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What makes a great game? PC Gamer wrestles with that one every day, 
because it’s not quite as simple as, say, what makes a great cotton swab 

(the stick doesn’t bend when you stick it in your ear). But there is one rule 
you can swear by, and it isn’t that the game sold 100 million copies on the 

first day or was covered in the Wall Street Journal. The ultimate test is how 
it’s regarded five or 10 years after it’s release—maybe even longer. 
What makes a game great is different from what makes a movie great, or a novel, 

or a bathroom amenity. If it plays well, we’ll return to it over and over again 
throughout the years. We’ll want to get better at it, tease out its secrets, learn 
its hidden strategies and subvert its rules. We’ll regard it the same way we do 

sport: as a medium through which we challenge and express ourselves. 
From this perspective, 2010 is a year of great PC games, and great PC gaming. 

StarCraft II makes a triumphant return—look for our in-depth review 
next month—even though we’re still playing the original 12 years on. 
World of Warcraft, now in its sixth year, demonstrates that great 

games can evolve over time and still retain their greatness. Uplink, 
recollected in this month’s Game Club (page 86) is as intense 

an experience today as it was when it was released in 2001. 
In this month’s cover story on page 52, we’re training 

our sights on what we love about the newly revealed 
space combat mechanics in Star Wars: The Old 
Republic, as well as what gives us pause. But, as with 
all games, TOR’s ultimate test 
will be its longevity—which is 

why our coverage won’t end with 
the review next year. 

Why should it? After all, the greatest 
games are the ones that we enjoy today, 

and we’ll be loving even more 
tomorrow.
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STAY ON 
 TARGET
52STAR WARS: THE OLD REPUBLIC
Lock S-foils in attack position and prepare 
for a barrage of details and screens about 
custom ships and space combat!
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  WRITE   PC Gamer Letters
4000 Shoreline Ct, Suite 400
South San Francisco, CA 94080

THE HOT MAIL

BACK CHATTER Leading the charge
Great job covering E3 news on 
PCGamer.com this year! It’s no 
wonder that so many people 
think PC gaming is dead when 
all the other press at E3 is so 
focused on consoles. You’d barely 
know that the platform is still 
alive and kicking if it weren’t for 
PC Gamer! Matt Nolan

Thanks, Matt! We’re proud to 
carry the banner for the best 
platform in all of gamedom. 
There’s a lot to be excited about in 

Your emails, Facebooks, Twitters, and yes, we still get the occasional letter

the coming months, and we’re 
looking forward to beaming it to you 
directly through our new website 
and the finest magazines mankind 
has ever produced. PCG

Gimme that gore
I just started playing Quake Live, 
but as soon as I shot my first glo-
rious rocket, I knew something 
was wrong: where’s the explosion 
of digital gore that I know and 
love from the original Quake 
games? I’m guessing that it is not 
enabled by default due to younger 
players, but please tell me there’s 
a way to enable it! I really miss 
making my enemies’ limbs fly in 
all directions. This graphic 
violence is a part of the Quake 
legacy, and if I can’t enable it in 
Quake Live, I’ll have to dust off 
my old copy of Quake III again. 
Josh Thieme

That gore ain’t free! We’re sad to 
confirm that the gore is excised from 
the browser version of Quake, so 

you have to shell out the $20 for a 
Steam copy of Quake III: Arena to 
satisfy your bloodlust. But while 
bloodless kills do take away some of 
the satisfaction of Quake Live, that 
hasn’t stopped Dan Fitzpatrick 
from playing it every day in the 
office! PCG

Anim-azing
I find great hope and solace in 
what will come out of BioWare’s 
deal with Funimation to produce 
an original Dragon Age: Origins 
anime feature. Funimation has 
put out a huge number of films 
and shows in the past and were 
also heavily involved with Afro 
Samurai (starring Samuel L. 
Jackson) on Spike TV.

And honestly, I think we all 
want to see a Leliana and 
Morrigan hot tub fan-service 
episode. Pete Manchester

Trash that trinity
In response to your discus-
sion on episode 228 of the 
PC Gamer Podcast about 
the DPS-healer-tank 
class trinity in MMOs, I 
think the trinity tends 
to be far too dull in 
terms of team play. 
Trinity tactics 
assume either your 
enemy is dumb as 
a rock and won’t 
attack soft/
unarmored 
targets first, 
or there are 
arbitrary game 
mechanics involved that don’t 
let you attack the softest targets 
first. Alex Jenkins

We like the trinity design because 
it gives players distinct roles 
and responsibilities in a 
group. Without those 
guidelines, groups tend 
to turn into 
disorganized 
blitzkriegs with 

 ■ The new Star Wars 
MMO is for PC right? 
For me, that was one 
of the more exciting 
games coming out 
of E3. Jacob Holt

Not only is it for PC, 
but The Old Republic 
is a PC exclusive—AND 
we’ve got the massive 
scoop on space com-
bat on page 52! PCG

 ■ My brother is 
gonna beat you up 
in Counter-Strike 
and my dad is better 
than your dad in 
DotA. Thomas Kim

 ■ I played Assassin’s 
Creed 2, Splinter Cell: 
Conviction and Bor-
derlands on OnLive 
and had lag-free 
performance that 
felt like I was playing 
on my own rig. You 
can’t crank the set-
tings on games, but 
they still look better 
than console ver-
sions. Dave Siegel

 ■ LOTRO is a superb 
MMO, and I’m look-
ing forward to going 
back now that it’s 
free-to-play. 
Robert W. Burnham

 ■ I’ve never laughed 
as hard reading an
article as I did read-
ing Andy Mahood’s 
description of fl ying 
a jumbo jet and 
drinking scotch. 
Dave Reilly

 ■ I love how ATI 
fanboys and Nvidia 
fanboys are always 
going at it. Good 
for entertainment. 
Adam Dubecki

It really is pretty silly 
how passionately 
people fi ght over 
brand names. It’s all 
about the bench-
marks, folks! PCG

focused on consoles. You’d barely 

the coming months, and we’re 
looking forward to beaming it to you 
directly through our new website 
and the finest magazines mankind 
has ever produced. 
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all directions. This graphic 
violence is a part of the 
legacy, and if I can’t enable it in 
Quake Live
my old copy of 
Josh Thieme

That gore ain’t free! We’re sad to 
confirm that the gore is excised from 
the browser version of 

looking forward to beaming it to you 

and the finest magazines mankind 

, 
but as soon as I shot my first glo-

was wrong: where’s the explosion 

games? I’m guessing that it is not 
enabled by default due to younger 
players, but please tell me there’s 

making my enemies’ limbs fly in 

confirm that the gore is excised from 

you have to shell out the $20 for a 
Steam copy of 
satisfy your bloodlust. But while 
bloodless kills do take away some of 
the satisfaction of 
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Anim-azing
I find great hope and solace in 
what will come out of BioWare’s 
deal with Funimation to produce 
an original 
anime feature. Funimation has 
put out a huge number of films 
and shows in the past and were 
also heavily involved with 
Samurai
Jackson) on Spike TV.

want to see a Leliana and 
Morrigan hot tub fan-service 
episode. 

Trash that trinity
In response to your discus-
sion on episode 228 of the 
PC Gamer
the DPS-healer-tank 

Too…much…data!
After reading about 
game streaming service 
OnLive on PCGamer.com, 

I wonder how they’ll deal with the 
push by ISPs to charge 
users for bandwidth 
above a certain cap. 
Downloading what are 
essentially real-time 
movies will stress all 
but the hottest internet 
connections. Won’t this huge 
bandwidth consumption just give ISPs 
yet another excuse to charge users by 
the megabyte? John Adams

It could. And even worse, it might also 

encourage ISPs to strike deals with 
services (including OnLive) that give 
priority to its traffic over a 
competitor’s (such as Gaikai). 

Then again, ISPs that introduce 
metered usage (including 
caps on so-called “unlim-
ited” plans) or tiered service 
may also face an ugly revolt 
from customers hooked on 
Netflix, Hulu, OnLive and 
other bandwidth-busters. It 

isn’t clear yet how all this is going to 
shake out, but we’re about to find out. 
In the meantime, we’re running our 
own tests on OnLive’s bandwidth 
usage, which we’ll report on in next 
month’s issue. Logan

Let there be...FREE!

Coconut Monkey wanted to carry the 
PC gaming banner himself, but he 
couldn’t because he has no hands.

TOR’s Consular 
Jedi will play the 
role of healer.
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A great letter deserves a great prize; that’s why we’re sending John a copy of ArmA 2: Combined 
Operations in appreciation of his stellar correspondence. Look up top to see how you can get in 
touch with PC Gamer and earn your chance to win next month’s PRIZE OF MYSTERY!

PRTSCN BACK CHATTER

WHERE WE PLAY

everyone absorbing damage, 
healing themselves and killing 
enemies without any need for 
coordination or social interaction. 
We’re all for finding ways to make 
the DPS, tank and healer roles 
more interesting to play, but if 
there’s a good way to scrap the 
trinity design philosophy in 
MMORPGs entirely, we haven’t 
seen it yet. PCG

The middle child
I don’t get it. People are getting 
excited about a lot of Deus Ex:
Human Revolution features—
removing skill points in favor of 
more focus on augmentations 
and moving to a futuristic 
setting—while criticizing 
Invisible War for those same 
features. Am I missing some-
thing? Sure, IW might not be as 
great as the first one, but it’s still 
extremely enjoyable and just as 
deserving of the Deus Ex title as 
Human Revolution. M. Horne

It’s not the existence of those features 
in Invisible War that we criticize, it’s 
their implementation. For example, 
IW was set so far into the future that 
it didn’t feel like we were playing in 
the world we live in anymore; HR is a 
prequel to Deus Ex that is set closer to 
modern day. PCG

It’s not easy 
being green
I was delighted to see that PC 

Gamer’s trying to be a little 
greener with the new 

EcoDisc DVD. There’s 
only one problem: none of my 
three computers will read the 
disc. Good idea, bad disc. 

Rick Lott

My first EcoDisc 
DVD arrived bent in 
the mail and cannot 
be read by my com-
puter, on top of 
looking like it’s about 
to crack. Don’t get 

me wrong, I am all for the envi-
ronment, but it’s a waste to make 
DVDs that don’t work at all. 
Tom Kiscadden

My apologies! I suspect that your 
discs are simply among the handful 
of bad disc “stamps” that sneak into 
every batch, rather than a compati-
bility issue with the EcoDisc itself. 
We declined to adopt similar tech-
nologies in the past due to good-but-
not-good-enough compatibility 
results, and finally went with 
EcoDisc (which keeps postage costs 
down and lightens the load on our 
landfills) because of its extraordi-
nary showing in months of testing 
(which was failed by only the most 
antediluvian of optical drives). If 
you’re having a problem with your 
disc, don’t hesitate to contact 
Customer Service at bit.ly/newdisc
for a zippy replacement! Logan

Flying with the best
I’ve purchased PC Gamer in the 
airport before every single plane 
flight I’ve gone on in the past five 
years. I don’t care if I pay airport 
premiums if that’s what it takes to 
support one of the world’s prime 
examples of fine literature! And you 
have to love the looks you get when 
you unwrap a plastic-sheathed mag-
azine on the plane. Mark Pruett

That’s still passing
After seeing the image of stacked 
magazines in the August issue, we 
wanted to prove that nothing keeps 
the geeks of our family from their 
PC Gamer! We assembled all of our 
various collections, and the maga-
zines were lovingly sorted into 
their correct chronological order. 
This picture proves that we are, at 
the very least, “C Gamers.” 
Charles and Steve Wangersky

I ran into a new type of Nazi while 
playing Medal of Honor: Airborne. 
I’m not sure if it’s a weird zombie-

infected Nazi, flexible Silly Putty 
Nazi or if he just ate some bad 
bugs. Philip Shields

 ■ Microsoft needs 
to get it together 
or they’ll be left 
behind. Personally, 
aside from the OS, 
I use nothing that 
Microsoft makes. 
I ditched Internet 
Explorer 8 three 
months ago for 
Chrome and never 
looked back! 
William A. Ritchey

 ■ Thank you, Evan, 
for your Soapbox 
article in the July 
2010 issue. Devel-
opers, stop trying 
to make AI “too” 
smart! I enjoy being 
smarter than the 
soldiers/aliens/
zombies I’m trying 
to kill. If I wanted 
the computer to be 
smarter than I am 
and systematically 
beat the pants 
off me, I would be 
playing Chessmas-
ter 2000! 
Adam Cygman

 ■ After reading the 
Face Off article in 
the August issue of 
PC Gamer, (Will The 
Old Republic un-
seat WoW as MMO 
king?) I have to 
say that Josh (and 
WoW) wins. Alex 
Sandstrom

YES! Take that, 
Evan! I win! Josh

SHOW US YOURS Tell us your story with a great screenshot. Include PRTSCN in the subject 
line and you could win a sweet prize like this month’s copy of ArmA 2: Combined Operations!

Play on the 
offi cial PC Gamer 
community servers

Team Fortress 2
66.151.138.34:27015

ArmA 2
75.102.38.3:2332

Counter-Strike 
Source
207.210.252.63

Ventrilo 
(voice chat)
208.100.40.19:3796

Our game servers are 
provided by Art of 
War Central, PCG’s 
staff-approved 
hosting service. Visit
artofwarcentral.com

If there’s a good 
way to scrap the 
trinity design in 
MMOs, we haven’t 
seen it yet.

