in the newbie zone, but
spaceships firing ray guns look a whole
lot cooler Lhan dwarves in loincloths
whacking rats with clubs.

Earth and Beyond seems to be doing a
number of ather things right. Death
shouldn'l piss you off too much-you'll be
towed back to a space station but you
won't lose your stuff or, more importanl,
experience points. A random mission
generator a la Anarchy Online should keep
you busy, and three ways to get experi-
ence (combal, exploration, and trade)
should provide a more varied playing

experience than the usual "kill everything”

model of other games.

We'll have more on Earth and Beyond
once the beta opens up..provided we stop
playing long enough ta write about it,

THE BAD

INTERPLAY ON

THE ROPES

The downside of The Good is

that Interplay has now lost

forever their fruitful partnership

with Bloware, whose RPGs had

single-handedly revitallzed the

company, With the recent depar-

ture of longtime CEO Brian Fargo,

the vultures are circling in full
 force; possibly meaning the end

Is near for yet another former PC

. gaming powerhouse,
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Rock, Scissors, Light Saber

What's your weapon of choice for Star Wars Galaxies? By Ken Browm

Ithough combat is often
limited in massively
multiplayer online games-

with most fights looking like the “1 hack
now you slash” routine of RPGs from
years aqo, combat in Star Wars Galaxies
promises to be anything but routine. In
fact, if the designers meet their goals,
Galaxies combat should make existing
online games look downright obsolete.

The designers appear to be making a
wholehearted effort to portray combat
in all the ways you'd expect. Want to
shoot starmtroopers with blasters? Fine.
Wield a light saber and lop off a Zabrak's
demonic head? Cool, Fancy yourself a
Wookiee wha's deadly with a bowcaster?
Go for it. To make all those things look
real, Sony is hard at work making

GAME

Aquanox

I A S |12 Sturmovik

hundreds of combat animations to
depict everything from fistfights to
blaster battles with Imperial Walkers,

In keeping with the Star Wars universe,
most of the combat invelves ranged
weapons, says producer Haden Blackman.
So the team is developing skills that deal
with various aspects of blasters and other
ranged weapons. These skills might
“increase your accuracy, improve your
rate of fire, or allow you to use better
weapons more eflectively,” he says.

All of the weapons will have default
attacks that allow you to respond quickly
to a hostile situation. Blackman says some
weapons will also allow special moves and
atlacks, such as a headshot or a dodge.
Damage will be based on hit locations, so
where you aim will be important.

A+ P A

T T e e L
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Fortunately, you can maneuver to try
to evade enemy fire. If you behave
defensively, you'll be harder to hit. You
can also protect yourself with various
types of armor, personal deflector
shields, and other defenses (use the
Farce, ya shnook).

But when all else fails, and your
blaster's fired its last bolt, you can
always go back to good old-fashioned
bare-knuckle brawling. Even in a galaxy
far, far away, sometimes a fistfight is the
only way to settle a score.

COMING SOON! The definitive, in-
depth story on Star Wars Galaxies.
We'll take you behind the scenes for
the world's first hands-on look at this
landmark game, Coming in the June
issue of CGW=-and nowhere else.

We're
trying to
malce
combat

feel very
cinematic."
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* NO RATING AVAILABLE AT PRESS TIME
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“One of the most innovative and appealing
cross-genre approaches yet.”
- IGN.com

“As if Renegade weren't unique as it is...
Command & Conquer mode definitely sets
it apart from the competition.”

- GameSpot

“...Renegade may well become the new
CounterStrike for many of us.”
- Electric Playground Online

~VICTORY"IS

“Action fans, this is one game you should
definitely wait for.”
- GameSpy.com

= Wl

“It is a-Command & Conquer fan's dream
come true.”

- PC Game Central

“Renegade is not a game to miss.”
- AVault.com

The list goes on. Now it’s your turn to experience for yourself the
intense first-person action of Command & Conquer™ at ground
level. Explore, drive, snipe and blast your way through the gripping
singleplayer campaign, then take it online in our exclusive team-
based multiplayer ‘C&C’ mode. You up to the task, soldier?
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Tac
Bre

Counter-Strike-style Unreal Tournament mod comes to
a store near you By Thierry Nguyen

ere's another instance of
the little guy growing into
something much bigger.

Tactical Ops, the action-packed Unreal
Tournament mod that plays a lot like
Counter-Strike, has proven so popular
that Infogrames is publishing it as a
stand-alone game. So even if you didn't
have Unreal Tournament (or if you did
but were too slow or lazy to download
this mod), you can pick this up off the
shelf and start taking out terrorists with
realistic weapons.

The main way this game differs from
Counter-5Strike is in the inclusion of the
more up-to-date UT engine, which gener-

ates fantastic-looking, great-playing levels.

The single-player game is a lot like UT's,
being essentially a bot-laden practice

5
s Out

session for eventual multiplayer matches.,
You join a team and have to either defend
and capture objectives or rescue and hold
hostages. Then again, the bots on your
team will actually obey you when you tell
them to cover you in a firefight.

Tactical Ops will also feature a host ol
new scenarios in combating terror that
were made specifically for the retail
release. New maps include places like a
deserted Mexican village, a mountain
complex, and even a mansion, Addition-
ally, netcode will be refined, and there
will be new skins and tweaks to the
various weapons,

Hopefully, the solid foundation the
free mod provided will make for a great
alternative to Counter-Strike. Walch for
it under the MicroProse label this spring.

There will be a host of new scenarios that were

36 Computer Gaming World

made specifically for the retail release.

Fwe Years Ago, April 1997

In his editorial,

CGW godhead

and all-around

teddy bear

| Johnny Wilson

predicted both

fewer games

in the future

! as well as the

coming popularity of online
gaming. As French companies
have engulfed U.S. development
houses and as game-producing
costs have risen, Johnny's
predictions have certainly
come|true. As for online gaming,
he was a little off on his
prediction that it wouldn't take
hold until 2005-but he was
dead-on about it being the
future of our hobby.

Ten Years Ago, April 1992
- Not exactly
F §§lm UTER our most
! compelling
Issue ever~
this magazine
even sported a
full-page ad
for a program
to help you
design your own model rallroad.
Created by the god-awfully
named Abracadata, the software
had the added feature of letting
you “entertain” yourself solving
the program's switching puzzies.
Far more entertaining was the
challenge in our rumor column
to find the three subliminally
hidden words on the Lelsure Sult
Larry 5 box.

Fifteen Years hgo, April 1987
In an interview
with real-life
baseball guru
Earl Weaver,
Earl Weaver
Baseball
programmer
Eddie
Dombrower

stunned our editors with the

revelation that his game based
play outcomes on physics as well
as stats. "Are you serious?"
blurted the boggled CGW
braintrust. Fifteen years later
every sports game worth its
silicon has adopted the basic
mode| of this Hall of Fame game.




PERSPECTIVE:
POST-MORTEM

By Bruce Geryk

Std Meier's
Civilization IIl

hen Civilization Il came out, mixed

in with all the accolades were a

number of complaints about some
big problems: insufficiently diverse citizens,
difficulty selecting things, and no playable
map of Earth. You might expect these sorts
of faults to bring down the average game. But
elther Civ Il is no ordinary game, or those
problems aren't as big a deal as the game's
detractors think.

Take my two roommates, for instance.
Neither one really pays attention to which
games are coming out, except to ask every
time | get a game in the mall, “Is that one
good?" Regardless of my response, they
invarlably move along to watch TV, do their
laundry, or go out with their girlfriends. So
imagine my surprise when both asked me
independently, “When Is Civ /Il coming out?"

'-AMD\SE SLA

wlbh a clever

3.__( o
rdsens  of
humor anda ;

| was even more shocked after my copy
arrived. Even though | was playing it for an
assignment, the two of them regularly
trooped into my office to ask, “Are you using
Civilization Il right now?" Once | had
finished writing, the game vanished Into the
basement, where we've set up a four-machine
LAN. A virtual war for the CD ensued, with
each of them playing at ridiculous hours and
trying to beat each other home so they could
grab It first.

Eventually, both were forced to buy their
own coples. One of my roommates is in
medical school, and he's overdue with a key
assignment. Yet every time I've gone to the
basement In the six weeks since the game
was released, I've seen his computer screen
filled with cities, rallroads, and military units.
I'm pretty sure he hasn't submitted that
paper yet,

| mentioned to them that | had heard com=
plaints that the game didn't feature a real
Earth map to play on, to which their response
was a simultaneous, "What?" The only
complaints they had at all were technical
bugs that either made the game crash or

A lot of gamers seem to equate
gamers" with “stupid people.”

%

unplayable. Otherwise, it was just fine.

A lot of gamers seem to equate “casual
gamers' with “stupid people,” but my
roommates are anything but dumb. The fact
that they were so completely hooked by
Civilization 11l shows that while Firaxis may
have come up with a spectacular design,
hardcore gamers will complain about any-
thing, Civ IIl was supposed to be a more
accessible game than the hardcore-gamers’
dream, Sid Meier's Alpha Centauri. Based
on my roommates' reactions, it seems like it
just might be.

iicasual

- uver 20 unique scenarios, : 4
for a well-rounded dlc!atunal
experien:e. iy

s 12 new buildmgs, 6 new 55
~edicts and 4 neW people...
Ahh, the raw clay which you
- shall mold in your mind' :

_ image. :

*An expanded Latin soundtrack.
(now over 2 hours!) allows
you to soak up even more
Caribbean ﬂavur. :

Suggestive Themes

Violence




ELATLITRIIII (25 2 parent, 1m concernea about | [/ rerearea
T the violence and adult content in few of my own

today’s computer games and I'd like suggestions for
to help solve the problem. more wholesome,

: family-oriented
A games.

by Scott McCloud

Everybody With today's exciting new multi- To add to the fun, -- 50 that -- before
loves finding player systems, children around Waldo could be you have to Waldo finds
that playful the world can be part of the equipped with a find Waldo --
rascal Waldo crowd, turning and turning concealed Browning
in a crowd. again in the shifting sea of faces. High Power

Automatic Pistol --

(P 'l-\“?’%% AT
e By

And here's an idea What kid

And what a great way to introduce Or how about Unreal
for preschoolers: wouldn't want to children to the basics of biotechnology! Miniature Golf? After
The Teletubby grow d loveable - dll, those online arenas
Breeding Farm! new Teletubby of Ha! Ha! Better raise the are already being used

: e their very own? oxygen levels, Princess, or he for murder and
{ % might be brain-damaged again! carnage...

SR

[ D-Daddy, why is he s-staring at me like that? )|

Now that murder and carnage can be ﬂnd of course, Irh For a more
put to more wholesome uses. adding deeply concerned with innocent kind of
a new element of challenge to the unacceptable levels romance, who

America’s favorite family pastime. of sexually suggestive better to star in
, 2 content in today’s their own game

i . 2

o ’

than Walt Disney's
Mickey and
Minnie Mouse?