It’s not the existence of those features 
in Invisible War that we criticize, it’s  that we criticize, it’s Invisible War that we criticize, it’s Invisible War
their implementation. For example, their implementation. For example, 
IW was set so far into the future that  was set so far into the future that IW was set so far into the future that IW
it didn’t feel like we were playing in 
the world we live in anymore; HR is a  is a HR is a HR
prequel to Deus Ex that is set closer to  that is set closer to Deus Ex that is set closer to Deus Ex
modern day. PCG

It’s not easy 
being green
It’s not easy 
being green
It’s not easy 

I was delighted to see that PC 
Gamer’s trying to be a little 

greener with the new 

EcoDisc DVD. There’s 
only one problem: none of my 
three computers will read the 
disc. Good idea, bad disc. 

Rick Lott

My first EcoDisc 
DVD arrived bent in 
the mail and cannot 
be read by my com-
puter, on top of 
looking like it’s about 
to crack. Don’t get 

My apologies! I suspect that your My apologies! I suspect that your 
discs are simply among the handful discs are simply among the handful 
of bad disc “stamps” that sneak into of bad disc “stamps” that sneak into 
every batch, rather than a compati-every batch, rather than a compati-
bility issue with the EcoDisc itself. bility issue with the EcoDisc itself. 
We declined to adopt similar tech-We declined to adopt similar tech-
nologies in the past due to good-but-nologies in the past due to good-but-
not-good-enough compatibility not-good-enough compatibility 
results, and finally went with results, and finally went with 
EcoDisc (which keeps postage costs EcoDisc (which keeps postage costs 
down and lightens the load on our down and lightens the load on our 
landfills) because of its extraordi-landfills) because of its extraordi-
nary showing in months of testing nary showing in months of testing 
(which was failed by only the most (which was failed by only the most 
antediluvian of optical drives). If antediluvian of optical drives). If 
you’re having a problem with your you’re having a problem with your 
disc, don’t hesitate to contact disc, don’t hesitate to contact 
Customer Service at Customer Service at bit.ly/newdisc
for a zippy replacement!
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Without our precious P, we’d
have to cover Mac gaming.
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NECROMANCER DRUID SORCERESS ASSASSIN AMAZON BARBARIAN PALADIN

ROLE Support Jack of all classes Damage Damage Damage Damage Support

SKILLS Knitting, summoning 
armies of zombies Shapeshifting, summoning, magic Fire, ice, lightning Traps, claw-fi ghting Bow, javelin, magic Thumping skulls Magic auras, major smiting

WHY PLAY? Didn’t you hear? 
ARMIES OF ZOMBIES!

Versatility; can summon 
a damn grizzly bear Phenomenal elemental power Wide variety of skills; shadow skills 

create a doppelganger sidekick Well balanced for single-player Skulls need thumping Hearty defense; excellent 
ally in multiplayer

WHY NOT? Makes wet Kleenex look tough Easy to spread skills too thin Picking bad skills will crush you Hit-and-run style takes practice Poor team player in multiplayer One skull is much like another Not very self-suffi cient; dull

PLAYER TYPE Control freaks The easily bored Egomaniacs, theorycrafters Wolverine fanboys Beginners, loners Beginners, the easily amused Natural leaders, team players

DIFFICULTY MEDIUM MEDIUM HARD HARD EASY EASY HARD

FICTIONAL
 COUNTERPART

David Bowie in Labyrinth, if he 
had a skeleton fetish Morrigan Lina Inverse (from Slayers) Lady Deathstrike Xena, Warrior Princess Conan King Arthur

PARTY TRICK Corpse Explosion. It’s like a piñata, 
but with more spleens

Shifting into a werewolf. 
With rabies. Really

 Inferno fl amethrower. Isn’t that 
kind of redundant? Oh well

Blade Fury. It slices! It dices! 
It castrates anyone staring 

at her boob window!
Summon Valkyrie for combat,

mud wrestling for gold
Whirlwind. The human Cuisinart 

(not that he can spell it)
Fist of the Heavens. Lightning 

with extra hurt for Undead

QUOTE “My my, what a messy little demon” “Woof woof! Woof! Bark! 
Grrrrrrrr! Meow?”

“May the black book bring a 
black day to Hell” “They will never see me coming” “Haha, success. But still, 

there’s something not right”
“I hate staining my hands with the 

blood of foul Sorcerers!”
“This blade shall pierce the 

heart of evil!”

PC GAMER  
RANK

A Decade
of Diablo II

“My my, what a messy little demon”

Satan stirs. Ten years after release, we remember the heroes of Diablo II

Lina Inverse (from Slayers)

 Inferno fl amethrower. Isn’t that 
kind of redundant? Oh well

“May the black book bring a 
black day to Hell”

#205 OCTOBER 2010

www.pcgamer.comwww.pcgamer.com

OCTOBER 2010OCTOBER 2010

OCTOBER 2010OCTOBER 2010

THE PLAYLIST 1010 

P
C

G
10

10

P
C

G
10

10 1010
1010

#205  VOLUME 17,  NUMBER 10 OCTOBER 2010

        

        

ISSUE 205 OCTOBER 2010

NUMBER 205
OCT 2010

10  

#205 OCTOBER 2010

www.pcgamer.comwww.pcgamer.com

OCTOBER 2010OCTOBER 2010

OCTOBER 2010OCTOBER 2010

THE PLAYLIST 1010 

P
C

G
10

10

P
C

G
10

10 1010
1010

#205  VOLUME 17,  NUMBER 10 OCTOBER 2010

        

        

ISSUE 205 OCTOBER 2010

NUMBER 205
OCT 2010

  

3 41 2

NECROMANCER DRUID SORCERESS ASSASSIN AMAZON BARBARIAN PALADIN

ROLE Support Jack of all classes Damage Damage Damage Damage Support

SKILLS Knitting, summoning 
armies of zombies Shapeshifting, summoning, magic Fire, ice, lightning Traps, claw-fi ghting Bow, javelin, magic Thumping skulls Magic auras, major smiting

WHY PLAY? Didn’t you hear? 
ARMIES OF ZOMBIES!

Versatility; can summon 
a damn grizzly bear Phenomenal elemental power Wide variety of skills; shadow skills 

create a doppelganger sidekick Well balanced for single-player Skulls need thumping Hearty defense; excellent 
ally in multiplayer

WHY NOT? Makes wet Kleenex look tough Easy to spread skills too thin Picking bad skills will crush you Hit-and-run style takes practice Poor team player in multiplayer One skull is much like another Not very self-suffi cient; dull

PLAYER TYPE Control freaks The easily bored Egomaniacs, theorycrafters Wolverine fanboys Beginners, loners Beginners, the easily amused Natural leaders, team players

DIFFICULTY MEDIUM MEDIUM HARD HARD EASY EASY HARD

FICTIONAL
 COUNTERPART

David Bowie in Labyrinth, if he 
had a skeleton fetish Morrigan Lina Inverse (from Slayers) Lady Deathstrike Xena, Warrior Princess Conan King Arthur

PARTY TRICK Corpse Explosion. It’s like a piñata, 
but with more spleens

Shifting into a werewolf. 
With rabies. Really

 Inferno fl amethrower. Isn’t that 
kind of redundant? Oh well

Blade Fury. It slices! It dices! 
It castrates anyone staring 

at her boob window!
Summon Valkyrie for combat,

mud wrestling for gold
Whirlwind. The human Cuisinart 

(not that he can spell it)
Fist of the Heavens. Lightning 

with extra hurt for Undead

QUOTE “My my, what a messy little demon” “Woof woof! Woof! Bark! 
Grrrrrrrr! Meow?”

“May the black book bring a 
black day to Hell” “They will never see me coming” “Haha, success. But still, 

there’s something not right”
“I hate staining my hands with the 

blood of foul Sorcerers!”
“This blade shall pierce the 

heart of evil!”

PC GAMER  
RANK

MONITOR»16 Love »22 Droids

heart of evil!”
“I hate staining my hands with the 

blood of foul Sorcerers!”

And in the red corner…

Just a few of the monsters 
awaiting the tender kiss of 
your blade/staff/bear claw

ARACHS
WHAT? Giant spiders. Why’s it 
always giant spiders? Gruh.
HATED! They’re giant spiders. 
But they do make a great mess.

CRUSH BEASTS
WHAT? War elephants for 
Imps. Don’t they know they’re 
cannon fodder?
HATED! That’s just cheating!

ANDARIEL
WHO? First act boss. Least-
appealing naked lady since the 
words “Roseanne sex tape.”
LOVED! Perfect end to Act 1.

 MEPHISTO
WHO? Lord of Hatred, and 
Diablo’s brother.
LOVED! He’s not that hard, but 
killing him feels damn good.

HELL BOVINES
WHAT? Village food fi ghts back.
LOVED! We’re suckers for a 
good Easter egg. Hamburgers 
too. Come here, you…

M any games have tried to seize 
Diablo’s glowing red gem of 
power—crowns are so passé 
these days—but none have 

truly come close. Yes, they’ve been prettier. 
They’ve been bigger. None of that matters 
though, not next to the satisfaction of 
teaming up with a friend and proving that 
nothing short of Hell itself can get in the 
way of your righteous vengeance. Join us as 
we catch up with some old friends and 
enemies, 10 glorious years after their first 
trip into the dungeon…

by Richard Cobbett 

»28 Flight

“Haha, success. But still, 
there’s something not right”
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NOW PLAYING
AT THE PC GAMER WEB STORE

400 MILLION PIXELS OF RAGE
 GRAPHICS  ID GIVES AWAY 
MEGATEXTURE GAME ART

My home monitor displays at 1900x1200, 
which is enough to show just a tiny corner of 

the artwork Bethesda has released. I don’t know 
what’s more impressive: the 282 
to 363MB filesize for each 
image, or that Rage can output 
images at 25,600x16,000 
resolution. (Also, I want a 
monitor capable of 
displaying that.) Grab 
them at bit.ly/dfrbH2, if 
you dare. CP

BLIZZARD ANONYMOUS
 PRIVACY  WOW, SC2 PLAYERS WON’T 
HAVE TO SHARE REAL NAMES

On July 7, Blizzard outraged WoW and 
StarCraft II players with the announcement 

that they’d be required to use their full, real names 
when posting on the official forums. After two 
days of intense backlash, essays about privacy 
concerns and threats of mass exodus from the 
community, Blizzard CEO Mike Morhaime 
capitulated, saying in a forum post that real names 
will not be required “at this time.” Chalk one up for 
PC gamers—when we want to, we can change the 
minds of even the industry giants. DS

If you don’t buy games, Laser Death Cat will be 
angry. If you go to the store at the mall to buy 
your games, Laser Death Cat will be angry. If you 
order your games from Amazon.com, Laser 
Death Cat will be angry. Appease Laser Death 
Cat by visiting www.pcgamer.com/store to 
have your games digitally delivered to you in a 
Laser Death Cat-approved manner.

Splinter Cell: Conviction
ArmA II: Operation Arrowhead
Need for Speed: World
Transformers: War for Cybertron
The Sims 3: Ambitions

The Sims 3: Ambitions shows you
how to download a ghost.

W e call him “Laser Death Cat.” 
To others, he’s “Catnarok,” 
“Cataclysm” or simply “What 

the hell?” Whatever you call him, he’s a 
giant, laser-eyed cat that spits bees, 
hidden on an obscure, community-made 
Team Fortress 2 map. 

The map, known as 
achievement_all_v4, looks like 
an all-too-common server for 
grinding Team Fortress 2’s 
achievements for weapons and 
kudos. It attracts players 
looking to unlock the game’s 
items with minimal fuss, 
happily ignorant of their 
surroundings...until the cat is 
activated. It rises from the 
deep, classical music swells, 
and it kills everything in sight 
with glowing beams from its 
eyes and swarms of bees from 
its mouth. It’s a common 
enemy that sees no color (or at 
least not Red or Blu). 

“When I was first running 
the map myself and seeing 

Laser Death Cat
The hidden surprise in a Team Fortress 2 map

various video responses, every player 
seemed to drop what they were doing and 
direct all fire towards the cat,” says map 
creator Thecorp303. He chooses not to 
mention the screams of the dying players 
and the horror in their terrified voices. 

“I got some of my friends to 
test it to see if it worked on 
their end. After they were 
annihilated in-game and 
laughing uncontrollably, they 
joked that I should release it 
publicly to unsuspecting 
players for some laughs. I built 
it up some more, added extra 
attacks, hid everything the 
best I could and then released 
it on a server I started. With 
the hidden triggers in place, I’d 
go in-game after the server 
had at least 12 people and start 
the madness.”

The cat is unkillable and 
breaks the server, but it’s worth 
playing. Behold the terror in 
Thecorp303’s video at 
bit.ly/LDCat.  Craig Pearson

You vs  Laser 
Death Cat

1 Bind “+use” to a 
key in the console. 

Write: Bind k “+use”  

2 Find: 
achievement_all_

v4 in the Steam Server 
Browser and join.

3 The invisible 
activation button 

is hidden next to the 
respawn room, next to 
the striped wall.

4 Go Pyro and fl ame 
away until you 

hear glass breaking. 
Then “use” the button.

5 Oh God. Oh holy 
good God. Please 

make it stop!

key in the console. 
Write: Bind k “+use”  Bind k “+use”  Bind k “+use”

2 Find: 

Browser and join.

3The invisible 

respawn room, next to 
the striped wall.

4 Go Pyro and fl ame 

hear glass breaking. 
Then “use” the button.

5Oh God. Oh holy 

The rockets,
they do nothing!

Running will only 
prolong your agony.

As Nic Cage would say,
“Oh God, not the bees!”

what’s more impressive: the 282 
to 363MB filesize for each 

 can output 
images at 25,600x16,000 
resolution. (Also, I want a 

displaying that.) Grab 
them at bit.ly/dfrbH2, if 

As Nic Cage would say,As Nic Cage would say,
“Oh God, not the bees!”
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MONITOR

TRENDS

Supporting indie 
gaming is getting 

easier. The budgetless devs 
have fi gured out that they 
can make money to live on 
while they work by selling 
pre-orders that include 
access to the game in devel-
opment. It builds a com-
munity, generates valuable 
feedback and it qualifi es as 
your good deed for the day.