Eal Hot Lead, Pussyl!
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W= EXTENDED PLAY:
!  HOMEBREW

By T. Byrl Baker

Homebrews of the Year!

t's Game of the Year time, and considering that |
I probably played mods, freeware, and shareware more
often than | did commercial games last year, it's only
fitting to dish out awards to the games and add-ons
that consumed the majority of my time.

layer Mod:
Dﬂrﬂf

g Runners-up: Marathon
- : Rampancy (Unreal
oA R £ %8 =8 Tournament), Urban Terror
NS e %, | ‘_‘5! (Quake i1}
Fos e G e S After hundreds of hours of
G ra n d Th eft Auto I I I play; I'm convinced that this WWII Half-Life mod is the
best multiplayer mod |'ve ever come across. Axis and
Allied teams are balanced superbly and handle snipers
ext month, PC gamers get 5 3 extremely well, The maps are among the best team-play
to see why all the PS2 : levels ever; all have excellent sniper hides, multiple routes,
gamers are hyping Grand S and plenty of cover to hunker behind as you reload or wait
Theft Auto Ifl, the maob enforcer sim- T e d for a grenade to blow. This Is a game in which you must
ulator we always wanted. You'll get : rely on your ears as much as on your eyes, listening for
missions like killing a witness, providing - snipers, movement, and the faint clank of a grenade
a getaway vehicle, or collecting pay- ) ¢ bouncing Into your position. The latest bulld, 2.0, adds
ments from underling pimps, but how : A g : more balance, better graphics, and more realism. It's a
you finish the missions is completely up - - i S=star experlence for free-you can't beat that.
ta you. You're given the freedom to
choose your approach-which car you there's better sound and graphics (no 3.--', w
want to steal or whether you feel like more jagged edges), so the already- : Mod:
destroying any authority figures in your superb PS2 title gets an enhanced look. %y W Runners-up: Azure Sheep
way. GTA Il gives PC gamers the choices Carjacking time begins next month. = (Half-Life), The Darkest Day
U (Baldur's Gate II)
b . Plenty of good Half-Life

GAME SALES . - single-player mods appeared
this year, but the most polished by far Is Poke646. This

2001- A s l Odl’s add-on is commercial quality in every way, with a com-
- a es sey pletely revised weapon set, beautiful new hi-res textures,
The best-selling PC games from last year and clever puzzles. Throw In a plot that Incorporates

Half-Life's storyline without making us trudge through

Despite the economic slowdown, PC GAME SALES GROWTH Black Mesa agaln, and you get the best single-player mod
lower PC sales volume, the c | s this side of a Neil Manke episode.

avalanche, and September 11, sales

FRE\!"IEW

volume of PC games for 2001 actually Hd

grew over 2000, Electronic Arts 3 ¥ Best Online Diversion:
batted .500 in 2001, an outstanding & Tie Between

average for any big league slugger or E Bejeweled and K'lﬂg
publisher. But the secret of their z Fu Chess

success almost comes down to one i Pop-Cap now calls the game

i ¥ v =
man; Will Wright designed the No. 1 [ " s ‘ 4 =| DIlamond Mine, but it's still
best-seller and four of the top 10. i L _i 1=l the same beloved Bejeweled
Source: NPDTechworld that became the most
. The Sims (EA) . The Sims: Livin' Large revolutionary action-puzzle game since Tetris. If you
. Roller Coaster Tycoon (Infogrames) Expansion (EA) want an even more cerebral challenge that will keep your
Harry Potter and The Sorcerer's The Sims: Hot Date reflexesion edge, give KungiFliChazs aishas Yo carl
T : ' move as many pieces as you like whenever you like, but
Stone (EA) Expansion (EA) you must walt until a timer counts down before you can
. Diablo Il Expansion: Lord of 8. Diablo Il (Vivendi) send a plece veering off In another direction, leaving you
Destruction (Vivendi) 8. Sim Theme Park (EA) vulnerable to counterattacks. But you can quickly slide a
. The Sims: House Party 10. Age of Empires II: Age of Kings plece out of danger at the last second, which lets
Expansion (EA) (Microsoft) you draw opponents into elaborate traps.
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If you need to escape the daily grind, come to Best Buy. You'll find tons of
games and you can play all you want. Which beats working through lunch.




E_EW Top 20 Gettin’ some

Harry Potter's magic proves stronger than even B.J. aCtiOn JUSt gUt

Blazcowicz's boots

a whole lot
easier.

Harry Potter + Christmas A virtual Hot Date still y
= Money beats a real-life rejection. Infected more PCs than
the "I love you" virus.

LLIEND -~ REDATOR

Rank Last Game Rating

Month
2 Harry Potter and the Sorcerer’s Stane Aoioiol
(528, Electronic Arts) t
I | The Sims: Hot Date Expansion Pack { odoiokly
i (527, Electronic Arts)
3 | TheSims i Yolololoke
($40, Electronic Arts)
5 Roller Coaster Tycoan i Yokokok
(521, Infogrames) '.
- i EverQuest: Shadows of Luclin Fokodoks s
(528, Sony} '
4 Backyard Basketball NR
(518, Infogrames) i
7 It Return to Castle Wolfenstein B 9.0 [k
| (857, Activision)
i Zoo Tycoon . b9 9 9 tokd
(528, Microsoft)
10 | Survivor: The Interactive Game b akgkaNake
(S18, Infogrames)
8 Backyard Football 2002 koo
(518, Infogrames) H
& i Sid Meler's Civilization IiI S 9.0.9.2.
i (545, Infogrames) 1
12 | The Sims: House Party Expansion Pack b 9.9.9 91
i (528, Electronic Arts)
I3 | The Sims: Livin' Large Expansion Pack R ¢ 0.9,
($27, Electronic Arts) i
15 | Empire Earth Forokokc
i (548, Vivend! Universal)
i6 | Roller Coaster Tycoon Loopy Landscapes Expansion Pack Fokodoks's
(519, Infogrames) H
16 g Bob the Builder: Can We Fix It | NR
{516, THO)
17 Sim Theme Park Yololdo't

(519, Electronic Arts)

Sim City 3000 Unlimited i Yokoioln
($28, Electronic Arts) :

}'\:-

6 | Backyard Baseball 2001
(519, Infogrames) : TurnOntheFun®

- | Madden NFL 2002
i+ (537, Electronic Arts)

L}
December 2001 retail sales results by NPD Intelect

5
i

BestBuy.com™

(& 2002 Best Buy
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Our latest guesses about when those games are finally shipping

trying to predict the next outrage to

come out of the Enron scandal. These
dates represent the best info we had at press
time. If you're a publisher, send us your
updates at cgwletters@ziffdavis.com. If you're
an Enron executive, go straight to hell.

E stimating software release dates Is llke

LASER SQUAD NEMESIS Just what are

the X-COM/Dreamland Chronicles quys
up to nowadays? Now that Dreamland
Chronicles is being finished by a different
developer, the creator of X-COM, Jullan
Gollap, is working with a new company on
Laser Squad Nemesis, a descendant of the
original Laser Squad. Mixing In elements of
both Laser Squad and X-COM, the game will

Age of Mythology Microsoft Sept 2002
Age of Wonders Il
The Wizard's Throne Take Two Spring 2002
Arx Fatalis Fishtank

Interactive Summer 2002
Asheron's Call 2 Microsoft Winter 2002
Beam Breakers Fishtank

Interactive Summer 2002
Bonestorm Okama Summer 2005
Call of Cthulhu Fishtank

Interactive Summer 2002
Chaser Fishtank

Interactive Winter 2002
Combat Mission 2:  Big Time
Barharossa to Berlin Software Spring 2002
Commander Jill Slardock Spring 2002
Conseal JoWood Spring 2002
Counter-Strike:
Condition Zero Sierra Spring 2002
Deus Ex 2 Eidos Summer 2002
Doom Il id Software Eventually
Dragon Empires Codemasters Spring 2002
Dragon's Lair 3D Blue Byte On hold
Duke Nukem Forever 30 Realms Spring 2002
Dungeon Siege Microsoft April 2002
Earth and Beyond Weslwood Spring 2002
The Elder Scrolls I11:
Morrowind Bethesda Summer 2002
Far West JoWood Spring 2002
Freedom Force Crave Spring 2002
Galactic Civilizations Stardock Fall 2002

[ new [ UPDATE

42 Computer Gaming World

focus on squad-level, tactical combat that
can be played in emall turns. The game Is
entering a closed beta at press time, and Is
well on Its way to make a winter release via
www.lasersquadnemesis.com.

NEVERWINTER NIGHTS Now that

Infogrames has picked this up,
development keeps rolling forward. Issues
such as compatibility with low-end machines,
patching, spell effects, and toolsets are the
main areas of focus. Co-lead designer Rob
Bartel commented online, "It's starting to
feel like an actual game.” Bloware is still
steamrolling ahead, saying that the game
will be able to hit its target of a summer
release date,

ig Azliir_éd';l':‘wmwi.ni“‘ ;

. GORE Remember that Homebrew column
about an independent first-person
shooter called Gore? Well, the team got a
publisher: DreamCatcher, the same outfit
that published Schizm, Dune, and other
adventure games. Looks like DreamCatcher
Is branching out to other genres besides
adventure. Expect Gore to ship sometime
this spring.

SHADOWBANE It's reached a key
milestone: closed beta. Two years of
design and play-balancing are now being put
to the test, as gamers of all stripes get their

chance to play it. Hopefully the closed beta
will be followed by an open cne In the coming
months.

Gl Combat Freedom Games

Inc, Feb 2002
Global Operations  Crave Spring 2002
Gore DreamCatcher  Spring 2002
Halo Microsoft Summer 2002
Heroes of Might and
Magic IV 300 March 2002
Hidden & Dangerous 2 Take Two Spring 2002
Hitman 2:
Silent Assassin Eidos Spring 2002
Hotel Tycoon JoWood Spring 2002
Imperium Galactica 3:
Genesis Spring 2002
Impossible Creatures Microsoft Summer 2002
Industry Tyeoon 2 JoWood Spring 2002
Laser Squad Nemesis Codo Games Winter 2002
Legends of Loch Ness DreamCatcher  Spring 2002
Lineage 2 Destination

Games Spring 2003
Lock On:
Modern Air Combat  Ubi Soft Spring 2002
Master of Orion Il Infogrames Spring 2002
Medieval: Total War  Activision Summer 2002
Midgard Funcom On hold
Might and Magic IX:
Writ of Fate 300 Summer 2002
Natural Resistance  JoWood Spring 2002
Neocron cov Spring 2002
Neverwinter Nights  Infogrames Summer 2002
Nexagon: The Pit Strategy First  Spring 2002
Outcast II: The
Lost Paradise No publisher yet Winter 2002

Planetside Sony Online Ent.  Fall 2002
Project 1GI 2 Codemasters Summer 2002
Quake IV Activision Someday
Reality Deathmatch  JoWood Spring 2002
Republic:

The Revolution Eidos Summer 2002
Shadowhane Ubi Soft Spring 2002
Sims Online EA Summer 2002
Soldier of Fortune II:

Double Helix Activision Spring 2002
Sovereign Sony Online Ent.  Someday
Spring Break Eidos Spring 2002
Star Trek: Activision March 2002
Bridge Commander

Star Wars Galaxies  Lucashrts Winter 2002
Star Wars Jed| Outcast:

Jedi Knight 1l Lucashrts March 2002
Star Wars Knights of

the Old Republic LucasArts Fall 2002
Tabula Rasa Destination Games Summer 2003
Team Fortress 2 Sierra Spring 2003
Thief 11 Eidos Summer 2002
UFO: Freedom Ridge Virgin Interactive Christmas 2002
Unreal Il Infogrames Spring 2002
Unreal Tournament Il Infogrames Fall 2002
WarCraft Il Blizzard Spring 2002
Warlords IV Ubi Soft Summer 2002
Warlords Battlecry I Ubi Soft Mareh 2002
World of WarCrait  Blizzard Eventually



“Dad, where is
Afghanistan?”