Minecraft

1What started out as a 
sandbox mining game has 

blossomed since the developer 
decided to ask for money. Early 
adopters get access to the alpha 
build and such treats as item 
crafting, monsters and a day and 
night cycle, added in weekly 
updates. While the free version 
is still available and fun at 
minecraft.net, the full game is 
turning into something special, 
just out of view of the public eye.

Frozen Synapse

2 It’s the top-down, turn-
based Counter-Strike 

variation we’ve all been waiting 
for. Two teams fight for 
supremacy in this tactical, play-
by-email squad shooter game. 
The beta is a huge chunk of the 
game, with plenty of players and 
lots of variation in the game 
modes, and the final game will 
benefit from being thoroughly 
tested (by you) before it officially 
launches at frozensynapse.com.

Overgrowth

3 Forget everything you know 
about the free-roaming, wall-

jumping beat-‘em-up starring a rabbit 
genre, because Overgrowth will redefine 
it. At the time of this writing, the team 
had released their 86th weekly 
alpha to the community, giving 
access to the ugly truth of game 
development: games take 
enormous time and effort and 
are very broken until (and 
sometimes following) release. 
wolfire.com/overgrowth

PLAYABLE PRE-ORDERS

Long live 
King’s Quest
Fan-made sequel gets long-awaited release

A gainst all odds, a group of dedi-
cated King’s Quest fans-turned-
developers triumphed in its 

years-long battle to continue the point-
and-click adventure series. Developer 
Phoenix Online Studios is celebrating the 
release of the first episode in a five-part 
continuation to the KQ series called The 
Silver Lining, now available for free down-
load at tsl-game.com.

A legal cloud had cast doubt that TSL 
would ever see release. Vivendi Games 
gave Phoenix a “fan license” in 2005, but 
the game was imperiled when the KQ 
rights transferred to Activision Blizzard 
in 2008. A new cease-and-deist was issued 

in March of this year, but fans rose up 
with pitchforks and email to support 
Phoenix. After several long months of 
deliberation, Activision consented.

“We’ve worked so hard for eight years 
on this game to bring it to the fans, who’ve 
been both incredibly patient and 
supportive,” says TSL Co-Designer Katie 
Hallahan. “They surprised us not once, 
but twice with their support and belief in a 
game that they’ve not even seen.”

Phoenix has four more TSL episodes in 
the hopper, which will be ready for release 
soon. Also, watch for info on Corridor 9, 
Phoenix’s upcoming original adventure 
game, at bit.ly/9OSV1h.    Robert Hathorne

Activision (left) finally turned
into a prince and allowed TSL 
to escape its clutches.  

GLOW SCHTICK
 STARCRAFT II  RAZER PERIPHERALS 
TELL YOU HOW FAST YOU PLAY

The best StarCraft players in the world have 
staggeringly high actions per minute (APM) 

ratings—the average number of mouse clicks and 
key-press commands they register in 60 seconds. 
Now Razer has come up with a new keyboard, 
mouse and headset combo with LED lights that 
glow according to a StarCraft II player’s APM. When 

you’re clocking 200 or fewer 
APM  it glows green, 
break the 300 barrier 
and it glows yellow, and 

if you top 400 it glows red 
and sends condolences to 

the opposition’s family. 
www2.razerzone.com/sc2. CP

MYTHOS RESURRECTS 
 MMO  THE SURPRISE RETURN OF 
THE CANCELED ACTION-MMO

Before Torchlight developer Runic wowed us 
with the delightfully Diablo-esque RPG, the 

team made a delightfully Diablo-esque MMORPG, 
Mythos, for the now-defunct Flagship Studios. Its 
cancellation, so near to completion, left us sad and 
angry. But we’re now happy and not angry: Mythos 
is returning as a free-to-play game, after being 
snapped up by publisher Frogster. You can see 
what the new developer, Redbana, has done with 
the place at mythos.redbana.com.  CP

you’re clocking 200 or fewer 
APM  it glows green, 
break the 300 barrier 
and it glows yellow, and 

if you top 400 it glows red 
and sends condolences to 

the opposition’s family. 
www2.razerzone.com/sc2. 
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Forget everything you know 
about the free-roaming, wall-

jumping beat-‘em-up starring a rabbit 
 will redefine 

it. At the time of this writing, the team 
had released their 86th weekly 
alpha to the community, giving 
access to the ugly truth of game 

enormous time and effort and 

sometimes following) release. 
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an HDTV. In essence, the largest games publisher in 
the world wants the PC to replace consoles in the living 
room. There have already been suggestions that they’re 
cozying up to PC hardware manufacturers. 

One body probably not happy about the idea is 
Microsoft, but then its treatment of the PC has been so 
appalling lately that The Spy has no sympathy. The Spy 
infiltrated its HQ a while back, sneaked into the PC 
section and discovered a lot of empty desks—except in 
the corner where an abandoned clapping monkey toy 
was running down its battery. But things are picking up. 

This is Sparta
The video/audio/brain bug The Spy planted at MS has 
picked up talk of a new RTS game called Spartans. It’s 
being made by Robot Entertainment, rising from the 
ashes of Age of Empires dev Ensemble. It looks quite 
cartoony and has RPG elements such as quests. The Spy 
also picked up some plans Microsoft has for Windows 8: 
a gaming “app store” that’ll integrate with the OS. 
Good idea, Microsoft—and only 10 years late. 

As it turns out, the best goiter-repair surgeon is Dr. 
Lance Gland, a Canadian specialist. While The Spy 
visited his offices, he overheard some of the Relic staff, 
the makers of Dawn of War, talking excitedly about 
“expanding Dawn of War II.” The Spy attached his 
Auditory Exaggerator, but couldn’t hear anything over 
the screaming and chainsaw noise. On the plus side, 
The Spy discovered that Lance Gland has no medical 
license; he’s a failed lumberjack. After he fled the 
chainsaw-wielding “doctor,” The Spy landed in the city 
where Ubisoft makes its lovely games: Montreal. 

A Clint in his eye
The Spy can never resist a poke around a developer’s 
studio. After unlocking the DRM-enabled doors, he 
pretended to be former Ubi Creative Director Clint 
Hocking returning for all his stuff. The Spy breezed 
into the Far Cry offices and discovered a raft of people 
busily coding, arting and AI-ing. “How is it going, 
worker?” he inquired of a naïve new staff member. The 
young lad looked up and recognition flicked across his 
face. “Clint! The goiter surgery was successful? 
Awesome! Well, it’s fine. Far Cry 3 is in full swing now.” 
The Spy looked around. Yup. Not an expansion. Not 
DLC. Another open-world shooter from Ubisoft. Far 
Cry 3. It’s being shepherded into existence by Josh 
Mosqueira, who was lead designer of Company of Heroes 
at Relic. Sadly, the glue in The Spy’s Hocking mask 
started to weaken, so he had to flee before he could get 
a look at what Far Cry 3 was actually about. But The 
Spy will return. He always does. Spy out. 

A clapping monkey 
toy was running 
down its battery.

BUT WHO WATCHES THE SPY?

TH
E S

PY The Spy understands that sometimes 
things get so big that they’re 
impossible to ignore. His aunt’s 

goiter, for example. You might think you can breeze over 
it, but when she’s eating and talking, and a dribble of 
food starts to run down it, you’d be a stronger man than 
The Spy to avert your gaze. It’s why he wears his 
patented Refraction Contact Lenses to family events; it 
seems like he’s looking away, but The Spy follows every 
rivulet of mashed food running down that chunky neck. 

Similarly, Activision can’t ignore just how big Modern 
Warfare 2 has become online. 60,000 PC gamers hit the 
servers every day, hunting down perks and suggesting 
their enemies engage in deviant sexual practices with 
their goitered family members. It’s bigger 
than Counter-Strike on Steam, and an FPS 
this popular has further money-making 
potential—so Activision has been looking 
very, very closely at a subscription-based 
multiplayer Modern Warfare. 

It’s partly because Microsoft charges for 
Xbox Live and Activision doesn’t receive a 
penny of that money, despite Modern 
Warfare 2 being the reason a lot of people 
play on the service. Activision is looking to 
the PC as its platform to monetize its 
action game, because then it can own the 
service, the tech and do what it wants with the 
customers. More intriguingly, Activision’s looking for 
PC users to have the same experience as the console 
gamers, sitting on their sofas with the PC hooked up to 

The Spy is watching 
you right now. Stop 
doing that.
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E skil Esteenberg is a smart man. Not 
only did he single-handedly create 
the only MMO without “Warcraft” 
in its title to ever receive our 

Editor’s Choice award, but he’s been closely 
monitoring his brainchild with a critical eye. 
Eskil wants his LOVE to reach its maximum 
potential with its first, free expansion, Avail 
(live on servers now).

While eager to admit mistakes (“The 
settlements were not lasting long enough,” 
Eskil told us at E3), his overall faith in the 
game and what he’s trying to accomplish 
with it isn’t shaken at all—the complexity 
and sandbox elements are carried along 
their logical progression in Avail.

A new natural resource is being added to 
the game: mineral deposits. These deposits 
will be located around the world, some-
times protected by enemy settlements, 
sometimes out in the wild. The goal is to 
draw the action away from the player 
settlements so that home settlements can 
be a more permanent part of the universe, 
while your remote mining operations 

become the hot spots for fighting.
Materials mined can be infused into your 

settlement’s tokens to create entirely new 
tools—for example, putting a cold material 
into the grenade token will cause it to 
dispense frost grenades, and adding a 
healing material to the trigger token can 
create proximity healing devices. Each token 
can utilize three of the six elements at a time 
(one of which—black matter—will reverse 
the item’s effects), meaning there are 
hundreds of different variants of every 
token—thousands of total items—possible.

Players can now “give orders” which leaves 
markers on the ground with instructions to 
other players to accomplish goals, such as 
mining material or finding a specific token. 
Completing these player-made “quests” will 
reward XP to the player who accomplishes it 
and prioritize the next orders the quest-
maker gives—meaning that the system 
auto-promotes players giving worthwhile 
orders. This is the perfect addition to 
encourage collaboration and guidance for 
new characters. ■

LOVE ’s first expansion reinvigorates this MMO’s glorious sense of wonder

Just Like Your
 First Time

E the only MMO without “Warcraft” 
in its title to ever receive our 

Editor’s Choice award, but he’s been closely 
monitoring his brainchild with a critical eye. 
Eskil wants his LOVE to reach its maximum LOVE to reach its maximum LOVE
potential with its first, free expansion, Avail 
(live on servers now).

settlement’s tokens to create entirely new 
tools—for example, putting a cold material 
into the grenade token will cause it to 
dispense frost grenades, and adding a 
healing material to the trigger token can 
create proximity healing devices. Each token 
can utilize three of the six elements at a time 

These deposits will be located around the world, 
sometimes protected by enemy settlements, 
sometimes out in the wild.

LOVE ain’t all huggin’ and kissin’—we
 still make war with the best of ‘em.

Infuse grenades with electrical
materials to create clouds

that can power buildings or
items like a shield generator.
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Massive
Attack

Nice horns. Shame 
about the face.

Mineral deposits will be 
located around the 
world, sometimes 
protected by enemy 
settlements, sometimes 
out in the wild.

A rare shot of LOVE’s
antagonists vacationing.

Mix some fiery material into your community’s grenade 
dispenser and you’ve got yourself some pocket napalm.

There are a hundred ways to use the power well
on top of that cliff—what you do with it is up to you.

MONITOR

www.w.w pcgamer.com
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Know your role
There are no “classes” in LOVE, but there are 
titles now, which will be automatically ascribed 
to players based on what they do in-game, to 
reinforce player identities and help members of 
the game’s communities recognize everyone’s 
strengths. Here are the six titles currently 
implemented and what they mean.

BUILDER
Master of terrain, this gentleman/woman bends the 
earth to their will, carving out a place for the players to 
live, using tokens to construct settlements.
Preferred Tools: Map, Stairs, Roof, Smooth Edit (to 
raise, lower and fl atten terrain)

ARCHITECT
Following in the Builder’s wake you’ll always fi nd an 
Architect, whose goal is to “prettify” the settlement, 
meticulously changing terrain and organizing tokens 
into categories.
Preferred Tools: Grass, Art, Tree, Block Mover

ROUTER
Of course the Architect’s efforts are all for nothing if 
the settlement has no power. Routers work to ensure 
that power and cable lines are maintained to keep 
settlements humming.
Preferred Tools: Power Well, Wind Plant, Confi g Tool

SEEKER
The Lewis and Clarks of LOVE, these fearless explorers 
hunt down tokens around the world and bring them 
back to their settlement.
Preferred Tools: Binoculars, Radio, Dive Gear

DEFENDER
Your settlement’s National Guard, these soldiers rack 
up AI kills defending their settlements from attack.
Preferred Tools: Radar, Force Field, Blaster Turret, 
Explosive, Proximity Sensor

ATTACKER
Part explorer, part killer, these mercenaries usually 
respond to cries for help from seekers who spot a token 
or mine in the distance but can’t access it due to AI 
aggression. A natural fi t for shooter fans!
Preferred Tools: Grenade, Slug Rifl e, Chaff 
Manufacture (disables enemy buildings)
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Throwing a tournament 
match for money in any 
sport will get you shamed, 
banned for life and prob-

ably thrown in jail. In EVE Online, 
however, it’s the road to a hero’s 
welcome bathed in riches—and 
that’s what makes the annual PvP 
Alliance Tournament so exciting.

Marked by intense fighting and 
tactics that’d be considered griefing 
in any other MMO, the Alliance 
Tournament is a three weekend-long 
affair hosted by developer CCP 
where representatives from 64 
alliances (groups of in-game corp-
orations) are pitted against each 
other in glorious space combat.

Rules are overrated
The tournament kicked off in typical 
EVE “what the heck just happened?” 
fashion when Hydra Reloaded, 
after destroying almost all of its 
opponents’ ships, offered to sell 
the match for 3 billion ISK. Its 
opponents quickly agreed, and 
Hydra self-destructed to give up 
the win.

And that was just the beginning. 
Plenty of upsets, surprises, and 
downright impressive shows of 

bravado kept us glued to our 
monitors throughout the event. 
Curatores Veritatis Alliance, the 
role-playing underdog, put on a 
great show, eliminating some 
serious contenders on its way to 
the semifinals.

Circle-Of-Two’s story was less 
inspiring, as it fielded all three 
of its Frekis—super rare ships 
only earned by participating in 
previous annual tournaments—
something no other team has ever 
done. And yet it was still sent home 
(45 billion ISK poorer) after losing 
its ships in combat.

Pandemic showed why it was 
the team to beat in the final match, 
using spontaneous strategy and last-
minute lineup changes to counter 
Hydra’s lineup and quickly cripple 
its frigate, securing its place as the 
Tournament’s champion for the 
third year in a row.

All in all, this year’s focus on 
team strategy and individual skill 
bodes very well for the future of the 
Alliance Tournament. Why not 
join us next year? Grab some 
popcorn, place some bets and see if 
you can’t convince a team to throw 
their games for you.  David Perry

#205 OCTOBER 2010

www.pcgamer.comwww.pcgamer.com

OCTOBER 2010OCTOBER 2010

OCTOBER 2010OCTOBER 2010

THE PLAYLIST 1010 

P
C

G
10

10

P
C

G
10

10 1010
1010

#205  VOLUME 17,  NUMBER 10 OCTOBER 2010

        

        

ISSUE 205 OCTOBER 2010

NUMBER 205
OCT 2010

Massive Attack

18  

#205 OCTOBER 2010

www.pcgamer.comwww.pcgamer.com

OCTOBER 2010OCTOBER 2010

OCTOBER 2010OCTOBER 2010

THE PLAYLIST 1010 

P
C

G
10

10

P
C

G
10

10 1010
1010

#205  VOLUME 17,  NUMBER 10 OCTOBER 2010

        

        

ISSUE 205 OCTOBER 2010

NUMBER 205
OCT 2010

  

Over 22,000 fans tuned in to watch 
the fleets face off against each other in 
the modified Swiss-style tournament.

Every match was
streamed live at 720p.

Glorious explosions
make victory taste

even sweeter.

David 
Says:

This is exactly 
the sort of thing 
that CCP excels 
at: providing 
a massive 
platform for 
their players 
to shine in the 
spotlight of the 
international 
gaming 
community. 
I had plenty 
of non-EVE-
playing friends 
tune in to watch 
the tournament 
who had a blast 
watching the 
explosions and 
drama unfold. 
Well done.

The explosive drama of EVE Online’s Eighth Annual Alliance Tournament. 

CCP flew five player experts 
to Iceland to provide live 
commentary on the matches.

Galactic Games
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Massive Attack

G
ame companies are dumping 
subscriptions in favor of cash 
shops in droves nowadays, but 
for Nexon—a company that 
pioneered the free-to-play 

business model for MMOs—that’s old 
news. They’re looking forward, hoping to 
take MMOs to new grounds with their 
latest free-to-play game, Vindictus, which is 
marked by its high-quality graphics, action 
combat and astute physics.

This isn’t the first time an MMO’s been 
pretty: Vindictus’ graphics—rendered on 
the Source engine—remind me a lot of 
Aion with a more Western flavor to the art 
design. And there are other games on the 
horizon that plan to leverage adrenaline-
pumping action combat, such as TERA 
(previewed in July 2010), or use physics to 
affect the environment, such as DC 
Universe Online.

What is unique about Vindictus is that it’s 
got all three of these ambitious features 
and uses them all very intelligently, 
combining their powers for maximum 
effect. For example, it’s great that the 
graphics look gorgeous, but it’s even better 
when they collaborate with the physics 

engine to make armor break and fly off 
during combat based on where you’re hit 
(don’t worry, parents, “inner armor” 
undergarments won’t come off no matter 
how hard they try). It’s fun that the physics 
lets you smash pretty much anything in 
the environment, but it works even better 
when the rapid-fire action combat lets you 
pick up the rubble of that crumbled column 
and bash baddies over the head with it or 

fall into traps that are sprung based on real 
physics, not pre-defined animations.

If you aren’t sold on the concept, just 
wait until you slam an enemy’s body into 
the wall and stomp into his chest to deliver 
the killing blow or hurl a spear that carries 
him off a cliff. It’s like Pringles: once you 
pop, the fun don’t stop—but instead of 
eating chips, you’re brutally murdering 
everyone in your path. ■

Peek-a-boo teddy
Vindictus, which has just gone into open beta in the U.S., 
has been playable in South Korea for a few months now. 
The cash shop offers the usual types of items to boost 
your character’s social status or leveling 
capabilities—so why is the number-one selling 
item in Korea the teddy bear underwear?

As clothing deteriorates during combat, 
thanks to the game’s extremely capable 
physics engine, only two things are 
guaranteed to remain on your character: 
his/her weapon and their delicates. And 
when two of the three classes are female-
only, you have to believe that some players 
will be looking at their own characters, trying 
to catch a glimpse of the teddy underneath, as 
much as they are keeping an eye on their enemies.

Okay, now she’s
really pissed—
she paid 20 gold
for that blouse.

20  

#205 OCTOBER 2010

www.pcgamer.comwww.pcgamer.com

OCTOBER 2010OCTOBER 2010

OCTOBER 2010OCTOBER 2010

THE PLAYLIST 1010 

P
C

G
10

10

P
C

G
10

10 1010
1010

#205  VOLUME 17,  NUMBER 10 OCTOBER 2010

        

        

ISSUE 205 OCTOBER 2010

NUMBER 205
OCT 2010

  

Brutal Combination
Powerful physics give you unlimited ways to smash 
face in VINDICTUS by Josh Augustine

Nothing like a good ol’ fashioned
blood shower in the morning.

Bear-men were the staple 
baddies in the missions I played.
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BAR GAMES
 GUILD WARS  DRUNKEN BRAWLING 
AND PIN-POINT TARGETING

ArenaNet must’ve heard you liked 
games, because they’re putting 

games in your game so you can game 
while you game. Guild Wars 2 will host a pile 
of mini-games to give players a change of 
pace will playing. The mini-games—
including a drunken brawl, a shooting 
gallery, and a snowball fight—range from 
recklessly violent to happy-go-lucky cooperative 
challenges. Players will get unique abilities that 
allow everyone to compete on a level playing 
field, regardless of character level.

SO OVER SUBSCRIPTIONS
 GLOBAL AGENDA  MONTHLY FEES MIA

Keep your 
money in your 

wallets, my friends. 
Hi-Rez adopted the 
Guild Wars model for 
their online shooter, 
meaning no subscription after you purchase the 
game. Instead, paid expansions will be released 
once or twice a year that offer new content. 
Hi-Rez reports a massive surge in active players 
since the announcement, a good sign for the 
game’s future under the new business model.

EPIC LOOT OF THE MONTH
 WOW  CRUISIN’ IN STYLE

New goblin characters in 
Cataclysm have it good—

they start off with plenty of 
dough, a personal assistant, a 
more “personal” assistant, 
and this hot rod, which sports a 
radio, a horn, and, in true goblin fashion, a 
rocket-fueled speed boost. You’ll cruise around 
the goblin city beating up people for cash, running 
over looters, and picking up friends—essentially 
Grand Theft Auto: Goblintown.
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Made Fresh Daily
How Clone Wars Adventures is going 
to stay up-to-date with a TV show

ANIMAL FEVER
 SPIDERS  WIZARD 101’S LATEST UPDATE 
RESURRECTS ARACHNOPHOBIA

Since pets were implemented into Wizard 
101 earlier this year, players have been going 

crazy collecting and training them through a 
series of quick, fun mini-games. The next big 
update, Celestia, aims to improve the pet system 
even more, while raising the level cap and adding 
three new magic schools (classes). But it’s not all 
fluffy bunnies; the update also introduces the 
game’s new villain—a dark spider queen (although 
her spiders are, admittedly, still quite cute). 

I f there’s one good thing that came out of the Star Wars prequels that awkwardly 
ravaged our memories, it’s that a new generation of geeks fell in love the universe of 
Jedis, aliens and droids. SOE is hoping to bring even more younglings into the 

Force nerd herd with Clone Wars Adventures, a browser-based MMO based off Cartoon 
Network’s popular animated series, The Clone Wars, and revolving around quick mini-
games.

The mini-games are designed to appeal to the television show’s diverse audience and 
are simple to understand and play. The starship fighter mini-game is rail-based, for 
example, and the shooting gallery implements variations in modest increments. But 
the games also offer increasingly difficult challenge modes—complicating the boost 
system for speed bike racing or throwing more difficult enemies into the tower 
defense game—for those who crave them.

But the most interesting nugget of knowledge I got from the demo is that they’re 
working closely with Cartoon Network, making design plans as far as a year in 
advance, to ensure that every time a new episode is aired on television, an element 
from that episode is introduced to the game. Matt Higby, the game’s lead designer, 
described the process to me. “An episode comes out with a really cool space battle; that 
night you’ll be able to log in and play that space battle in CWA,” Higby said. He also 
gave new maps for the tower defense game as well as new hairstyles and outfits as 
examples of other possibilities for tie-ins. ■

An upbeat rhythm game
is fueling this fight.

The tower defense strategy 
game looked surprisingly deep.

Low blows don’t have quite 
the same effect on droids.

BRAWLING 

will host a pile 

EPIC LOOT OF THE MONTH
IN STYLE

and this hot rod, which sports a 
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Jason Rohrer is 
the independent 

developer of Sleep is 
Death (90%). He 

once went out into 
the woods near his 

home with a 
notebook, not 

allowing himself to 
return until he’d 

completed a game 
design. It worked.

L ike most game designers, I’m a 
life-long game player. But 
looking back from year 32, I’ve 

noticed a troublesome pattern that seems to be shared 
by other people my age. As I passed through my 
twenties, fewer and fewer mainstream games appealed 
to me. The past six years have brought a severe dry spell, 
with only a small handful of games feeling like they 
were worth my time.

Much noise has been made over the idea 
of games “growing up.” Can’t we augment 
our library of candy-colored dream worlds 
and ’tween male gun-fests with a few 
games about the things that matter to 
grownups? Moral dilemmas, relationships 
and other mature stuff like that. Okay, that 
sounds doable—and given that the average 
age of a gamer is 35, the money is ready 
and willing.

Something amiss
I recently got a PlayStation 3, nearly four 
years into its life cycle with 600 games in 
its library. What should I play? Games with interesting 
dramatic choices like Fallout 3 (nuke or don’t nuke an 
entire town?) and Heavy Rain (be strict or lenient with 
my kid?) seem like they were made just for my suppos-
edly-mature tastes. Nuclear war. Parenthood. Games 
have finally grown up. But something was still missing.

I could critique these games from a design perspective, 
discussing player choices, drama engines or simulation 
versus authorship. Maybe what’s missing is better 
mechanical design, and we can imagine some mythical 
future game that gets it all right. But I don’t 
think that’s it.

Along with being a life-long game player, 
I’ve also been a life-long film watcher, but I 
haven’t noticed a similar dearth of worth-
while films as I’ve gotten older. I can barely 
keep up with all the recent stand-outs, like 
No Country for Old Men, Antichrist or 
Synecdoche, New York, nor can I exhaust the 
archives of weighty films like Naked, Safe or 
3 Women.

Speechless
So what sets these films apart? Try to sum 
up what each of them is about. Not just on 
the surface, like what is written on the DVD 
jacket (“A drug deal gone bad and a suitcase 
full of money!”) but what they are about at 
their cores. You will struggle. You will 
stammer. You will find yourself reaching for 
words that you cannot quite grasp.

And that is what we are missing. Reaching.
What are games about? Why can we sum 

them up in a few sentences without missing 
anything? Why do we come away from 

them with nothing to think about and little gained 
beyond the transient enjoyment of playing?

Our stand-out games happen to be the ones that 
reach—maybe just a tiny bit, but that’s enough to set 
them apart. BioShock. Portal. Shadow of the Colossus. What 
is BioShock about? “The downfall of Randian 
Objectivism.” Yes, you can sum it up, but at least it’s a 
mouthful. At least it sends most non-philosophy majors 
scrambling for Wikipedia.

These tiny reaches aren’t good enough, though. I’m 
calling for gigantic reaches. Reaches big enough to carry 
us forward into the territory of foundation-shaking, 
transformational experiences, into the home turf of films 
like Synecdoche, New York (whose title alone will send you 
scrambling for Wikipedia).

Reaching sounds financially risky, and reaching with a 

novel mechanical design probably is. My proposition is 
far more modest: designers must reach with what their 
games are about. Go ahead and make a by-the-book FPS 
or cash-cow sequel—that’s what pays the bills. But when 
you’re sculpting your game’s soul, don’t stop pushing 
until your fingertips are barely brushing a tiny corner of 
something frighteningly enormous.

Forget the overly-simple earmarks of “maturity.” 
March us, as game players, right to the edge of the abyss. 
Then shove us in. ■

Designers must 
reach with what their 

games are about.

Take the BioShock 
challenge: describe the 
plot in 30 words or less.
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Andy Mahood 
hasn’t been able to 
convince his wife to 

fly, drive, or navigate 
in Rise of Flight, Blur, 

iRacing, DCS: Black 
Shark, or Silent 

Hunter 5, either.

M y wife hates flying. 
In fact, she’s mor-
bidly afraid of the 

entire exercise—especially the takeoff bit, the landing 
bit, and the bumpy in-between bits. 