“Level 4, son.”

©2002 GT Interactive. All rights reserved, The ratings
icon Is a trad k of the Int ive Digital Scftware
Association. All other lrademarks and trade names are
the properties of their respecti Manuf
and marketed by Infogrames, Inc. New York, NY.
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. Never go aloneorur
af . SWAT officers n

Bright fights, dark {-
- places, The team stacks '
in the Neon Art Musm_lp.

SWATZ: URE

Peace through superior firepower...and teamwork. SWAT4 puts you at the center of |
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ith SWAT4: Urban
Justice, Sierra goes far
beyond just building
upon the success of
SWATS3. In fact, Slerra
completely rebuilt the technology and
vastly enhanced the design and
gameplay as well. Although the heroic
theme of the SWAT series lives on,
. SWAT4 projects a much more youthful
and progressive energy~you can even
hear It In the music.

SWAT4 revolves around the ugly cycle
of retribution among several gangs in
2006 Los Angeles. Movie sequences set
up the game's 16 missions so you don't
have to sit through the preassault
briefings. The missions are more
challenging than your ordinary good-
versus-bad shootout, especially when
gang violence breaks out in public
places and you must protect innocent
bystanders or rescue hostages while
apprehending uncooperative gang
members,

SWAT4 Is based on a fictional vision
of the LAPD SWAT team, as the game
uses tactics that are not “officially”
deployed by the real LAPD. However,
Sierra took great pains to ensure that
the combat tactics were technically
sound. What you see in SWAT4 Is
what real operators do. This game Is
certainly not Max Payne or Hollywood.

The rendering engine was rebullt
from scratch for this version. The new
lighting system creates richer outdoor
and indoor scenes by using a hybrid of
dynamic lighting and light-maps.
Dynamic lighting allows characters
and movable objects to cast real-time
shadows. Shadows projected by
hatched windows, jail cell bars, and
spinning fan blades are all pixel
perfect. When doors swing open, light

:rhe ;;Monr unne; look qmdl--ln
SWAT4’s new rendering engine.

PREVIEW

Gamers are treated to a whole new level of

replayability writh tools to edit the missions.

An enforcer and protector clear a room at the American Music Company's studios. Notice the shadows cast

by the characters and objects.

spllls into the darkness. Subtle
changes In lighting and noise provide
cues to which the characters will
react. The characters' heads wlll also
track the perceived threat. Skeletal-
based animations will allow faces to
reflect emotions such as anger and
surprise.

The SWAT4 environment provides
more Interactivity than SWAT3's. You
can climb ladders and operate elevators.
Glass can be shattered and doors can
be splintered. Many objects can be
moved and manipulated via SWAT4's
grip system. And in addition to fully
configurable firearms, other goodies
such as wedges, radios, booby traps,
and survelllance cameras splce up
gameplay.

Extensive motion-capture provides
the characters with a whole new
repertolre of realistic actions, such as
crawling, climbing, dragqing, grappling,
and butting, The characters have 32
hit-specific points that can trigger
appropriate animations. In career mode,
a thigh wound will be reflected In later
missions as a gimpy gait until it heals.

The Al promises to be Impressive.
Each team can have several “trailers,”
which are NPCs that you can Instruct
to provide suppressive fire, cover your
rear, or even drag out the wounded.
Making use of these characters and
working as a cohesive team Is the single
biggest key to success In this game.

SWAT4's Jump Start mode allows
Iimpatient newcomers to throw them-
selves Into the action, bypassing the
configuration that SWAT3 required.
Gamers are also treated to greater
replay value, thanks to tools for editing
entities, missions, and campaigns. -

The numerous multiplayer modes
allow up to 24 simultaneous players,
with teams of up to 10 players.
Multiplayer allows you to play bad
guys as well as hostages.

Stay tuned for more detalls as we
approach SWAT4's fourth-quarter
2002 release.

o
PUBIISHER Slerra On-Line DEVILOFER Slerra On-Line
UAl: www.swatuj.com RILEASE DATE Q4 2002

AN JUSTIC

a gang-infested future L.A. By V. Long
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PREVIEW

The gaunt Ashlander, the bleak
landscape, the meager shelter are
all indicative of the gameworld's
visual coherence.

While Morrowind
is designed as a
first~person game,
{ a simple keystroke
will let you check
yourself out in

third person.

{ -Tﬁltl;. ) ‘il_fér ruin looks 5

cool, but check out:that . _

axel'Who wouldn't like to

hack up some monster

with thatibastard?:. -
o

[

o pon

SOW

et's get this out there right
away: | hated The Elder
Scrolls: Daggerfall. The
enormous, meandering,
impossible-not-to-get-lost-
in random dungeons absolutely killed
that game for me. That said, | cannot
wait to play Morrowind. While the early
alpha version | tooled around in was far
from complete, it whetted my appetite
for what is almost inarguably the
largest, deepest RPG slated for 2002.°
Nowhere is that more obvious than
In the graphics. The real-time shadows
and day-night cycle add a layer of
believability lacking In most RPGs, but
It's the sense of culture in each region
that really makes the world, Traveling
through Tamriel (often upon the game's
glant Insect Stilt Strider transport
system), | was struck by how organic
the architecture looks—none of the
usual, "'slap a right-angled building on
the ground" crap here. The scenery
varles from region to region and yet
manages to hold together as a whale.
Marrowind's level of detall is dramatic.
The faces of the character models are

remarkably lifelike, exceeded in quality
only by the Knotted and pitted tex-
tures of armor in the game. But the
most welcome detall comes in the
game's dungeons. No longer will
Bethesda's flagship franchise suffer o
from the alienation of Daggerfall's
needlessly convoluted, randomly
generated time traps. Instead, the bulk
of the Morrowind dungeons will be
hard coded and handcrafted, making
for more focused jaunts, forays that in
some Instances can be completed in
less than 30 minutes of playing.

But don't get the impression that
Morrowind is going to be a high-speed
blitz through some half-baked RPG lite.
From the beginning, you're plunged into
the depth and the history of the
gameworld by answering a serles of
classlc Elder Scrolls questions to
determine your character. Conversation
with all the NPCs in the game Is deep
and rich, without the bogged-down
feeling you can get in needlessly wordy
RPGs. Stlll, there are a lot of words, and
thankfully Morrowind features a great
hypertext conversation/quest log that
puts to shame the logs of other games.

Unfortunately, the game was still In
need of some serious balancing when |
played It, so it's difficult to report with
authority on how the combat system
feels. But there was no denying the
warm glow of achlevement | felt when
the skills-based character development
system notified me that my sword skill
had gone up while | was whacking away
on a guard who had the temerity to
arrest me for killing an innocent man in
the street.

As promising as Morrowind appears,
it's got a way to go before completion,
and getting it In a workable state Is
going to be no mean feat. Bethesda Is
promising a spring release~here's
hoping they walt until it's actually
ready, probably mid- to late summer.

FUBLISHER Bethesda Softworks DIVILOHR Bethesda
Softworks Uil www.bethsolt.com
EINEE: Role-playing RELEASE AL @2 2002

<Gl S

Don't let its tidiness fool you-this is the biggest RPG world ever By Robert Coffey
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Take responsibility for your.ship’s fate in the heat of

_For the first time ever, take control as Captain of a
combat, evading, pursuing and engaging enemy ships.

Sovereign-class ship in challenging mission scenarios.

[ EVERYONE ' 2
H )"I\ T * ) o, MWTREDET
Violence |f STARTREKR.COM | wwwbridgecommander.com
- V\‘ ‘ @ ua‘mw |
ESRY S v

" Command from the bridge, interacting with your 3-D
crew, giving orders and managing individual stations.

Aéli'Vﬁon'.‘ _

activision.com

™, @, & © 2001 Paramount Fictares. All rights reserved. Star Trek and related marks are trademarks of Paramount Fictures. © 2001 Activisicn, Inc. and its atfiliahes. All rights reserved. Published and distributed by Activision
Publishing, ine. Aetivision is a registered trademark of Activision, Inc. and its alfifiates. Developed by Tolally Games., The ratings icon is a regi of the Digital Software Association. All other lrademarks
«ang trade names are the properties ol theif respective cwners. -
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Cate Archer
is back with
new weapons,
new bad guys,
and spruced-up

Al that's, well,
to die for.

no one lives forever

The opportunity to create a sequel to a wildly popular and
successful game is a luxury many game developers could
only hope for. Upon proving oneself, everything should

be easier: getting funding, setting realistic milestones,

and grabbing the attention of the journalistic hype
machine that's just waiting to gush over another of

your multimedia masterpieces. & %  Then again, as |

heard from multiple people when | visited Kirkland,
Washington-based Monolith Productions, "We don't

want this to turn into another Tomb Raider franchise.”

i = 22 Alas, success can lead to complacency and the
dreaded case of development-by-rote that has befallen
Lara Croft's once-great series. Monolith hopes that with
NOLF 2, they don't fall into this trap. Instead, they want to
develop a title that lives up to the expectations created by its
predecessor while making a game that is, for all intents and purposes, better
than the original. % % & Fire up GameSpy and look at the games
being played online, and one thing is abundantly clear: While the original
NOLF was widely lauded by gamers, they aren't playing it online. People
enjoyed NOLF because of its good story and the challenging and

By William O'Neal

entertaining Al opponents. Monolith knows this, and

accordingly they're spending a lot of time working on the

Al, ensuring that players will once again be entertained

and challenged. = % = "We've taken a different

approach with NOLF 2 than we did with the original

NOLF," says Cralg Hubbard, creative director at

Monolith Productions and NOLF 2 lead designer. He

adds, "We tried to design things so that instead of

scripting everything specifically, we'd give the Al cues

about how to understand the environment. The player

knows what they need to do, we just wanted to open

things up more and give them a wider range of options

as far as how to do it." To that end, the game's myriad

environments are designed with hints for the Al so that, in

Hubbard's words, "We were just able to let the Al go. #: = i In

addition to sprucing up the Al something fierce, Monolith is attempting to

facus the game more on stealth, and to make being stealthy more fun and

intuitive than it was in the first game. Hubbard says, “We've added the
concept of hiding places; when you come near one, you'll get a little indicaton

in this case a capital H, that lets you know that ‘you can hide here! " =




ENTER THE DRAGONESS

In one of NOLF 2's opening levels, Cate will have to sneak into a
guaint Japanese town to photograph a meeting between a couple of
nasty characters. How difficult could a photography assignment be?
Well, the place is being guarded by ninjas and you'll enter the complex

56 Computer Gaming World
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Me-row! Along with compacts that can decode secret mes-

sages and unlock doors, Cate will also have at her disposal
a deadly exploding kitty. Take that Aibo!

armed only with a taser. Along with a bevy of crossbows, swords, and
throwing stars at their disposal, the ninjas also have smoke bombs
that enable them to disappear, Half-Life style, In a swirl of leaves and
smoke, only to reappear ready to take you out,

b

It won't be just ducking behind obstacles. The
H will appear and flash, and only when it stops
flashing are you concealed. Once you're hidden,
an Al character can walk right up and won't see
you unless you move or make a sound. Speaking
of sound, Monolith has ensured that sound will
factor very heavily in the gameplay. "Pretty
much anything that you can hear, the Al can
hear," says Hubbard.

As stealth is so important in NOLF 2, being
able to access hiding places will be crucial, and
in many instances it'll be up to the player. “You
can create hiding places by doing things like
unscrewing light bulbs or breaking them,” says
Hubbard, “Breaking them makes a lot of noise,
though, while unscrewing them takes time. You
can also go into a room and turn the light off
inorder to create a hiding place, but if an Al
comes into the room because they heard a
sound, they'll turn the light on.”

Cate Archer Is Back
The game begins with Cate Archer in Japan,
and her objective is to sneak into a village and

photograph a meeting between two shady
characters, With evil ninjas patrolling the area,
she'll be armed with a nonlethal taser. You'll
immediately appreciate the importance of
stealth. "You start off the game with a taser
that won't kill anyone, but it can knock the Al
out, and they'll wake up after a while, so you
have to be careful,” comments Hubbard.
“[Mearly] anything in the environment can create
noise, so you can activate stuff or accidentally
bump into something and the Al will hear it."
After knocking enemies out, you can search
them ta get various things, including weapons,
ammo, and sometimes intelligence items, Other
games will blithely ignore fallen enemies, but
not NOLF 2. Says Hubbard, “"When the Al sees
someaone lying on the ground, they'll always try
to wake them up. First they'll assume they're
sleeping, but if the person doesn't wake up, then
they'll sound an alarm. If the person doesn't
react then, they'll check the pulse like they
did in NOLF or they'll try to kick them awake-
whatever's appropriate for their character type.
While Monolith will encourage stealth, they're



trying to ensure that it wan't be the anly way to
successfully complete a mission. “We're trying
to get rid of mission fallures," says Hubbard.
“While we were working on NOLF, | was playing
several different games. In one there was
always an easy way to recover, and that was a
lot of fun. In the other, the minute you were
seen, it was over.” Prior Lo beginning NOLF 2,
Monolith researched reviews about NOLF and
read forums in an attempt to find out what
gamers liked and disliked. Hubbard wasn'l
alone: Many people were put off by the fact
that, in the first game, it was often too difficult
to escape from guards once you were spotted.
In NOLF 2, there are now multiple levels of
alertness. Leaving dead or otherwise incapa-
citated enemies lying around builds up Al
awareness, rather than simply switching it

on. "Initially an Al will just be on alert and can
be surprised pretty easily, but once they've

heard a disturbance they'll investigate il,"
Hubbard says. "There are different levels of
disturbances; a bottle falling over or a doqg
barking will cause someone to come over and
check it out, but if they find a body or hear a
gunshot, then they'll start searching the area.
Once again we've provided them with cues
about where to look, for instance where hiding
places may be.”

Al That's Actually Intelligent

Another complaint that Manalith heard about
NOLF was that it was too linear. With that in
mind, they've designed NOLF 2 so that each
mission will have nat anly primary abjectives,
but secondary and tertiary objectives as well.
Secondary mission objectives may or may not
be necessary far completion, but they'll help you
gain experience points. Hubbard says, "In NOLF
we had an experience system and atlribules

NOLF 2is achieving frame-rates that are at
least twiice as fast as NOLF's.




ary strategy adventure

moves 631/0 nd e

and into the realm of_ revolution.

I

. a5
3 =
AN

Now
hero
hroops
You'll & (
6o atures 1 6 massive campaigns

and 24 RS,

ounter all-new heroes and ove

iy SO |
AMMITIT I T TR TILIL L M

lifelike
aphics, and
richly detailed landseapes, the adventine
map ¢ ™ IV combines
the: latest technology with the best features
of the classic strategy game

olution

‘ 2ms, stommon all your
strategic insight, tactical cunrng, and
leadership abilities to ascend (o the

thrane of this perilous new world!

World Computing, and Iheir respective logos, ara trademarks or registered trademarks of The 300 Company

2 2001 The 300 Company. All Rights Reserved, 3D0, Heroes, Hero
division of The 300 Company.

in the U.S. and other countries. All other trademarks belong to their




wwiw.nmightandmagic.com/heroes4

for more info. ML w

Visit weangsrh.org - ‘
H1-800-771- W e 1 e Pc SD@
or call 1-800-171-3172 T ﬂ” HUJJ]JUUIJJL

www.3D0.com




that would improve over the game, but you
didn‘t have any contral over that. This time
around we've exposed it so you can customize
yourself as you play. As you complete objectives,
you'll earn skill points that you can assign.”
Usually the secondary objectives will be risky,
but Monolith tells us that the rewards will be
high. Furthermore, there will often be rewards if
you complete an objective without killing
anyone, just to encourage stealth.

In a further attempt to avoid linearity, Monolith
is moving away from scripted scenarios; with Al
that is capable of wandering the world, they're
making sure thal each mission will contain
multiple paths to success. It also means that
playing levels multiple times will vield completely
different experiences, According to Hubbard, "In
NOLF one of the problems was that you could
lose Al, but it was very difficult. So we made it
easier this time, Whenever an Al arrives at a
junction, they'll have to make a decision about
which way they're going to search, And we can
weight those decisions. Obviously we know what
we would do If we were them, so we can weight
it so they'll be more likely to go this way, bul
they may go the other way. If you play it multiple
times, it'll be different each time.”

This also means that players can toy with and
even trick the Al For instance, let's say you open
a door or a filing cabinet; Al knows it's supposed
to be closed, so when they come into the room
they'll react. Furthermare, there will be scenarios
in which the player has to sneak around because
they're badly armed and the Al is heavily armed.
In these situations, opening doors and creating
diversions will help you avoid confrontation. On
the flip side, there will be times when you need
to search through filing cabinets: failing to clean
up afterwards will heighten the Al's awareness,
thereby causing more problems for you, Adds
Hubbard, “We wanted to open it up and give the
player more opportunities to decide how to
tackle a problem. They know what they need to
do, 5o it's a matter of them deciding how they
want to do it

Behold the LithTech Engine

NOLF 2 continues to impress on the techno-
logical front as well. According to Kevin
Stephens, director of engineering at Monolith
Productions, “NOLF used the same rendering
engine as Shogo, which came out about a
month before Half-Life, so that kind of dates it."
With that in mind Monolith completely rewrote
the renderer for NOLF 2. In other words, NOLF 2
is pushing at least 20 times more polys than
NOLF, while achieving frame-rates that are at
least twice as fast.

Because NOLF had such a wide appeal, there's
an added challenge in designing NOLF 2.
Everyone wants to create games that take advan-
tage of all that modern technology has to offer,
but it's important for designers to realize that not
everyone has a 2GHz system with a GeForce3Ti
card in it. Kevin Stephens says, "Some companies
say, ‘We're only going to run on a GeForce3.’ Like
id. And that's great for them. They can push
technology and do their thing. But NOLF is a
game that has a broad appeal, and we can't
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ignore the market. We can't build our game just
for the elite hardware owners.” Monolith is aided
in this regard by the LithTech engine’s ability to
scale for different machines. NOLF 2 will be able
to run on a low-end machine, but on high-end
ones it will run faster, and everything, including
the game's newly designed fire and water effects,
will look better. While Monolith understands that
technology is important, they're constantly
reminding themselves that story is king, and that,
in the words of Kevin Stephens, "Our approach
on the technology side is not to get in the way of
the content.”

What About My Buddies?

Monolith recognizes that NOLF isn't terribly
popular among the online community, but they're
haping to create multiplayer mades in NOLF 2
that will change that situation. While the game
will sport standard deathmatch, the designers are
also creating a cooperative multiplayer mode
that will allow groups to play together against the
Al. You won't be playing the single-player game
with a friend, though. Because NOLF 2 is so
story-based, Monolith believes that the single-
player game won't provide a compelling
multiplayer experience, so they're creating
special cooperative missions that can be
completed only if you're working with a buddy.

When Can You Play?

NOLF 2 Is scheduled to ship for the 2002
haoliday season, and with Monaolith's track
record for actually releasing games on time,
we're confident that you'll be playing this game
by Christmas. And it looks to be a worthy

been designed with the spirit of NOLF, but we
didn't want to make Tomb Raider 2. We
wanted to take the strengths and
build a game around those
strengths, and shore up all the
weaknesses.” From whal we've
seen, they're well on their way to
achieving that goal.

Right: Because the Russians
have you outgunned and out-
numbered, stealth will be an
important skill during the
Siberlan mission,

Below: Each of NOLF 2's loca- W\ ©
tlons will have distinct architec-

ture. Here we're in India. Look closely
and you may see Sarlta Choudhury and
Denzel Washington In a window.




"anardry 8 lives up
to the legacy built by W conroren
--seven games spannmg ' .
? two decades.”

“Wizardry 8 is a great
ending for a great series.”

. — Computer GammgWorId”ﬁ, :

* Explore a vast 3D world
filled with action, magic

and adventure. ]
* Choose a custom '
personality for each character
and hear them speak over

100 lines of dialogue.
* Battle over 300 types

- of monsters in some of
' the most intense combat
' ever seen in a RPG.

* Advanced creature \
A.L brings a new level £
of rcalisr__:_l' to RPGs. = Ay

Violence
Blood & Gore

"IMarl:h 2002, with permission.
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I've got strength in numbers...and in options.