I can’t afford the bar tab she needs to board and strap 
into an airplane, so I came up with a novel idea to ease 
some of her fears through flight simulation. Show her 
graphically and tactilely what goes on outside of that 
claustrophobic passenger tube and maybe she’ll come to 
realize how safe and controlled air travel 
really is. That was the thought, anyway.

Air resistance
“Why do you want me to fly a plane? I’m 
just gonna crash.” She was watching 
Anthony Bourdain devour some strange 
comestible on TV and didn’t seem as moti-
vated about the experiment as I was.

“It’ll help with your travel anxiety.” I 
spent the entire previous evening fine-
tuning a Microsoft Flight Simulator X 
flight for her and wasn’t about to back 
down now. “You still want to get to 
Thailand one day don’t you?”

That earned me a skeptical eye roll as she resentfully 
paused the DVR and trooped upstairs to my computer. 
After she was in the chair, I brought up my saved flight of 
a Jumbo 747 (on full autopilot) nearing final approach 
into Vancouver International.

“Don’t touch the stick,” I pushed my venerable twist-
rudder MS Precision Pro joystick out of her reach. “Just 
adjust the heading and altitude autopilot readouts to the 
new values I give you. Once we pick up the glideslope, 
I’ll get you to hit the APP (approach) button and you can 
watch yourself float down to the runway.” I nailed six 
perfect, hands-free landings last night using the same 
procedure. Once Debbie saw how effortlessly you could 

land one of these big planes—even in whiteout condi-
tions in the middle of a monsoon—she’d see the folly of 
her phobia.

Or so went my plan.

Glideslope glitch
In our first attempt I forgot I entered an alternate 
runway ILS frequency into the NAV radio and neglected 
to reset it. As soon as she hit the APP button the 747 
immediately turned the wrong direction and descended 
earthward at an alarming rate. I jumped in to fix it but 
was too late. We crashed about 22 miles short of YVR’s 
runway 26L.

The look on her face was pure, malignant I-told-
you-so. “So are we done?”  

I was waiting for the flight to reset so I could push the 
mishap from her mind. “That’d never happen in a real 

plane. It was just a random computer glitch.”
When the interior of the Boeing 747 reappeared I 

leaned in to switch the ILS frequency to the correct 
runway. “Okay, you’re good to go. Just change the 
heading and altitude values as I give them to you.”

This earned me a withering this is so stupid look but she 
dutifully clicked on the autopilot counters to initiate a 
left turn to 260 and a descent to 3000 feet. A few 
minutes later I told her to click the approach button.

Pull up!
As the airport drew nearer I pointed proudly at the 
screen. “See, anyone can fly these...” Then I noticed the 
vertical velocity indicator bending out of control. We 

were sinking like a rock...again. 
Dammit, we must have been under 
the glideslope when I told her to hit 
the APP button.

There was only one thing left to 
do—I hit the pause button. “There 
you go pretty lady...perfect approach.”

Her big brown eyes were staring 
straight through me. “We were going 
to crash again weren’t we?”

“Mmm...maybe.”
“I’m going back to Anthony 

Bourdain.” A peevish head shake and 
she was gone.

Following a prolonged sigh, I shut 
the wayward simulator down and 
began recalculating just how many 
Sambuca Paralyzers that 16-hour 
Thailand flight was now gonna set 
us back. ■

I nailed six perfect, 
hands-free landings 

last night.

MY WIFE, ACE PILOT

After she was in the chair, I brought up my saved flight of 

rudder MS Precision Pro joystick out of her reach. “Just 
adjust the heading and altitude autopilot readouts to the 

I’ll get you to hit the APP (approach) button and you can 

procedure. Once Debbie saw how effortlessly you could 

plane. It was just a random computer glitch.”

leaned in to switch the ILS frequency to the correct 
runway. “Okay, you’re good to go. Just change the 
heading and altitude values as I give them to you.”

dutifully clicked on the autopilot counters to initiate a 
left turn to 260 and a descent to 3000 feet. A few 
minutes later I told her to click the approach button.

Pull up!
As the airport drew nearer I pointed proudly at the 
screen. “See, anyone can fly these...” Then I noticed the 
vertical velocity indicator bending out of control. We 
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With the click of a few autopilot buttons, just 
about anyone can land a Boeing 747 hands-free.
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Desslock is 
prejudging Star Wars: 

The Old Republic by 
replaying the Mass 
Effect series. He is 

currently hiding from 
Evan’s ArmA 2: 

Operation Arrowhead 
multiplayer prowess.

In this month’s cover story we get another, 
even-deeper look at Star Wars: The Old 
Republic, which promises very single-

player friendly gameplay and the deep storytelling for 
which BioWare is revered. It’s all about flashy lightsaber 
battles, Force powers, bounty hunters with jetpacks and 
now starships that blast enemy fighters into dust. It’s the 
crowd-pleasing MMO that most Star Wars fans have 
clamored for. But, while it will almost certainly be a fan-
tastic game, its “all action all the time” approach makes 
me nostalgic for the freedom of the one MMO to date 
that has briefly held me ensorcelled: Star Wars Galaxies.

A more civilized age
Ever since I first played tabletop D&D (you don’t want to 
know how long ago), I naively thought that the ultimate 
roleplaying game would be one that offered 
a realistic world in which every character 
was actually played by another person. 
Behind every innkeeper, every palace 
guard and every bandit would be a player 
out to make his way in the world. 

That, more or less, was a vision shared 
by the designers of Star Wars Galaxies: An 
Empire Divided when it first launched in 
2003. It was created by several of the key 
guys responsible for the first major MMO, 
1997’s Ultima Online, which had trans-
ferred the design of the single-player 
Ultimas to online multiplayer and offered roleplayers the 
opportunity to essentially live lives of their own choosing 
in a giant virtual sandbox world. 

Galaxies took that philosophy and built a Star Wars-

themed world on top of it. You could fight Imperial 
Stormtroopers or be a Boba Fett-ish bounty hunter if 
you wanted, but you could also create an alter-ego who 
lived an entirely different sort of life. You could join a 
musical band or become a dancer and hold perfor-
mances of the Imperial Electric Boogaloo, craft your 
own line of Han Solo-style vests, genetically modify 
creatures to keep as pets, become a smuggler or devolve 
into a municipal politician for a player-created city. You 
could even become a business tycoon, replete with a 
network of resource harvesters, factories and a hired 
sales force of real players. It fascinated me, despite the 
lack of civility propagated by online communities.

Difficult to see, the future is
Galaxies’ rejection by most Star Wars fans, and subse-
quent failure to live up to commercial expectations, cer-
tainly popped my grand delusion, and effectively killed 
the “virtual world” school of MMO design. It turns out 
that it’s hard to get people to sign up to play as the 
potter, or even the medic who is perpetually impover-
ished and consigned to a hospital as if it were his own 
personal gulag, while others adventure. In reality we 

may each be unique, beautiful snowflakes, but some 
unique lives are too mundane to be endured for $15 per 
month—or even for free. Other than the hardest-core 
roleplayers, gamers wanted to save the Star Wars uni-

verse, not just live in it.
We may never get 

another Galaxies, and 
even though it had 
more than its fair 
share of problems, 
that makes me a little 
sad. Nowadays nearly 
all MMOs just copy 
the creature-slaying 
mold popularized by 
EverQuest and polished 
to blinding success with 
World of Warcraft. Even 
Galaxies itself was rede-
signed and relaunched 
in 2005 to cater more 
to this crowd. I just 
wish they’d place 
greater emphasis on 
diverse activities 
beyond combat, and on 
creating malleable 
virtual worlds. Surely 
there’s room for both. ■

We may never get 
another Star Wars 

Galaxies.

DEFENDING GALAXIES
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How many other games 
can claim to have 
Wookiee bands?

‹ BACK NEXT ›CONTENTS



#205 OCTOBER 2010

www.pcgamer.comwww.pcgamer.com

OCTOBER 2010OCTOBER 2010

OCTOBER 2010OCTOBER 2010

THE PLAYLIST 1010 

P
C

G
10

10

P
C

G
10

10 1010
1010

#205  VOLUME 17,  NUMBER 10 OCTOBER 2010

        

        

ISSUE 205 OCTOBER 2010

NUMBER 205
OCT 2010

STRATEGIC RECONNAISSANCE

32  

#205 OCTOBER 2010

www.pcgamer.comwww.pcgamer.com

OCTOBER 2010OCTOBER 2010

OCTOBER 2010OCTOBER 2010

THE PLAYLIST 1010 

P
C

G
10

10

P
C

G
10

10 1010
1010

#205  VOLUME 17,  NUMBER 10 OCTOBER 2010

        

        

ISSUE 205 OCTOBER 2010

NUMBER 205
OCT 2010

  

TA
CT

ICA
L A

DV
AN

TA
GE

Troy Goodfellow 
is PC Gamer’s 

authority on tech 
trees, turtle tactics 
and secure supply 

lines. He blogs about 
strategy games at 
FlashofSteel.com 

and hosts the 
strategy podcast 

Three Moves Ahead. 

For strategy gamers like me, E3 2010 was 
a lot like 2009 and 2008. Games about 
commanding armies, ruling nations and 

hoarding gold like Scrooge were few and far between. 
The year’s biggest strategy game, Sid Meier’s Civilization 
V, was only shown behind closed doors even though it’s 
only a couple of months away from release.

Strategy gaming is sometimes said to be a genre in 
decline, and the public face of E3 does its best to under-
line that argument. It’s hard to generate raw enthusiasm 
out of a brief presentation of a turn-based game like 
Civilization V or a real-time trading game like 
Nitro’s Commander: Conquest of the Americas. I 
suppose 2K could have hired a model to dress 
up like Elizabeth I, but the game doesn’t really 
lend itself to the booth babe treatment, blaring 
trailers or frenetic action shots.

Not dead yet
The truth about the health of the genre is 
somewhere between quiet confidence and a 
bleak future. The AAA strategy release is clearly 
a dying breed. Microsoft put Ensemble Studios 
to sleep, EA dismantled the team responsible 
for Command & Conquer 4 and Ubisoft’s quiet 
triumphs (EndWar and Settlers 7) are easily overshadowed 
by its huge stable of profitable action-oriented properties.

There is a market for strategy games, though. Almost 
40 percent of European gamers consider the PC their 
primary gaming platform, which is why the Old World 
still has viable strategy developers. If you look beyond the  
energy drink cross-promotions and explosive cinematics 
that pass for marketing buzz these days, you’ll see a genre 
undergoing a creative renaissance even as the big pub-
lishers retreat from the idea of funding anything that 

doesn’t feature a gritty, hairless special forces man on the 
front cover. In the AA and independent development uni-
verses, strategy gaming of all stripes is vibrant, innovative 
and still appealing to an audience that wants games that 
encourage planning beyond the next spawn point.

The tricky part is finding a place where you can read 
about the gems of today: the brainy AI governors in 
Distant Worlds, the fast wargame fun in Field of Glory or 
the sheer genius of Solium Infernum. Because these games 
come from companies or even individuals with little or no 
advertising budget, you have to seek out information on 
them—it will rarely come to you. 

Here to serve
That’s where Tactical Advantage comes in. Though 

you can expect thoughts on the next Total War game and 
some StarCraft talk, strategy gaming has a lot to offer 
beyond the large budget productions. The strategy game 

world is still huge and multi-faceted. You just need to 
read past the headlines to see it all.

It can be difficult to know where to begin. Should 
Elemental: War of Magic be on your radar? What about 
Reign: Conflict of Nations? (Sidenote: strategy games really 
need better titles.) You can browse online communities to 
get an idea for which games are worth playing, but 
strategy gaming is often about more than what’s good 
and bad. It’s often about how we solve problems, how we 
interpret history, and how we understand war. ■

Slitherine Studios’ Field of Glory was the best 
light wargame of 2009 and keeps getting better, 
but it’s well under the radar of most gamers.

The strategy game 
world is still huge 
and multi-faceted.
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PC Gamer Senior 
Editor Evan Lahti 

sees PC gaming as a 
collection of hundred 

micro-communities 
and niches. OnLive 
isn’t a threat to our 

favorite way of to 
play games.

PC Gamer Reviews 
Editor Dan 

Stapleton is an 
ardent defender of 

PC gaming. He 
doesn’t hate other 

gaming platforms, he 
just likes the PC best.

Is OnLive PC gaming?
Yes We’re a varied community—streaming 
games is just one more way to play on the PC.

No OnLive may be a cool service, but it strips 
away everything that makes PC gaming unique.

EVAN: OnLive, the game-streaming super service, 
launched in June. For a subscription fee (plus the price of 
“purchasing” a game), you can play demanding games on 
bare-bones hardware—OnLive streams gameplay to your 
PC over the internet. You can play Just Cause 2 on any 
computer than plays full-screen video. It works (mostly). 
It’s scary. It’s probably based on alien technology.

DAN: But is it really PC gaming? OnLive works by 
running a game on a server cluster in a remote location, 
then streaming a 720p (1280x720) video of that game to 
you on a device that may or may not be a PC, while your 
control inputs (on mouse and keyboard or gamepad) are 
streamed back to OnLive for a nearly smooth gaming 
experience. While it’s a technological marvel and a 
respectable way to game if you don’t mind the restric-
tions—and having to buy most games at full price—the 
game isn’t really running on your computer at all.

EVAN: New tech makes people uneasy—I remember 
hearing similar sentiments from gamers who were 
worried about having genuine ownership over their 
games when digital distribution started becoming ubiqui-
tous. Doesn’t OnLive just mean that your PC is a greater 
distance from us than what we’re used to? 