Go online or call for
our |atest promotions.
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Inspiron™ 2500 Notebook

Practical and Affordable Mobility

® |ntel* Celeron” Processor at S00MHz

* 12.1° SVGA TFT Display

* 128MB Shared PC100 SDRAM™ (256MB Max)
« 20GB" Ultra ATA Hard Drive

* 24X Mayx CD-ROM Drive

* Intel Integrated 30™ AGP Video

* Sound Blaster* Compatible

& 5%WHr Li-lon Battery

= [ntermal Mini-PCl 56K Capabie Fax Modem

or as fow as $32/mo. for 45 mos’
$ 1 049 No payments for % days

for qualified customers

E-VALUE Code: 00819-800210m

Recommended upgrades:

* HP* 316C Digital Camera, add $149

* Notebook Surge Protector, add 529

* Dell™ Notebook Protection Backpack, add $79

Inspiron 4100 Notebook

Uncompromising Performance in a Thin and Light System

* [ntel Pentium® Il Processor at 1GHzM featuring Enhanced
Ine! SpeedStep” Technology

* 14,17 Ultra XGA+ TIT Display

* 256MB SDRAM at 133MHz (1GB Max)

* 20GB° Ulra ATA Hard Drive

* 8X Max DVD-ROM Drive

* 32MB DDR 4X AGP NVIDIA® GeForce2 Go™ 200 Video

» Sound Blaster Compatible Sound with Wavetable

* 59WHr Li-lon Batery with ExpressCharge™ Technology

* Internal V.90/56K* Modem and 10/100 Fast Ethernet Combo

or as low as $52/mo. for 45 mos”
$1 729 No paymenis for 80 days

for qualiied customers

E-VALUE Code: 00819-800217

Recommended upgrades:

» BX CO-HW Dove, add 899

= Partable Canon® BJC-85 Color Printer, add $299
» Targus Defeon Secunity Device, add §39

!nspiruﬁ 8100 Notebook

The Ultimate Multimedia Notebook

* Intel Pentium Il Processar at 1.2GHz-M featuring
Intel SpeedStep Technology

« 15" Supar XGA+ TFT Display

* 384MB SDRAM at 133MHz (512MB Max)

© 40GH" Ultea ATA Hard Drive

* B Max DVD-ROM Drive

* 32MB DDR NVIDIA GeForceZ Go 4X AGP Graphics

» Sound Blaster Compatible Sound with Wavetable

* 59WHr Li-lon Battery with ExprassCharge Technology

* |nternal ¥.90/56K' Modem and 10/100 Fast Ethernat
Mini-FCI Combo

or as low as $71/mo, for 45 mos
2379 No paymants for 90 da
for qualified customers

E-VALUE Code: 00819-800222

Recommended upgrade:
* 3-Yy Limited Warranty! 3-Yr Next Business Day On-Site
Service! Lifetime 24x7 Phone Suppan, add 299

Dell PCs use genuine Microsoft® Windows®

www.microsoft.com/piracy/howtotell

"Newe members anty, Must register for AQL within 30 days ol invoice, To avaid paying manthly membership fees, cancel during the G-momh promotionsl period. Even during promo period, telephene access charges on your phone bill
{eall your phone o, for details) and surcharges lor premium services and 800 access may apply, including in AK. Availability may be limited, especially during peak times. For new, 18+ U.S. members wilh major credit coard or

checking account only. Limited time offer.



Dell I Home Desktops

W

Dimension™ 4400 Desktop

Superior Performance, Smart Value

* |ntel Pantium 4 Processor at 1.60GHz

« 120MB DOR SORAM at 266MH:

 40GB" Uitra ATA/100 Hard Drive (7200 RPM)
© 177 (159" vis., 27dp) E771 Monitor

* 1608 ATI* RAGE™ Ultra Graphics Card

« 48X Max CD-ROM Drive

* Integrated Audio

* Harman Kardon® HK-195 Speakers

* 5GK* PCI Data Fax Modem for Windows®

or as low as $27/mo. for 45 mos"
899 No payments for 90 days
for gualibed customers

E-VALUE Code: 00819-500208

Dimension 4400 Desktop

Superior Performance, Smart Value

# Intal Pantium 4 Processor at 1.70GH:z

 126MB DDR SORAM at 266MHz

» 40GE' Ultra ATA/100 Hard Drive (7200 APM)

® 177 [15.9° vi.s., 27dp) E771 Monitor

* 16MB ATI RAGE Ultra Graphics Card

 24%/10X/40X CD-RW Drive with Roxio’s Easy CO Creator
« 58 Live! 1024V Digital Sound Card

o Harman Kardon HK-335 Speakers with Subwoofer
 56K' PCI Telephony Modem for Windows

or as low as $33/mo. for 45 mos?
1099 No payments for 90 days
for gualiied customesns

E-VALUE Code: 00813-500210

Recommended upgrades:

« 756MB DOR SORAM, add $70

o 177160 vis, Zhdp) P792 FD Tnnitron® Manitor, add $140

© 1BX/10X/40X CO-HW Dave with Roxio’s Easy CD Creator]
add £60

 Harman Kardon HK-385 Speakers with Subwoofer, add $30

Dell l Standard Features

Each DELL system shown here has a number of
standard features, including

* MS* Windows XP Home Edition
* MS Wotks Suite 2002
« § Months of Amenca Online® Membership Included’

* Dimension Dasktops show
1-¥r Limited Warranty] 1-Yr At-Home
1-Yr 24x7 Phone Support

* Inspiron Notebooks shown here mnclude
1-¥r Limited Warranty? 1-Yr Mail-In Semvice,
1-Yr 24x7 Phone Suppart

Recommended upgrades:

« Z56ME DR SDRAM, add §20

19 (1807 vis, P8dp) M1 Monitor, add $140

= Harman Kardon HE-695 Surroand Sound Speakers with
Subwoofer, add 530

» GAMB NVINA GeForee? MX Graphics Card with
TV-Out, add S40

Dell | Solutions

Software and Accessories

Printers and All-In-One Print Centers:

* Epsan® Stylus CB0 Calor Printer, $149 after 530 Epson
Mail-In fiebate [reg. $1791"

« Lexmark” 753 Color Printer, $129

* Lexmark X83 All-In-Ore Print Center that Scans, Prints and
Copies, $159

» HP Office Jet KED, $259

Scanners:
*HP Scan et 4400Cse Scanner, 399
* Epson 1250U Scanner, $169

Digital Cameras:

« HP Photosmart C318 Digital Camera, $149 after $50 HP
Mail-In Rebare {req. S1995*

* Kodak™ DX3600 Digital Camera, $299

Dimension 8200 Desktop

Cutting Edge Technology

w Intel Pentium 4 Processor at 1 BOGH:

» 256MB RDAAM

* A0GE' Ultra ATA/100 Hard Dawe (7200 RPM)

« 17" (159" vis, 27dp) E771 Momtor

» BAMB NVIDIA GeForce? MX Graphues Card with TV-Out

» 16X Max DVD-ROM Drive

® 16X/10%/40X CO-RW Drive with Roxo's Easy CD Creatar
(2" bay)

= 5B Live! 1024V Digital Sound Card

» Harman Kardon HE-895 Surmund Sound Speakers with Subwoofer

* 56K° PCI Telephony Modem for Windows

or as low as SA9/mo. for 46 mos.’
$ 1499 No payments for 90 days

for qualified customers,

E-VALUE Code: 00819-500214

Recommended upgrades:

& 15" (15.0° vis.) 1503FP Digital Flat Panel Display, add $310

» Turtle Beach® Santa Cruz” DSP Sound Card, add $40

» 24%/10X%/40% CO-RW Drive with Roxio’s Easy CD Creator
(2 bay). add §20

» (0GH" Uitra ATA/100 Hard Drive (7200 RPM), add $70

Service and Support

How
Dell system?

about some

of mind to accompany your naw

Dimension Desktop Service Upgrades:

* Upgrada Dimension Desktops with 1-Yr Ltd Warranty
1-¥r At-Home Service! 1-Yr 24x7 Phone Support t
3-Yr Lid Warranty! 3-Yr At-Homa Se and
Lifetime 24x7 Phone Support, add $139 (4400 and 8200)

Inspiron Notebook Service Upg
» Upnrade Inspiron Notebooks with 1-¥r Lid Waranty?
1-¥r Mail-In Service, 1-Yr 24x7 P Support to
3-Yr Ltd Wareanty! 3-Yr Next-Business-Day
On-Site Service! Litetime 24x7 Fhone Support, add $739

Everything you'd ever want in a PC starts right here. Whether you're looking for high-performance multimedia to take
on the road, or a versatile desktop that's perfect for home, Dell can custom-build a solution that is just right for you. And by
making PCs to order and shipping direct instead of using a middleman retailer, Dell is able to give you the very latest
technology at a low price, all backed by an award-winning service and support team that knows your PC like it's their own. So
go online or call today, and discover a better way of finding, buying, and owning the perfect computer. A better way that's easy.

Easy to buy. Easy to own. Easy as ML

Order the easy way. Visit www.delldme.com or call toll free 1-800-433-2757.

Koep your E-VALUE CODE
handy! It o
™ (i 4 1

VALUE




“...s0 just go buy it.”

Digital Games.com

@ 2002 Infogrames Interaclive, Inc. All Rights Reserved, All trademarks are the property of their respactive owners,
Sid Melar's Civilization®, Civ® and Civilization® ara U.S. registerad trademarks.
Firaxis Games is a trademark of Firaxis Games, Inc.




“Civilization 11l brings great

“Hello Civ III’ turn-based strategy gaming
; ; back to life with its solid
gooizy 2 gz;;lfneﬂd, \ . : _ design, sleek interface, sharp
. : ' ‘ artwork, unlimited

goo ye ]? 3 - vy, 4 :_;\"‘/ ~- > 4 ;‘/ - ) ?{ '\_. #,-’ ~ 4 .y/ replﬂyﬂbih‘ty, Opf.’ﬂ
gOOdbye kfe’ | o O o o }1. SR architecture, and epic

Computer . storytelling.”

Gan]ing World Computer Gamlﬂg World Gﬂl'l'](‘!SPO[.CDI'I'l | ()

“What can I say “.. this is the Civilization
except ‘bravol’” that we’ve been waiting for.”
GameVisions.com . Game Informer

AR

“To make

a long

stom suoth, COMPUTER GAMES MAGAZINE

Civilization 11 is a worthy

heir for the franchise and a “History bas never
definite must have for any - \ \ o el 35
strategy gamer who e S TS " L~ been S‘O add“?tf've'
doesn’t want us M A R N N Time Magazine

to make fun of them.”

B Next Generation

E ANIMATED VIOLENCE - I : ‘/' !
Www.civ3.com FIRAXIS %n%




1500 Pilot and command a platoon of _ _vw»énw

M1Al tanks to take enemy stronghold

1800 Go covert with sniper rifle to

assassinate enemy commander

[ (o -y

wat' In the most realistic = - Operate over 30 authentic military Create and share missions with the

' \combat experience ever, engaging and civilian vehicles, plus aircraft built-in Mission Editor and wage

le-player and squad-based, in immense 3-D environments war online in multiplayer action via
inear campaigns. totaling 100 square kin. LAN or Internet.

£ 2001 Bohemia Interdctive Studio an AN rights re 'Codemasters'™ and the Codemasters

Violence I ara Feqister by Boar Al o N1US demarks of Dtveloped by Bohemia
Iiteraciive Stud Hon: Al other copyrights or
trademarks are the property of their respe




OPERATION FLASHPOINT:
GOLD EDITION" UPDATES
THE CRITICALLY
ACCLAIMED #1
BEST-SELLER WITH:

» 20 new Russian missions
(Red Hammer™ campaign)

» 7 new single-player and
multiplayer missions

». New weapons, including
HIK G36 and Steyr Aug

»_ New_yehicles, including
Kivoaand MI63 Vulcan

»> Improved multiplayer
features

~ the Cold War play often.”
. could belthis @ = g5 0
much fun'?” o N

4505

FULLY UPDATED WITH
UNBEATABLE
MULTIPLAYER ACTION

THE SOVIET CAMPAIGN

werih 37,88

LnsHPQ“nT
CODEHASTERS coMm COLD WAR CRISIS

Codemasters éﬁ?ﬁl‘i’élﬂie

- WA o
R TP emmmes e S GENIUL AT RLAY

GEHIUS AT PLAY




: Cao Cao had became s0 arrogant after a

series of .qm_gk victories that he

completely underestimated his rivals. He

 suffered a huge defeat even though his

troops greatly outnumbered the opposing

: forces and he had lost his precious
portun’ity to seize the whole realm.

'-After the Battle of Red Cliffs, the
division of the fzalm into tbre.e. kingdoms
bega.n to take shape.

Features:

* Select from over 4o different Wamors skills.

* Multi-map system separates the: battlefleld
and city development.

* Tech-tree taken directly from the Three
Kingdoms period.

* Manage Domestic Policies, Dlp[omacy,
Trade and others affecting your Kingdom’s
overall state.

* Unique Profession-Transference system
allowing you to go from Laborer to
Sergeant and back if needed.

CECTT T . B s

ESRB

D001 Strategy First Inc. All rights reserved. Diragon Throne; Bactle of Red Cliffs is a trademark of Object Sofeware. All rights reserved. All other trademark and copyrights are the propertivs of their respective owners



We could try to paint a rosy picture.

e could put on our happy faces and do our little happy dance for you. We could tell you that everything”
great and that this was the BEST YEAR EVER for computer games! But would you respect us in the morning
So let's say this: 2001 sucked, Yes, there were some awesome games, and yes, there were some big sellers
hut between the dot-com crash and the console hype, hardly a day seemed to go by all year when PC qamerJ
didn't get a giant knee to the collective groin.
If there was one symbolic event, it was Microsoft's decision to release Halo for the Xbox only. Here we hav
he company most closely associated with the PC, yanking away the year's most anticipated PC game. {Yenh?
sure it's going to be ported-we’ll believe it when we see it.) If even Microsoft is settling its gaze elsewhere

hat's to stop everyone else? In fact, most of the big guys did let us down, either by chasing console dollar
or by releasing their games too early—or not at all-or by closing their doors completely.

Fortunately, it wasn't all bad. Not remotely. Many of this year’s best games just came from new an
nexpected places. We needed new blood. We needed fresh voices and idealistic designers who weren't
afrald to make their labors of love, market research be damned. So here's to this year's winners=al
fantastic games, all worthy winners in any year. 2001 sucked, but these games helped us survive it.

By the Editors of Computer Gaming Worl

The Very
Best of a
(Sometimes)
Great Year

iNnGampg

v
r




Your squad waits in
formation for your orders.

SPECIAL ACHIEVEMENT

GAME OF THE YEAR

I there's a Cinderella story in
computer gaming this year, it's got
to be Operation Flashpoint: Cold
War Crisis. For a game that barely
registered on our collective CGW radar
at the beginning of 2001 to wind up
winning our overall Game of the Year
award is nothing short of amazing.
Set in 1985, Flashpoint tells the story
of a fictional but highly believable
confrontation in a generic Eastern

Best Game That Didn't Win an Award

Civilization IlI

Almost any other year, Civilization Ill is Strategy
Game of the Year, If not Game of the Year. But
bigger Innovaters squeezed out this brilliant update
to a Hall of Fame

classic this year.

That said, Civ lll is

easlly one of the

top three games

this year and one

no gamer should be

without.

70 Computer Gaming World
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BOHEMIA INTERACTIVE

|

Operation Flashpoint delivers on

what we've been saying compu
games were capable of all this time.

European nation between the U.S. and
U.S.5.R. that threatens to spiral out
of control into Waorld War 1Il. As you
progress through the campaign, you
alternate among three characters: an
infantryman, a tank cr n, and a
pilot. The action, especially in first-
person-shooter mode, plays like a faster-
paced tactical sim (e.q. Rainbo ). But
the dedication to spot-on realisr Iy
drives Lhe visceral tension up a notch.

Things started buzzing when the demo,
released mid-March, quickly became so
popular that people started hacking it to
build their own missions. When we finally
got to taste the full European ion i
June, we knew we were onto s
and by the time the American version (v.
1.2) was released at the end of August, it
was pretty clear that a bona fide Game of
the Year contender had arrived.

Hell, nobody on staff except Scooter

ter

Manning a turret on an APC.

even remembered the p 2 did
back in '97, and that's only because he
wrole it. Little did we know that some-
where in what used to be Czechoslovakia,
Bohemia Interactive was quietly building
one of the most revolutionary games that
we would ever play. Revolutionary, but nat
unexpected. Operation Flashpaint delivers
an what we've been saying computer




games were capable of all this time.

Flashpoint's key quality is its open-
ended design. Sure, you have the
traditional constraints of missions and
campaigns, but once you're actually in a
mission, the avenues available to you to
finish that mission are literally infinite.
Vehicles are free to be commandeered,
and squadmales reply to complex orders
that can include everything from “follow
me" and "go over there” to "pick up that
weapon” or "get in that gun turret and
shoot anything that moves.” The beauty
of the mission design is that even if it
ducts you along a bit from point A to
point B by giving you specific orders, the
options for following the orders are
endless. You can walk, you can drive, and
hell, you can even [y,

This is best exemplified in one of the
single noncampaign missions. In that
mission, you start out in a courtyard
with a full squad of 12 soldiers. Your
mission is to defend three towns in
succession. Surrounding you are myriad
vehicles: a couple of tanks, a few APCs,
some trucks, and a Humvee or lwo. You
can choose any combination of vehicles-
all tanks, trucks with a tank escort-or

you can just go on foot. It doesn't
matter=the game is yours to create,
as long as you accomplish your main
ohjectives.

The excellent squad leader interface
allows you to give your troops or
vehicles such finely tuned orders that
at times the game almost feels like a
real-time strategy. In fact, Flashpoint
skirts several genres. On the surface
it is a first-person shooter, but peel back
the layers and you'll find a pretty hard-
core dedication to simulation, the afore-
mentioned strategy elements, and,
hecause of the setting, a believable
wargame. Flashpoint eschews all of
those constricting labels and provides
what is best described as a complete
gaming experience.

The only serious qualm we had when
choosing Flashpoint as game of the year
came oul of concern that the game may
be too hardcore for some gamers, Make
no mistake, Flashpaint is highly chal-
lenging. But once again, il's the open
game design that makes it all work. No
matter how many times a level may kick
your butl or seem insurmountable, the
endless variety of solutions will keep
gamers coming back for more, trying to
find the solution that works (although
there's never just one). Flashpoint has
replay value in spades.

The only game to come close to chal-
lenging Operation Flashpoint for our
award this year was the excellent
Civilization lll. In the end we decided to
go for the game that was more innova-
tive and more unexpected over the
game that was polished and addictive,
but was ultimately just the next iteration
in a beloved yet familiar franchise.

The real challenge, however, came
from a faction of CGW editors who didn't
want to give a Game of the Year award
at all, out of disappointment al the
(apparently) losing battle that PC games

Commander (Poop): "KEEP FORMATION™

Tanks for the memories.

GAMES OF THE YEAR

Past Winners

The Sims (EA)
Unreal Tournament (GT)
Half-Life (Sierra)
Jedi Knight (LucasArts)
Diablo (Blizzard) .
Gabriel Knight 2 (Siexra)
X-COM (Microprose)
Doom (id Software) °
Links 286 Pro (Access)
Civilization (Miczoprose)
Wing Commander (Origin)
) Railroad Tycoon (Microprose)
SimCity (Manxis)
Empire (Interstel)
_Earl Weaver Basketball (EA)
Ultima IV (Origin)
Kampgruife (SSI) -
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are fighting against the consoles and at
the sorry state of the highly anticipated
games that came oul this year (Return
o Castle Wolfenstein, Tribes 2, elc.).
However, the winning argument in the
debate pointed out that few of the
category winners were highly hyped
behemoths from big developers or
publishers. Rather, they were all inno-
vative and unexpected games that
showed what PCs can do that consoles
still can't (and probably never will). It
may have been a bad year to be a big-
name PC game developer, but it was a
hell of a year to be a gamer.
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BEST

i he Colc
headless Croatians, and
bursting naissances.

BN arare year, being pert ong

of the best years Lthe action ge has
seen, Usually, one title just dominates,
much as the Cyberdemaons of yore did

back in the Doom days. This year, every
nominee was sprinting to the top, but we

Best Gaming Moment

Aliens vs. Predator 2

Instead of Killing or

conquering some=

thing, 2001's best

gaming moment

Involved maturation

and growth. We're

talking about the

moment In Allens

vs. Predator 2 when

you, as a fledgling allen chest burster, chew your
way through some chump's rib cage and erupt out
In cozing postnatal glory, AvP2 replaced John Hurt
as the authoritative source for all your chest-
bursting needs.

SPECIAL ACHIEVEMENT

72 Computer Gaming World

Acld-spraying terror
straight from the
fiims awalts you.

NOMINEES: MAX PAYNE - OPERATION FLASHPOINT
SERIOUS SAM - CLIVE BARKER'S UNDYING

did manage Lo narrow it down to just
one: Aliens vs. Predator 2

The prize could have y gone to
Max Payne, that guilty-pleasure third-
person shooter with the slickest effect in

“This bullet-time thing is

Vill it even help the
hat we got was a feature that
not anly made the game as stylish d
John Woo flick choreographed by Yuen
Wo-Ping, but also became a necessary
tool for winning. Sure, Max Payne was
the short side, but did we really need

nore hours of vigilante cop justice?

Max Payne, if anything, hit the sweel
spol for length. Bul the storyline kept
teasing us with interesting places, and
then ended up in the most mundane and
predictable of clicl The mazes alone
were enough Lo shave off points toward
the award.

Operation Flashpoint could have bee
a shoo-in for this calegory, no ques 5
asked. If you wanna know why, just read
the Game of the Year write-up. But
because that game already got the top
honors, we decided lo another
deserving game in this category some
props.




Serious Sam is a great example of the
overall trend among the winners: Little
guys making great games. Being nothing
mare than a brighter version of Doom,
Seripus Sam planted tons of "frantic
action feeling” into a S20 package.
Serious Sam takes us away from the
dreary space corridors and castles of
previous games, plants us in the light-
filled deserts of the outdaors, and packs
those exteriors with enemies galore. But
as much as we like rewarding the little
quy, Serious Sam misses out an top
honors because, well, it is just Doom for
the year 2001.