DAN: If you wanna get semantic about it, it means 
that it’s not running on a “personal” computer, 
as it’s on a server that’s shared with others 
using the service. But more importantly, 
OnLive sacrifices most of the things we all 
love about PC gaming. You can’t mod 
these games, you can’t run them in high 
resolution, you can’t upgrade your com-
puter for better performance. Other than 
being able to use the mouse and keyboard, 
that sounds an awful lot like a console to me.

EVAN: It does; OnLive is absolutely a middle ground 
between consoles and PCs. But there’s an audience for 
that, and we shouldn’t shun them. The service isn’t any-
where near “replacing” or endangering one of the best 
parts of our hobby—owning and maintaining your own 

computer. If anything, it’s bringing new people into our 
hobby at an entry-level, with little financial risk. 
Bottom-line: more people playing more PC games is a 
good thing. 

DAN: And just like with our Mac-gaming brethren, I 
hold no grudge against OnLive gamers. You’re right—
the more people playing games, the better...but I don’t 
think that they fit into our specific gaming subculture. 
You can play Just Cause 2 or Batman: Arkham Asylum on 
three major platforms (PC, Xbox and PS3) but playing 
it on the PC means something to us. Thanks to the 
openness of our platform, we have unrivaled control 
over our experiences. It’s a defining quality of PC 
gaming that OnLive will never replace.

EVAN: Is it an actual concern to you that OnLive 
might “lower the bar” of quality and customizability 
that we associate with PC gaming?

DAN: A little, yeah. To me, it’s part of the bigger ques-
tion of what makes PC gaming PC gaming? Is it sitting 
in front of a specific combination of motherboard, 
CPU, GPU, RAM, hard drive and operating system 
while you play? Or is it a combination of the hardware 
with the ability to play on our own terms—customiza-

tion, tweaking, upgradability and fine control you 
can’t find anywhere else? To me, it’s the 

latter—that’s why I choose to game on the 
PC. OnLive simply doesn’t fit that defini-
tion, and thus is not PC gaming. 

EVAN: And I think that’s a prime part of 
the appeal of our hobby—what a PC 

gamer “is” is so amorphous and varied. Yes, 
we absolutely pride ourselves on our platform 

being where you can experience the highest of 
the high-end (and equally, insane deals that will save 

you more money than anywhere else in gaming). But 
it’s also home to a broad spectrum of casual gamers: 
adventure purists, evening Solitaire players, Flash 
gamers and Farmvillers, and yes, OnLive users. We’re a 
big family. OnLive makes us bigger. 

EVAN: 

“You can’t 
mod these games, 

you can’t run them in 
high resolution, you can’t 
upgrade your computer 

for better perform-
ance.” —Dan
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D igging in for a quest of cultural 
domination, I was taken aback 
by Civilization V ’s streamlined 
new look, replacing much of 

Civilization IV ’s interface bulk with sleek 
icons and intuitive information flow. It 
looked and felt great, but I feared such a 
simplification on the front-end could 
spell a similar fate for gameplay. What I 
found instead was a medley of combat 
complexity and soccer-mom accessibility.

It was 3900 BCE. I’d 
settled Athens. It was 
time to research my first 
technology; lo and 
behold, you can now 
view the full tech tree 
straight from the 
research menu. Once in 

the tech tree, I noticed slightly fewer 
techs available—many dead-end techs 
from Civ IV, such as refrigeration, have 

been omitted in the hopes of making the 
remaining core technologies (like mathe-
matics or metallurgy)  more valuable.

I picked horseback riding, taking my 
ability to hunt to the arid plains beyond 
my capital. My first patrols encountered 
Venice, the first of many city-states 
(single-city, mostly static settlements that 

don’t try to win, but serve as diplomatic 
and tactical linchpins). The Venetians 
had already grown to favor Wu Zetian of 
the Chinese, but I quickly earned their 
favor with donations of coin and a 
worker unit. Exploiting their rich 
deposits of iron was going to be easier 
than I’d hoped.

Village people
As my little Greeks flourished, I 
lamented the lack of religion and espio-
nage I’d come to love in Civ IV, but was 
surprised by a system I might end up 
liking more: policies. Ten policies unlock 
as you accrue culture points, with each 
holding a small branch of bonuses. I 
picked “honor” off the policy menu for 
my state, which boosted my damage 

 HANDS-ON  Making war more user-friendly than ever before

A city placed near a 
mountain has two rear 
flanks—making it much 
more vulnerable.
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READ ME
PUBLISHER
2K Games
DEVELOPER

Firaxis
LINK

civilization5.com

Moscow and Munich are allies for 
now, but is the benefit of silk trade 
enough to outweigh the potential 
gains from invasion?

Our Civ V Timeline

2,400 years of our world-
fi rst hands-on with Civ V

3960 B.C.E.
●

Athens 
is born

3840 B.C.E
●

Greek hunters 
take to 

the plains

3720 B.C.E.
●

Athenian warriors 
are bolstered by a 

barracks

3600 B.C.E.
●

Venice is wooed 
with coin

3520 B.C.E.
●

Wu Zetian expresses 
displeasure in our 

actions

3200 B.C.E.
●

Greek archers 
take to the fi eld

3040 B.C.E.
●

Iron streams 
down Venetian 

trade routes

against barbarians by 25 percent, letting 
me rack up easy gold by hunting down 
the NPC pillagers in my early game. 
Policies are a condensation of Civ IV’s 
range of governmental choices, but they 
shifted my focus to the most exciting 
stuff: political intrigue, space races and 
wars that begin with a charge on horse-
back and end with armored vehicles.

The improved combat may actually be 
the feature that nets Civ V the most new 
players. The use of hex tiles (Civ IV used 
a grid of squares) helps; it’s amazing what 
the addition of two more tile sides can 
do for tactics. All of a sudden, a city 
placed near a mountain has two rear 
flanks—making it much more vulner-

able. More than once my scout unit was 
ambushed by barbarians approaching 
from an unexpected angle. Terrain is 
now more important than ever—the 
only way I mounted a defense was by 
utilizing a nearby hill or deploying my 
city near a river that the enemy had to 
cross to reach me.

Of course, you don’t often find your-
self in A Land of All Hills, so Civ V’s 
daring removal of the long-standing 
ability to stack units (it’s now one unit 
per tile) puts the tactical value of high 
ground at a premium—as it should be. 
With Montezuma’s jaguar warriors 
breathing down my neck from the north, 
beloved Athens spotted spearmen to the 
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A UI that’s more
image-driven than Civ 

IV’s should help 
acclimate new players.

You should only 
expand as far as you 

can defend—our 
Aztecan Jaguar 

Warriors can capably 
guard our capital.

Those hills may 
actually give the 
out-cannoned team a 
chance.

3000 B.C.E.
●

Greek scholars 
rejoice in a new 

library

2920 B.C.E.
●

Legislation turns 
Greek warriors 

against barbarians

2840 B.C.E.
●

Jaguar warriors 
threaten Venice

2720 B.C.E.
●

Montezuma’s 
aggression sparks 

the Iron War

2600 B.C.E.
●

Hoplite Hill 
honors the Greeks 

who died there

2440 B.C.E.
●

Venice succumbs 
to Aztec rule

2400 B.C.E.
●

Aztec war-machine 
falters at Battle of 

Ajax Mesa

2360 B.C.E.
●

Athenian arrows rain 
on Montezuma’s 

jaguars

2280 B.C.E.
●

Aztecs break the 
Siege of Athens 

and retreat
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Robert Hathorne

Release Sept 21

south. I was down to two units and the Aztecs had the 
hill, but I had to send one unit to rescue Athens—hope-
fully the city would still be there in three turns when he 
arrived. Just when I thought all was lost, my advisor 
showed me how to make the city defend itself. Even 

with no units garrisoned inside, cities can now bombard 
enemies within two hexes. A few well-placed shots, and 
Athens was safe before rescue even arrived. Meanwhile, 
the unit I’d left behind to hold the line wasn’t as lucky. 
The hill gave Monty’s men enough of a defensive boost 
to blunt my warriors’ attack and they were slaughtered 
without ever dealing a blow.

After that shameful defeat, I ventured down a more 
peaceful path. My scouts announced their discovery of 
Mount Everest, generating happiness throughout my 
empire, and I started exploring for other bonus-granting 
natural wonders. In some ruins, I found survivors (NPC 
settlers) who I used to found Sparta at the base of 
Everest, and in that mountainous region, I created my 
own version of the Hot Gates. Within that high ground 
and narrow passage, my warriors and archer units fended 
off Otto von Bismarck’s footsoldiers for two centuries.

Civ V’s world is richer for its condensation of features. 
and a more intuitive interface will soften the game’s 
depth for previously-intimidated players.  All I wanted 
was just one more turn. If it wasn’t for the imposingly 
tall producer hovering over me, I’d have gotten it. ■

I created my own version of the Hot 
Gates. My warriors and archers 
fended off Otto von Bismarck’s 
footsoldiers for two centuries.
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Movement Management NPCs Politics Sound

Civilization IV Square grid, unit 
stacking

Muddy interface, city-
specifi c happiness

Leaders defi ned by 
two unique traits

Five civic categories, 
religion, espionage

Swahili intro music, narrated by 
Leonard Nimoy

Civilization V Hexagonal grid, 
one unit per tile

Intuitive interface, 
universal happiness

Complete leader 
personas, city-states

Policies, diplomatic 
agreements

Triumphant classical score, fi ne 
narrator

Our take Six sides are better 
than four—more 

options, more 
mobility, more

tactics 

Less interface means 
quicker turns and 
greater access for 
a negligible loss 

of depth

At their worst, Civ V ’s 
city-states feel like 
tiny towns that you 
have to court and 

baby-sit

A shocking level of 
condensation, but 

policies give 
governance 

a natural feel

There’s just 
no topping 
a Swahili 

spiritual song and 
Spock 

What’s Different?

Civilization V simplifi es a few features from Civilization IV. How does the game fare as a result?

In Civ IV, you could build a 
“Sacrificial Altar” if you played as 

Montezuma. Any chance we could 
get something cheerier this time, 

Firaxis? A lemonade stand, maybe?

1600 B.C.E.
●

Helsinki’s request 
is fulfi lled

1640 B.C.E.
●

Barbs capture 
Greek settlers

1680 B.C.E.
●

Spartan granaries 
feed Greece in 

abundance

1760 B.C.E.
●

City-state of Helsinki 
requests removal of 
Barbarian menace

1800 B.C.E.
●

Spartan units man 
the Hot Gates east 

of Everest

1840 B.C.E.
●

The theater in 
Athens makes it a 

cultural hub

2000 B.C.E.
●

Settlers at base of 
Mt. Everest found 

Sparta

2100 B.C.E.
●

Greeks enter a 
research agreement 

with Americans

2140 B.C.E.
●

Greek workers 
renew war-torn 

lands

‹ BACK NEXT ›CONTENTS



Y ears ago, master game designer 
Will Wright’s powerful brain 
turned its lobes to the subject of 
evolution, and Spore was born. 

Its incredibly powerful creature creator 
amazed us, but the mini-games that pro-
gressed you through the game’s evolu-
tionary stages failed to rope seasoned 
gamers. In hindsight, the current minds at 
Maxis understand that they’d made more 
of a toy than a game. So they’ve taken the 
best bits of Spore (the technology) and 
attached it to a game mechanic everyone 
loves: punching things to produce gold—
or DNA, in this case. Maxis is making 
Spore-Diablo, which it’s dubbed Darkspore. 

“We’re real, hardcore gamers. We love 
to play a lot of different kinds of PC 

games,” says Mike Perry, 
Darkspore executive pro-
ducer. “We saw those 
tools we created for Spore 
and found them really 
inspiring. So we asked 
ourselves: what if we 

could take those tools and apply them to a 
core PC action game? What if you could 
play in co-op battles against an army of 
NPCs?”

You’d have an online, four-player, co-
op-focused dungeon-crawler, is what. 
Perry’s team is very clear that Dark-
spore will be a different experience from its 
source material. “It’s not a sequel to Spore. 

It’s not a spin-off. It’s a new game that uses 
the DNA of Spore to create a multiplayer-
online action game.”

Space Pokémon
The core concepts are lifted from Diablo: 
loot, an isometric perspective and 
cooldowns tied to your combat abilities. 
The Spore twist on that gameplay is that 

you manage a team of “genetic heroes,” 
taking three at a time to a planet to 
recover DNA (your currency for pur-
chasing more heroes) and do battle with 
piles of varied aliens.

The level Perry’s crawling over is a frag-
mented asteroid connected by bridges 
made of light. His three-creature squad is 
a grasshopper-like “Bio Tempest” gunner, 
a magma-skinned “Plasma Sentinel” 
brawler and a teleporting, stabby 
“Quantum Ravager” with blades on his 
hands. In Diablo terms, these are compa-
rable to a mage, tank and rogue. Perry 
plays as only one at a time, but like in the 
action/side-scroller Trine, with a push of a 
button he can instantaneously swap 
between them using an ability with a short 
cooldown. 

Perry is fighting a range of minions—
enemies that range from hovering, prickly 
space pinecones to menacing blue ogres. A 
few of them have unique behaviors, like a 
pack of robotic enemies he stumbles on 
that tries to repair their fallen brethren 

 FIRST LOOK  Is a dungeon-crawler the right test tube for Spore’s DNA?

The core concepts are 
lifted from Diablo: loot, 
isometric perspective, 
and cooldowns.

DARKSPORE
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READ ME
PUBLISHER

EA
DEVELOPER

EA Maxis
LINK

darkspore.com

Along with this broken asteroid,
 Darkspore will have desert,

 industrial and other environments.

whenever one is smacked to pieces. He 
uses that trait against them, waiting for 
the tiny droids to group up on a repair, 
then lays down a splashy area-of-effect 
fire punch ability with his Plasma 
Sentinel to wipe them all out at once. 
Clearing a room with a fireball feels great.