What sets apart Aliens vs. Predator 2
is both the intricate plot and the great
design elements used to portray the
three species. Even the stalwart Marine,
locked in first-person-shooter mode, is
given the style characteristic of the
Aliens film, and provides the tension and
fright from the best scenes of that film.
Hop on over to the predator side, where
you can lake a slower, more diabolical
approach playing the very thing that's
hunting your Marine comrades in the
Marine campaign. Finally, who could
deny the joy of playing the slinky aliens,
scurrying from wall to wall and biting
the heads off their enemies?

All of this great action design was
complemented by the talent of Mono-
lith's stellar scriptwriters, who applied
the lessons learned from NOLF and
made tight, interesting dialogues and
plot points. Monolith deserves praise for
ditching the traditional shooter story-
telling technique and completely fiddling
with the gamer's sense of time and
memory instead. Mo, the LithTech Talon
engine isn't as smooth or polished as
either the Unreal or Quake engines,

ey

Face-hugging twits ;mline
isthe best.

e were damn close to
just giving this award to

GAMES OF THE YEAR

NOMINEES: OPERATION FLASHPOINT - RETURN TO CASTLE
WOLFENSTEIN + COUNTER-STRIKE « IL-2 STURMOVIK

different play styles. And that's not to
mention the ather interesting modes

built into AvP2. Yes, the netcode at first
release was poor, but in the world of
online gaming, patches come and go, and
with the patched netcode, we found that
we just had the maost fun when it came

Caunter-Strike again.

It's so refined and
addictive at this point that you can
always find a stray CGW editor sitting
in the lab, CT-ing or lerrorizing to

especially when it comes to the netcode,
but that doesn’t detract from the
gameplay. Playing through all three
campaigns is like playing three separate
games, and who could resist thrills like

using a Marine Exo-Suit, jumping on
someone with the predator cloaking
device, or snapping at someone with the
alien’s little tonque-mouth?

For presenting a fresh way to play a
first-person shooter and for making bold
strides in storytelling for shooters,
Aliens vs. Predator 2 easily snatches the
title of Action Game of the Year.

:

Just llke hunting Arnold in Predator.

his heart's content in cs_dust2 or
cs_italy or whatnat. There were,
however, some other nolable con-
tenders in the category, such as Return
to Castle Wolfenstein and even IL-2
Sturmovik.

surprisingly, what ended up gripping
the CGW editors most was Aliens vs.
Predator 2, We do think thal RICW's
addition to team-based gaming is a noble
accomplishment (and it worked out of
the box), bul Lthe other maps didn't quite
have the comph that the demo map of
the beach assault had. Slurmovik's
feature allowing multiple crewmembers
in one craft sounds great, but there were
still many editors adverse to the idea of
playing an ald-schoal flight sim.

AvP2 grabbed our attention by taking
class-based multiplayer gaming and
upping it with multiple species; it's not
only a matter of carrying different guns
and items, you also have lo conlend with

to lace-hugging/smart-gunning/cloak-
and-slashing each other.

ACHIEVEMENT

SPECIAL

Best Weapon

Return to Castle
Wolfenstein's Flamethrower

We hate to say it's the best thing about the game,
but unfortunately it is.
Squirting stream after
stream of realistic-
looking volumetric fire
out of this baby took us
back to our adolescent
hobby of lighting our
OWN...er, never mind,
there might be some
Impressionable types
reading this.
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All the pretty hors:

—d
ICH CANADR DL

ever mind for a moment
that Sir-Tech's Wizardry 8 is
our hands-down winner for
Role-Playing Game of the
Year and an absolute classic of the
genre. We'll gel to Lhal. Firsl, let's just
marvel at the fact that this game exists
at all. Because for years Wizardry 8 was
the RPG That Time Forgot, a game in
development for forever that seemed

o o

es...shall dle.
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NOMINEE: ANACHRONOX
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It's an old-school, turn-based,
unapologetically hardcore labor of
love from veteran gamemalers.

doomed o never see the light of day.
We put Wizardry 8 on our cover way
ck in 1998, thrilled to preview the
instaliment of one of gaming's
most venerated series. Along with
Ultima and Might and Magic, Wizardry
formed part of PC gaming's grand
triumvirate of brilliant, hardcore RPGs.
Our hopes were high.

Sadly, though, as the "90s wound
down, all three series seemed to be
petering oul. Ultima went down in
flames with the woeful Uttima IX, 300
seemed intent on milking the Might and
Magic franchise to creative death with a

of hasly releases, and Wizardry 8-
well, where the heck was it?

After our cover story, Sir-Tech, despite
the series’ pedic suffered the
ignominy of not being able to find a
publisher for Wizardry 8. No one wanted
it. Its time had passed. We had Diablo
now. Baldur's Gale. EverQuest, No one

CIAL ACBIEVEMENT

SPE

Best Use of Humor

Anachronox

Before they flamed out
this year, lon Storm finally
managed to get Anachronox
out the door-and it was
worth the effort. Tom
Hall's eplc RPG was
bursting with laugh-out-
loud, throwaway dialogue
and cut-scenes that, as

in the best LucasArts
adventures, had nothing to
do with the story but
everything to do with
keeping us entertained. A
classy exit for gaming's
favorite whipping boys.



wanted to play an old-school, turn-based
dungeon romp from a crusty old Cana-
dian game company. So, Wizardry 8
vanished, and we forgot about it, like
everyone else.

Everyone except Sir-Tech.

This year, at long last, through sheer
determination, Sir-Tech found a way to
get Wizardry 8 out the door. There's still
no publisher: They're just distributing it
directly through Electronics Boutique.
We had to go buy it at EB just like you,
and we're not used to that. But the great
and frankly astonishing thing we all
discovered was that Wizardry 8, after
all these years, was worth every penny-
and then some.

Wizardry 8 is an awesome achieve-
ment. It's an old-schoal, turn-based
unapologetically hardcore labor of love
from veteran gamemakers who knew
exactly what they were doing. No
wonder publishers were scared=this
game is the epitome of uncool, But
these days, as far as we're concerned,
that makes it 10 times cooler. We haven't
played an RPG this deep and challenging
and so unabashedly dorky in years. As
with their great Jagged Alliance series,
Sir<Tech has shawn their uncanny ability
to make extremely tough games that
maintain a great deal of charm and a
winning sense of humaor. (And you can
credit the hilarious voice acting for
much of that.)

Wizardry 8 is everything longtime fans
could have hoped for, picking up right
where the series left off, but it's
accessible to newbies as well, Amazingly,
you can still import your S-year-old Wiz
7 party, The level and dungeon design is
top-notch (check out the city built in
trees), and the combat system, as always
with this series, is complex but not over-
whelming. The game is surprisingly
great-tooking, oo, given its old-school
roots, with a very clean and modern 3D
engine that more than does the job, We
would have sellled for less.

If indeed Sir-Tech doesn't make any
more games, as they've publicly stated,
then it's a bitlersweet ending indeed. But
instead of mourning the loss, let’s
celebrate Sir-Tech's achievement with
Wizardry 8, the best RPG of 2001
Against all odds, they've capped off a
legendary series with class.

Sir-Tech's achievement is even more
surprising given how many other RPGs
we were anticipating instead. Last year
at this time, we were positively drooling
over NeverWinler Nights, Dungeon
Siege, Morrowind, and Arcanum. Of the
four, anly Arcanum even came out, and
it just didn't match our expectations.
Ironically, our only other candidate in
this category this year was Anachronox,
another game in development for
forever, from another company no
longer making games. It's hilarious,
too-and well worth your time.

GAMES OF THE YEAR

Epic battles like this one
against Demogorgon helped
usher TOB to victory.

-

PUBLISHER: INTERPLAY DEVELOPER:

ost expansions are just
haslily slapped-together
scenarios thrown onto a
disc and sold for a pretly
penny. Expansions that truly expand the
original game are rare; usually the one
expansion we find that does so ends up
the winner of this category by default.
But this year, we're happy to report that
we had no fewer than three nominees
that are all stellar examples of expan-
sions. Each one brought their respective
game to a new level, and would have
easily won this calegory in years past.
Rather than merely add new crilters,
the Diablo Il expansion upped the game’s
resolution and added two new character
classes, an enlire acl, and aboul a
bajillion new items and monsters. It not
only extended the current game, it also
added new elements while maintaining
the elegant balance that Blizzard is
known for. Hot Date added the one thing
The Sims players clamored for, which was
the ability to actually leave the house.
What ultimately gave Throne of Bhaal
the nod was that after adding new spells,
abilities, a class, and a dungeon, it

BIOWARE

NOMINEES: DIABLO II: LORD OF DESTRUCTION
THE SIMS: HOT DATE

offered up a classy ending to the entire
Baldur’s Gale saga. Throne of Bhaal did
what Ultima (X should have done: provided
a great send-off to an established
franchise. It's a superlative, satisfying
reward for those who shepherded their
little hero all the way from BGI. For
providing such greal content, and
capping off a great series with such a
greal ending, we give the award to
Bioware for Throne of Bhaal.

Biggest Flub by CGW

Black & White
Review

What can we say? Maybe we ate some bad
meat. All we know is, it's hard to agree now
that Black & White deserved the five stars
we gave it in our original review. Sure, the
Al was Impressive, but after that stopped
dazzling us, we discovered, belatedly, a
bigger problem: It's boring. Unless you really
like slapping monkeys.
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EVELOPER:

very year, we hope to see games
that are unig
to new, unexplored heights; and
thal revolulionize and reinvig-

orate their genre. Timegate Studios
obviously listened and created such a
game. When Kohan: Immortal Sovereigns
was released so many months ago, it

was clearly a small game,
megabuch

icking both
ks marketing and the hype said

bucks are spent for. But it was also
immediately abvious that Kohan took
Lhe entire genre in new directions. This
game represents both an evalution and

a revolut

ion for strategy gaming.

Kohan's Innovative use of companies adds order to RTS play.

78 Computer Gaming World

TIMEGATE 5TUDIOS

that take games

It might look like a tradi-
tional RTS, but Kohan's
innovations were a
breath of fresh air.

NOMINEES: CIVILIZATION III - FALLOUT TACTICS

MONOPOLY TYCOON - STRONGHOLD

It was immediately

obvious that

Kohan took the entire strategy genre

in new directions.

Kohan's resource management scheme
emphasized supply and demand over the
traditional micromanagement of units.
Ralher than having all four nimrods run
back to your city and dump your ore
fwoad/doubloons at the right place and
the right time, you have to contend with
the bigger picture of how much income
you have and whether a deficit is going
to bite into the surplus of your other
goods. Instead of maniacally clicking for
your resource gatherers to stop being
lazy, you have lo consider whether you
can afford another company.

Yes, a company. No, that doesn't mean
a bunch of units that happen to be near
each other; we're talking about an
organized combat unit. With fully cus-
tomizable companies, you can dictate
whether t archers stay in the back
or boldly walk in front. Because com-
pany composition requires different
types of resources just Lo stay active
(the upkeep), that whole "rush with just

one type of unit” tactic doesn'l work
anymore. Bul while rushes don't work,
smart company planning daes, as the Al
will then act on your behalf in the most
appropriate manner. That's right, it'll
make sure the individual units within

Best Music

Tropico

It's the rare game that
makes you want to get up
and groove, but Tropico did
Just that. The game's brilllant
Bachata music captured the
atmosphere of a poor banana
republic and made you feel
like Latin rhythm was In
your blood, It was easily

the year's most evocative
soundtrack.

ACHIEVEMENT

SPECIAL




the company don't do anything stupid-
50 you won't have archers running

in and punching things, or cavalry
impaling themselves on opponents’
pikes. You have only to worry about the
grander tactics, like retreating, routing,
and making sure the economy heeps
flowing. Add to all that the zone-of-
control rules that dictate, depending on
terrain and company, where attacks can
be initiated, and you realize that there
is a lot of game underneath the hood.
It was almost like a mix of the best of
turn-based classics, like Heroes of
Might and Magic with the real-time
trappings of Myth.

Strategy tends to be a stuffy, self-
replicating genre full of copycats and
mimics. Someone gets a good Idea every
couple of years, and then every yahoo
tries to capitalize on that good idea.
Recently, though, the genre has boasted
innovation and refinement across the
board. Civilization Il was another fantastic
candidate, Many feel it's the best game so
far in the series and is the new benchmark
for turn-based strateqy games. The

It's a beautiful day for hunting bad quys.

addition of culture and other gameplay
advances further perfect the game, but
ultimately, Civitization lIf is more evolution
than revolution for Sid Meier's tried-and-
true award-winning formula.

Monopoly Tycoon and Stronghold
were both extraordinarily creative and
unique, with new settings for gameplay.
But due to their limited scope, they never
attained the level of true brilliance.
Tycaan gave traditional Monopoly a depth
that was unimaginable from the board
game. Stronghold took players to a
medieval castle and gave closet barons a
chance to try their hand at running a
virtual citadel. Fallout Tactics charmed
many an editor at the office, fusing the
best parts of Fallout with the tactical
savvy of a Jagged Alliance or an X-COM.

But while each of these games was a
worthy contender, the ultimate contest
came down to the behemaoth that is
Civilization Il and Kohan. As much as
we love Sid, we have to give the nod
to the little quy who managed to infuse
the genre with innovation.

BEST WARGAM

here hasn't been a PC wargame

about tactical combat in

Vietnam in almost 20 years,

and after so much lime, it's nice
to see such a worthy game. John Tiller's
Vietnam: Squad Battles manages to be a
compelling wargame that focuses on the
things that matter: the soldiers. Far from
being a bland, heartless conversion of
Mazis to Vietcong, Tiller's game shows
that there's still some life in traditional
wargaming systems, While the game’s
engine isn't particularly innovative or
special, the scenarios and setting create
an atmosphere much different from the
dreary accounting exercises now passing
themselves off as wargames.

It's not nearly as revolutionary as last
year's winner, Combat Mission, but VSB
makes it possible to get excited about
your unils, lo sweal out your mission
objectives, and do all the other basic
gameplay things that wargames have
been delivering in smaller and smaller
quantities these days. Much of this comes
down to how Tiller uses key design
elements like support weapons and squad
composition, which shows that a good
designer can still teach an old system
new tricks.

Unfortunately, the rest of computer
wargaming seems stuck in 1970. Instead

PUBLISHER: HPS SIMULATIONS DESIGNER: JOHN TILLER

GAMES OF THE YEAR

| =

They're not just counters~
w, Squad Battles makes you
care abhout yourmen,

NMOMINEES: SHOGUN: TOTAL WAR, WARLORD EDITION

of new designs, gamers are being offered
what amount to new scenario sets based
on tired engines (Bulge '44, Divided
Ground) that have not only existed in
computer form for some time, but are
descended from paper-and-cardboard
games that go back decades. While
boardgame designers continue to
innovate, computer wargames seem
frozen in time. Calling Mark Herman,
Richard Berg, and Kevin
Zucker: Computer
wargaming needs you.

Best Enemy \ o«

Serious Sam

The best enemy of 2001

wasn't some sneering

demonlord or crazy

automaton, but a soldier |

who, despite having no

mouth, managed to scream

his way Into action gaming.

Serious Sam's headless

kamikaze soldler, from the moment he
appeared on the demo, was by far the
most memorable foe of the year.
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BEST ONLINE GAME

Fl ..

“LOPER: MYTHIC E} nIB " | NOMINEE: ANARCHY ONLINE
I was supposed to be a revolution, m
dammit, We were supposed to be moc a“ alnm m&m
bombarded with an amazing slew of me I
ol massively mulliplayer online m gﬂl’l‘lﬂp‘ﬂ,} “‘Iﬂylw
role-playing games thal would offer =
different experiences. We were supposed twedmd everym w m M
to be jumping into the heart of battle in L]
orld War Il Online, driving hover-cars. a mtl‘l e!@m
and zapping things in Anarchy Online,
and engaging in all sorts of weird ground by launching too early and in a y -
Arthurian horseplay in Dark Age of broken state. When the dust f:om these h ey X
Camefol. Bul many promising games massively multiplayer mete X

ended up burying themselves in the the two left standing were one klnda
neal sci-fi MMORPG and one really

T polished one.

B‘gge“ Patch What aboul DAoC that captured
- both the CGW staffers who bother
P W |d W | | getting into these games in the first
i OI: a r place and even some non-MMORPG fans
= On | | ne p in the proce Did it bring £Q gameplay
: . lo the elusive Next Level? Well, not
w | Tens of thousands of gamers took home a really. Instead, what DAaC offers is an
E copy of World War Il Online and were amazing refinement of the base EQ just run out into the wild looking for
w | greeted with a 76MB patch. Many gameplay; they've tweaked everything your corpse, which probably still
= | downloaded It and eventually gave up and made DAoC a smooth experience. surrounded by what killed you in the first
w1 | anyway after enduring terrible performance Remember sitting around EQ, v § place? DAoC steps in and fixes those
& | problems and numerous bugs. Rather than your feeble Elven mind to memorize annoyances; you usually have to sit
: being credited for its ambitiousness, WWII another SoW or some other f.poil £ d for only three minules at most,
B | Online will be remembered for having the acronym? Or getting whackec e as health, mana, and stamina recover
; worst online launch yet. Dark EI d then having to either beg a briskly, and when you die, you lose only

bard or necromancer to help you out or some of which you can gain
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back by finding your grave and praying at
it (your loot is still on you), Looking for a
group of likesminded fellows to band
together and kill critters with? Instead of
spamming the chat window with inane,
acronym-filled /Shouts, just hit a menu
button that will filter and present every-
one wha is looking to group up with you.
Even though the control scheme is an
the arcane side (F6 to initiate combat?
Who thought of that one?), the onscreen
interface is very clean and customizable.

The gameplay refinements were wel-
come, but even better was the smooth
launch. People could register their
accounts, the servers were online, and
you could actually jump in, run around,
hit things, and whatnot. Contrast that
with games requiring a massive patch
essentially containing the core engine
(cough World War Il Onfine cough) or that
had quirky combal and missionfquest
bugs (Anarchy Online). Except for a few
minor problems, DAoC was as smooth a
launch as we could have hoped for.

You could criticize the game for not
providing the most compelling high-level
content. | mean, you can go on dragon
raids in EQ, but you're mostly stuck to
fighting other high-level dorks in DAoC.
While the high-level, Realm-versus-
Realm content could stand some
improvement, there are so many other
classes and races to play=with such wide
variety among them-that you can gel
your maney's worth just going in and
replaying as all the varieties of classes
until level 20 or so. Let’s see if Mythic
can keep up the pace and give us high-
level dorks something more than each
other to kill.

For fixing basically everything that
was ever annoying about £Q, and then
proving that a new MMORPG doesn’t
have to be a free-falling bomb at launch,
we're giving kudos to DAoC for being the
Online Game of the Year.

hile High Heat 2002
wasn't the improvement
i that HH2001 was over
[ i HH2000-and made
nowhere near the brilliant leap that
2000 made over 1999-the High Heat
franchise did see another significant
upgrade in its hallowed line of baseball
sims this year. High Heat Major League
Baseball 2002 is still the best simulation
of our national pastime on any platform.

High Heat 2002 took the already excel-
lent stats engine and sharp pitcher-batter
interface from earlier incarnations and
slapped them into a brand-new graphics
engine, Players and stadiums look better
than ever, thanks to higher polygon
counts, But what made gamers feel as
though they were watching a real game
were the added animations: Base coaches
waving runners in and first basemen
strelching to dig throws out of the dirt
added a lot of authentic flavor to the
game and made for an immersing
experience,

The Lruth is that we almost didn't give
an award in this category. The enlire
genre has been in steady decline for
years, with lewer games living up to any
level of quality that PC gamers expect.

GAMES OF THE YEAR

DEVELOPER: 3D0O | NOMINEES: CHAMPIONSHIP MANAGER * COLLEGE YERRS - ER SPORTS GAMES

And those that do seem to be coming
from the fringe. Forget about the EA
Sports games, the only real contenders
this year to High Heatl's throne were a
couple of old-school text-based games.
We really respected Championship
Manager, but the subject matter was
over our ignarant American heads, and
The College Years' innovations were
impressive, but the game just came up
short. So High Heat takes the crown in
a woefully slim year.
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Best Game We just Don't Get

Rails Across America
e

Ralls Across
America Is a very,
very good game=
according to a pack
of our freelancers.
We respect our
writers' opinions,
but not a one of the CGW edit staff could warm
up to this 4.5-star robber baron game. But don't
let our inability to enjoy stock raids keep you
from playing.
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An IL-2 strafing Nazi
positions In an occupled
Russlan city,

i || the Year was one of the biggest

shoo-in votes in the history of this
S magazine. The casual observer
might say that's because It was a weak
year for simulations in general,
especially flight sims, That's selling
Sturmovik way short and shows a
distinct lack of appreciation for some
other really good sims that came out
this year, Know this: Sturmovik is not
only the best simulation of 2001, it's the

Better Red Than Dead Award

Bohemia Interactive,
Croteam, 1C:Maddox

We thought they just stood in bread lines.
Turns out that Eastern Europeans are also
busy making some of the best PC games In
the world. Here's a raised fist of brotherly
solidarity to 2001's red stars: Croteam
(Serious Sam), 1C:Maddox (IL-2 Sturmovik),
and Bohemia Interactive (Operation
Flashpoint).
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PUBLISHER: UBI SOFT DEVELOPER: 1C:MADDOX ‘ NOMINEES: BATTLE OF BRITAIN - INDEPENDENCE WAR 2
MS FLIGHT SIMULATOR 2002 - NASCAR RACING 4
B -2 Sturmovik’'s election to Sim of best WWII-themed sim ever, and one of

the best flighl sims of all time.

Why, you ask? The easy answer is
because it gets everything right. Then
again, most games headed to the 