But interestingly, unlike Spore, these 
characters aren’t entirely handmade—
in Darkspore, you recruit your squad from 
a set of “hundreds” of premade creatures, 
then tack on hundreds of pieces of loot—
including armor, shoulder pads, wings or 
gauntlets—to boost their stats and round 
out their combat personality. It’s alien 
warrior dress-up. Spore’s creature creator 
tech, however, is still intact in this part of 
character customization—the dev team 
shows me that you can free-adjust, resize, 
recolor, and even apply animated textures 
(like a glowing, magenta magma skin) to 
your gear. The same idea applies to 
enemies: they’re premade, but there are 
heaps of them, all guided by a system 

Release 2011
Evan Lahti

#205 OCTOBER 2010

www.pcgamer.comwww.pcgamer.com

OCTOBER 2010OCTOBER 2010

OCTOBER 2010OCTOBER 2010

THE PLAYLIST 1010 

P
C

G
10

10

P
C

G
10

10 1010
1010

#205  VOLUME 17,  NUMBER 10 OCTOBER 2010

        

        

ISSUE 205 OCTOBER 2010

NUMBER 205
OCT 2010

#205 OCTOBER 2010

www.pcgamer.comwww.pcgamer.com

OCTOBER 2010OCTOBER 2010

OCTOBER 2010OCTOBER 2010

THE PLAYLIST 1010 

P
C

G
10

10

P
C

G
10

10 1010
1010

#205  VOLUME 17,  NUMBER 10 OCTOBER 2010

        

        

ISSUE 205 OCTOBER 2010

NUMBER 205
OCT 2010

   43

Characters have pre-created 
abilities; equipment augments the

 quantity and type of damage dealt.
Tiny robots, take note: don’t

 interrupt Zrin’s basketball game.

Release 2011
Evan Lahti

OCTOBER 2010      43

similar to Left 4 Dead’s AI director that 
will dynamically manage the type and 
count of enemies you’ll have to mash.

That’s good—but it didn’t hide how dull 
Darkspore’s environments felt. We wan-
dered from symmetrical platters of open 
terrain, bare spaces that lacked the sense 
of discovery we’re used to in most dun-
geon-crawlers. I’m concerned that the 
character-swapping mechanic will make 
combat feel less grounded, too. There’s a 
looseness and sense of non-attachment to 
your character when you 
and three co-op part-
ners each have a 
trio of heroes to 
alternate be-
tween. But we 
remain excited 
about its poten-
tial in a way we 
might not be for, 
say, Spore 2. ■

Upgrade your lava man

Maxis’ mock-up shows a potential progression of “Zrin, The Sun Fist” over three levels. You’ll have access to cosmetic 
and stat-boosting pieces to augment your genetic heroes, using the equipment to add resistances and damage types.

Co-op beatdown.

Lava uppercut!

In the future, 
grasshoppers 

have ordnance.
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P ortal’s final room was a sad place. 
GLaDOS, the voice guiding and 
taunting you throughout the 
game, was revealed as a hanging 

jumble of wires and modules, welded to the 
ceiling, impotent as you yanked vital 
components from her frame. 

Portal 2 is set a hundred years after that 
game. The testing chambers are 
overgrown and stained, collapsed in vital 
places and generally unstable. Back in the 
orange jumpsuit and leg-braces of the first 
game’s protagonist—inadvertent test 
subject Chell—you’ve still got the portal 
gun, and it does the same job: you can 
place two portals, connecting two points 
like a door. Picking through the wreckage 
of Aperture Science’s labs, lobbing portals 
around to get through any area otherwise 

impassable, Chell’s first 
point of contact is 
Wheatley, a reassuringly 
non-homicidal—and 
British—personality 
sphere. While she carries 
him for a short while, he 
guides Chell through the 

obstacles and smashed rooms, before 
coming to a clearing, wider and more 
organic than anything in Portal.

There’s a rustle, and an electronic 
whine. Misshapen lumps of metal and 
plastic realign, righting themselves, and 
pulling upwards to form a familiar shape 
in the plant-fringed room. The shape—

now coalesced—turns to glare at Chell, 
yellow eye unblinking. 

“Oh, it’s you. It’s been a long time.”
Portal’s murderous AI is very much Still 

Alive. GLaDOS’s new incarnation is 
more obviously symbiotic with the labs of 
Aperture Science, entwined with the 
architecture in a way that was never 
underscored before. When plates slam 
from the wall, or when two spiked 
surfaces jolt together, it now looks like 
GLaDOS’s direct actions, fighting back 

against the intruder. You. 
She’s rearranged her form and her 

surroundings, new obstacles spilling from 
walls and floors. Rounding a corner, Chell 
is met by a rogue laser from a broken wall. 
Picking up a mirrored cube, she plonks it 
down, redirecting the beam at a trio of 
turrets just around the corner. Set on fire 
by the focused light, they die squealing. 

They aren’t the only ones. Portal 2 is a 
hotbed of turret abuse, the little talking 
gun-platforms seem more abundant and 
killable than in the previous game. Chell 
later comes on a gaggle of the sweet-
talking killers, concentrated in the middle 
of a wide-open room. Crossing the area 
on foot would be suicide, but with the 
portal gun, the chamber becomes a neat 
demonstration of Portal 2’s new physics.  

Portals now transfer force through 
them. For example, in the corner of the 
turret-filled room, there’s a tube, and it’s 
making a whooshy noise. Thanks to 
Aperture Science’s hilariously helpful 
diagrams and voice-guidance (“‘Diversity’ 
is a trademark of Aperture Science”), it 
becomes quickly apparent that the tube 

 FIRST LOOK  Getting physical with Valve’s first-person puzzler

There’s the inhuman 
sound of 20 turrets 
being pulled into a hole 
four feet wide.

PORTAL 2

READ ME
PUBLISHER

Valve
DEVELOPER

Valve
LINK

www.thinkwith
portals.com

GLaDOS is so glad to see you.
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sucks. It sucks hard. Chell pops a portal 
next to the herd of turrets, putting its 
other side below the tube’s entrance. 
There’s the inhuman sound of 20 turrets 
being pulled into a hole four feet wide, and 
then they’re gone, bundled 
unceremoniously through the tube to 
their doom.

The tube—or “pneumatic diversity 
vent”—is but one of Portal 2’s new 
inventions. “Aerial faith plates” translate 
as bounce-pads: hop onto one and Chell is 
flung through the air. They seem largely 
automatic—there’s a little Quake III-style 
aerial correction, but a certain degree of 
mid-air portal-shooting will be necessary 
to avoid slamming into an inconvenient 
wall. “Excursion funnels” are a little more 
complex. Cylindrical jets of anti-gravity, 
they can carry people, turrets and cubes of 
various persuasions, and they can be 
deployed through portals. Valve’s footage 
shows Chell building a labyrinthine 
network of these funnels, projecting 
herself upwards with repeated portals to 
clear a room. 

But most interesting is Valve’s goo. 

More accurately, “gel,” coming in two 
flavors—propulsion and repulsion. The 
propulsion stuff acts like a speed-boost, 
with any surface coated in the orange 
gloop speeding Chell along at a terrifying 
rate. Valve has shown the uses for the 
substance: an impractically long walkway, 
punctuated by the repeated slamming 
together of spike-covered walls. At a jog, 
Chell would be tenderized, but with the 
gel enabled, she’s able to clear the stretch. 

Repulsion gel is a lovely shade of plastic 
blue and bounces Chell from any surface 
it’s on. Leaping up to high platforms is 
simple—a blob of gel on the floor shoots 
Chell straight up—but forward planning 
is required for more complex trips. 
Reaching a far-off platform seems 
impossible, but a smart use of portals lets 
Chell get gel all over the walls leading to 
the exit. Leaping into the air, she flips 
between the vertical surfaces to the 
platform. It is—like everything seen of 
Portal 2 so far—an ideal meld of brain-
juddering complexity and “Oh yeah!” 
simplicity. 
Rich McCormick

Wheatley is English
and enthusiastic.

Someone should’ve
tidied up a bit.

Prepare your mind 
for explodings.

Lasers? No. “Thermal 
discouragement beams.”

Release 2011
A century of neglect has made 
Apeture Labs a more 
fragmented and frail world.
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T he creator of some of the world’s 
best strategy games is putting us 
directly in the power-shoes of 
gaming’s ultimate warriors. 

You’re a Space Marine. You have a chain 
sword, a bolter and a suit of power armor. 

This is Warhammer’s take on Gears of 
War with two significant differences. 
One: Space Marines don’t take cover 
(though Dawn of War 2 might have 
something to say about that), and this 
game won’t have a cover system. Two: 
Space Marines like to get dirty, and attack 
with knives, chainsaw-swords and laser 
axes. Relic is emphasizing melee 

combat—attempting to 
mix deep action 
mechanics, such as 
combination attacks and 
sync kills, with raw 
shooting. It’s remarkably 
ambitious. 

The meat of what we’re 
being shown has our 
Space Marine fighting 

through a sewer pit. He’s blocked by Orks. 
They pour in through drainage pipes 
(some burst though doors and wreckage, 
leaving physics objects dangling) and 
charge right into the melee. The 
Ultramarine (he’s clad in the chapter’s 

classic navy, gold-imbued armor) rapidly 
switches between sword and bolter, 
tearing through the Orks. One of the 
greenskins charges at us, but the marine 
leans the teeth of his motorized chain-
sword against the Ork’s stomach to split 
him in two, letting the gremlin’s top half 
tumble over his armored shoulder.

Cover to cover
We’ve waited awhile for a proper action 

game to put the Space Marines shoulder-
deep in these gory antics. But Space 

Marine represents a mainstream take on 
the Warhammer license, and Relic’s 
reputation has been earned from great PC 
games—real-time strategy like Company 
of Heroes. Relic, however, insists that it’s 
not abandoning its heritage, and certainly 
not sacrificing anything to make Space 
Marine a console and PC release.

“We’re PC developers,” says Art 
Director Andy Lang, who’s been with the 
company since Homeworld, “and we don’t 
want to throw away that lineage moving 
to console. The PC build will have custom 
design and specially tuned controls, which 
have been through rigorous usability 
testing to make sure the game feels 
awesome. We’re definitely not going to 
half-ass it and stick it on the console. That 
would be terrible for fans of the Relic 
brand, and for us as gamers. We don’t 
want it to suck, you know?”

We know, Relic. We have some slight 
criticisms of the demo, though, and there 
are risks associated with where Relic is 
heading. Right now, Space Marine reads as 

You have a chain sword, 
a bolter and a suit of 
power armor.

SPACE MARINE

If a gun the size of a 
Toyota Prius doesn’t 
intimidate an enemy, 
the marines’ ornate 
bling will.

PREVIEWS
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READ ME
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THQ
DEVELOPER

Relic
LINK

spacemarine.com
TWITTER

@relicgames, 
@wh40kdow

 FIRST LOOK  Can PC gaming’s strategy experts make a serious shooter?

a one-dimensional game—you’d expect 
that from a universe in which there’s only 
war. All we’ve seen so far are Orks (THQ 
will probably reveal additional enemy 
races over time), and the Ork AI amounts 
to “run at the Space Marine until he falls 
over.” I want to shoot at Chaos Marines 
and have chainsword fights with Eldar. 
But Relic isn’t revealing anything yet. 
“You can read into our history whatever 
you want. Orks have a great variety and 
they’re a great way of introducing the 
game to a broader audience. They’re 
green, they’re fun to kill, they explode, 
we’ve got lots of them on-screen, and the 
humor of them contrasts with the 
seriousness of the Space Marines.” 

I’m eager to play Space Marine in a 
multiplayer environment. As the demo 
draws to a close, I catch a glimpse of the 
interface. There are two options visible: 
cooperative and online multiplayer.

Whatever route it takes, Relic is wading 
into a huge battle. Now it isn’t just 
competing for the strategy market; Relic 
is competing with some of the world’s 
biggest PC and console gaming 
franchises: Gears of War. Halo. Killzone. 
It’s one hell of an ambitious project. 
Producer Raphael Van Lierop’s words 
mirror the creed of the Space Marine: 
“There’s no glory in playing it safe. I 
think we can stand with those guys.” 

SPACE MARINE

Release WINTER 2010

Power swords, plasma guns and 
other exotic weapons will join the 
standard Warhammer armory.

Tim Edwards

 It ain’t easy being 
 green—especially with 
 an underbite like that. 

 The chainsword produces pleasingly visceral 
 results when applied to an enemy’s face. 
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There are several classes 
of Ork for you to dissect. 
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Dan Stapleton

ELEMENTAL: 
WAR OF MAGIC
 PLAYED IT  The foundation of a new 
fantasy-strategy dynasty takes shape

running the kingdom in a Dungeons 
& Dragons campaign and directing a 
party of adventurers through it. The 
interface is helpful in managing it 
all—it borrows from Stardock’s 
other 4X (explore, expand, exploit, 
and exterminate) strategy game, 
Sins of a Solar Empire. There’s a 
convenient empire-management 
tree anchored at the left edge of the 
screen, and I love the effect of the 
world turning into a hand-drawn 
map with figurines representing 
your units when you zoom out—it’s 
a great abstraction of the world.  

Sending a champion on a quest is 
mechanically simple: they generally 
have to journey to a location and 
retrieve an object or slay an enemy 
(sometimes with a moral choice) to 
collect a reward. But that these 
quests take place against the 
backdrop of city management 
makes the world—and the game— 
seem so much more vivid.

I’m just getting a vague sense of 
how a session will play from the 
beta, but since this isn’t Stardock’s 
first 4X party (they’re the team 
behind the space-based Galactic 
Civilizations series) I’ve got great 
confidence that it’ll live up to its 
potential by launch day. 

H igh fantasy has always 
required a great ima-
gination to animate its 
visions. That’s true of 

many of our favorite PC games, too: 
Deus Ex, Minecraft and Civilization 
rely heavily on the player to enliven 
the story. Elemental: War of Magic 
makes the same exhilarating 
demands on my creativity as I play 
the pre-release build. While the 
balance isn’t finalized and major 
features aren’t yet baked in (the 
tactical combat, for example), even 
with features missing, the game 
nonetheless feels like an engrossing 
springboard for the imagination. 

In each turn I have to keep track of 
my cities, my economy and my 
research while custom-designing 
and building my military units. At 
the same time I have to guide my 
RPG-style sovereign (my in-game 
avatar) and any champions he 
recruits on quests, while managing 
each of their magical spells, weapons, 
armor, stat-boosting rings and 

potions—even 
marriage and 
children—all in an 
effort to not get 
them all killed by 
wandering ogres. 

It’s a little like 

Release AUGUST 24

READ ME
PUBLISHER
Stardock

DEVELOPER
Stardock

LINK
elementalgame.com

Q3 2010
Arcania: Gothic 4 JoWood

Brink Bethesda

Dead Rising 2 Capcom

Elemental: War of Magic Stardock

F.E.A.R. 3 Warner Bros.

Kane & Lynch 2: Dog Days Square Enix

LEGO Harry Potter: Years 1-4 Warner Bros.

Mafi a II 2K

Rise of Prussia Paradox

R.U.S.E. Ubisoft

Sid Meier’s Civilization V 2K Games

Test Drive Unlimited 2 Atari

Two Worlds II SouthPeak

Q4  2010
Battlestar Galactica Online Bigpoint

Call of Duty: Black Ops Activision

Crysis 2 EA

DeathSpank Hothead

Fallout: New Vegas Bethesda

Frozen Synapse Mode 7 Games

Ghost Recon: Future Soldier Ubisoft

Lionheart: King’s Crusade Paradox

Medal of Honor EA

Need For Speed World Online EA

Rage Betheda Softworks

Red Orchestra: Heroes of Stalingrad TBD

Subversion Introversion

World of Tanks Wargaming.net

World of Warcraft: Cataclysm Blizzard

2011:  THE 
TOMORROW ZONE

American McGee’s Alice II EA

Deus Ex: Human Revolution Square Enix

Diablo III Blizzard

Guild Wars 2 NCSoft

Jagged Alliance 3 Bit-Composer

Mass Effect 3 EA

MechWarrior (TBD)

Monaco Pocketwatch Games

Portal 2 Valve

Rock of Ages ACE Team

Star Wars: The Old Republic EA

Release 
Meter
I was wandering down a barren road in South 
Dakota when I was suddenly knocked on my 
back. I was pinned. Trapped. Opening my eyes 
a sliver, I dared to peek. I found not a car—but 
a person. I looked into his blood-red eyes as 
his mouth crept open, slowly revealing two 
fangs, fi ercer than any animal’s. As he moved 
toward my neck, he whispered the last words 
I’d ever hear: “If I wanted to know what games 
were coming out in the next 12 months, where 
would I go?”

Imagine playing a turn-based RPG on 
top of someone’s game of Civilization.
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STAY ON TARGET

It wouldn’t be Star Wars without 
space battles—we’ve got the 

inside scoop on how you’ll be 
bulls-eyeing starships in THE OLD 

REPUBLIC, just like the womp 
rats back home by Josh Augustine
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STAY ON TARGET

I
t wouldn’t be a Star Wars movie 
without an epic battle in space. A 
battle where our emotional 
connection to the characters 
provides the backdrop to a dazzling 

whirlwind of pyrotechnics, broken ships 
and dogfights among the stars. Whether it’s 
that first desperate Death Star trench run 
where Han returns to save Luke’s life, the 
Millennium Falcon’s daring escape from 

Imperial TIE fighters in the asteroid field or 
the explosive Clone Wars battles of the 
prequels—some of the series’ best stories 
are told during fights in space.

That’s why when Kevin Barrett, executive 
producer at BioWare’s flagship Edmonton 
office (where the spacefaring parts of The 
Old Republic are being developed) heard 
about his team’s task, the first thing he did 
was create a video montage of every space 

battle in all six movies and watch it over and 
over again. What did his team learn? They 
loved the underdog mentality in so many of 
the battles, where a tiny X-Wing could 
destroy a massive Death Star. They couldn’t 
wait to translate that into their MMO, 
where they felt it fit naturally with making 
the player character feel powerful.

Even so, it wasn’t easy getting BioWare to 
spill the beans on TOR’s space combat: the
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development team recognizes that this is 
one of the most anticipated features in the 
most anticipated MMO of all time, and they 
don’t want to promise anything they aren’t 
absolutely certain they can deliver.

Their reluctance to overhype their game 
before its release is arguably a good sign—
BioWare is confident that the end product 
will speak for itself. But it’s making for some 
very antsy Star Wars fans out there (like me) 
who are hoping this will be the fully realized 
virtual Star Wars universe that we’ve been 
waiting for, where we can live out our fanta-

sies of lightsabers and Y-Wings with our 
friends. Many Bothans died to bring us this 
information on space combat—part fact, part 
obvious hints, part researched speculation—
but it was worth every fallen body. Read on to 
see how next year, you’ll be taking the fight to 
the stars. 

A new legacy
Let’s start off by addressing the 500-pound 
rancor in the room: TOR’s space game is not 
a revival of the classic X-Wing vs. TIE 
Fighter space-combat games. LucasArts 
Producer Jake Neri explains the decision to 
avoid pursuing that gameplay: “We didn’t 
set out to make a full ‘go anywhere’ space 
game. It’s important for us to be true to the 
core of this game, and we didn’t feel that was 
the right decision based on our experience 
with other games we’ve built around here.”

But that just tells us what TOR’s space 
combat is not...so what is it? The buzz word 
used to describe the gameplay during my 
demo was “tunnel shooter.” Neri told me 
that their goal is to “capture the most cine-
matic moments that we can create. We 
want players to get in and feel like they’re 
in the movies. It’s about highly cinematic, 
controlled combat moments...very heroic, 
action-packed, exciting, visceral and dan-
gerous encounters that’ll make you pee 
your pants.” That all sounds well and good, 
but how are they going to pull it off in an 
MMO environment?

Combat ready
BioWare had announced a while back that 
ships would function as player housing, but 
now it reveals that your ship is going to be a 
lot more than that: it will also function as a 

TOR’s space game is not 
a revival of the classic 
X-Wing vs. TIE Fighter 
space combat games.

most anticipated MMO of all time, and they 

who are hoping this will be the fully realized 

sies of lightsabers and Y-Wings with our 
friends. Many Bothans died to bring us this 
information on space combat—part fact, part 
obvious hints, part researched speculation—
but it was worth every fallen body. Read on to 
see how next year, you’ll be taking the fight to 
the stars. 

A new legacy
Let’s start off by addressing the 500-pound 
rancor in the room: 
a revival of the classic 
Fighter 
Producer Jake Neri explains the decision to 
avoid pursuing that gameplay: “We didn’t 
set out to make a full ‘go anywhere’ space 
game. It’s important for us to be true to the 
core of this game, and we didn’t feel that was 
the right decision based on our experience 
with other games we’ve built around here.”

information on space combat—part fact, part 

but it was worth every fallen body. Read on to 
see how next year, you’ll be taking the fight to 

’s space game is not 

core of this game, and we didn’t feel that was 

combat is 
used to describe the gameplay during my 
demo was “tunnel shooter.” Neri told me 
that their goal is to “capture the most cine-
matic moments that we can create. We 
want players to get in and feel like they’re 
in the movies. It’s about highly cinematic, 
controlled combat moments...very heroic, 
action-packed, exciting, visceral and dan-
gerous encounters that’ll make you pee 
your pants.” That all sounds well and good, 
but how are they going to pull it off in an 
MMO environment?

Combat ready
BioWare had announced a while back that 
ships would function as player housing, but 
now it reveals that your ship is going to be a 
lot more than that: it will also function as a 
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I sense the future
There were a lot of 
hints and knowing 
winks about upcoming 
features thrown 
around during this 
demo. Here’s what 
we think BioWare’s 
got cooking for ship 
combat at launch.

THE FEATURE AT LAUNCH?  EVER?
Different diffi culty levels 

for each mission 90% 100%

Ship customization: cosmetic 
and power increases 99%

Hardcore co-op missions, 
a la end-game raids 10% 60%

Terrain/asteroid collisions 
that damage ships 60% 90%

Fly capital 
ships 0% 10%

Space missions that affect 
players on the ground 0% 30% 

Never tell me the odds!

One ship versus an 
entire fleet? Bring it on.

Fly like the Falcon

There are six different 
player ship types, split 
between the eight 
character classes (we 
know the two Jedi classes 
share one type, as do 
the Sith classes). In the 
spirit of fairness, each 
is roughly the same size 
and power: slightly larger 
and more powerful than 
the Millennium Falcon. 
BioWare wouldn’t say a 
word about the other four, 
except that they all draw 
inspiration from existing 
ships. Combining fact, 
unconfi rmed intel and 
speculation, here’s what 
we expect for each of the 
six unique corvettes.

Trooper: Foray-class 
blockade runner

These were the light capital ships of the 
Old Republic (as seen in KOTOR 1 and 2). 
The Trooper’s ride will almost certainly 

bear a strong family resemblance.

Bounty Hunter: 
Firespray-class 

interceptor
Boba Fett’s ship is as iconic 

as his jetpack; this one’s 
almost too easy.

Smuggler: 
Dynamic-class freighter
KOTOR’s Ebon Hawk (pictured)

has pretty clearly inspired the ship 
in the screenshots on page 54. 

Looks like a smuggling ship to us!

Imperial Agent:
Naboo royal starship

We found this ship in one of the 
screenshots. With sleek lines seemingly 
borrowed from Queen Amidala’s ship in 
the prequels, it’s gotta be the Agent’s.

Jedi Knight and Jedi Consular: 
Corellian Vanguard-class

The Jedi will patrol in this hammer-headed, 
heavily armed ship. It bears more than a 
passing resemblance to the Old Republic 

cruisers seen in KOTOR 1 and 2.

Sith Warrior and Sith 
Inquisitor: Fury-class imperial

The Sith classes will cruise around the 
galaxy in this illegitimate love child of 

the Millennium Falcon and an Imperial 
TIE Interceptor.

has pretty clearly inspired the ship 
in the screenshots on page 54. 

Looks like a smuggling ship to us!

Imperial Agent:
Naboo royal starship

We found this ship in one of the 

C
O

N
F

IR
M

E
D

#205 OCTOBER 2010

www.pcgamer.comwww.pcgamer.com

OCTOBER 2010OCTOBER 2010

OCTOBER 2010OCTOBER 2010

THE PLAYLIST 1010 

P
C

G
10

10

P
C

G
10

10 1010
1010

#205  VOLUME 17,  NUMBER 10 OCTOBER 2010

        

        

ISSUE 205 OCTOBER 2010

NUMBER 205
OCT 2010

#205 OCTOBER 2010

www.pcgamer.comwww.pcgamer.com

OCTOBER 2010OCTOBER 2010

OCTOBER 2010OCTOBER 2010

THE PLAYLIST 1010 

P
C

G
10

10

P
C

G
10

10 1010
1010

#205  VOLUME 17,  NUMBER 10 OCTOBER 2010

        

        

ISSUE 205 OCTOBER 2010

NUMBER 205
OCT 2010

   55

The missions I saw were all
about duking it out amidst

massive chaos like this.
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Use the source, Luke  Guessing gameplay from watching the fi lms

Although BioWare remains tight-lipped on the specifi c game mechanics we’ll see in space combat, we do know 
that the missions are heavily inspired by battles in the movies. (BioWare loves “the incredible sense of 
imminent danger, the sense of scale that such a tiny ship can be so incredibly important,” according to Barrett.) 
So we did our research and watched every battle they cited as an infl uence on their design of the space combat 
missions to make our best guesses at how they’ll turn those big-screen battles into gameplay.

THE OLD REPUBLIC

#205 OCTOBER 2010

www.pcgamer.comwww.pcgamer.com

OCTOBER 2010OCTOBER 2010

OCTOBER 2010OCTOBER 2010

THE PLAYLIST 1010 

P
C

G
10

10

P
C

G
10

10 1010
1010

#205  VOLUME 17,  NUMBER 10 OCTOBER 2010

        

        

ISSUE 205 OCTOBER 2010

NUMBER 205
OCT 2010

portal into different elements of the 
game—including space combat—accessed 
via hot spots (unlocked by progressing 
through ground gameplay) on the galaxy 
map you interact with on your ship’s bridge 
(think Mass Effect’s Normandy).

Although space combat missions will 
only be available as single-player instances 
at launch, BioWare will implement PvP 
and co-op in the future.

Tunnel shooter
During a mission, your camera will move 
along a fixed route through the 3D level 
(similar to the Star Wars: Rogue Squadron 
games). You have no control over the direc-
tion or speed you travel in, but your ship is 
free to zip around the screen’s X- and 
Y-axes as you’re propelled forward. Quest 
objectives (primary and secondary) are 
given on the fly via character voice-overs. 
But don’t get distracted: terrain collision is 
very real, and Barrett even described the 
damage inflicted by running into an 
asteroid as “devastating.” One of the clips I 
saw showed a ship deftly ducking between 
asteroids as it zoomed through the battle. 

From what I saw, there’s going to be a lot 
of action on-screen competing for your 
attention: the missions really captured that 
Star Wars-y feel of being one small piece in a 
massive battle raging around you. As capital 
ships exchanged heavy fire and their turrets 
tracked the fighters dogfighting between 
them, the player ship swooped through, 
hitting strategic points in the enemy fleet. 
The player’s aiming reticule whisked rapidly 
around the screen, spraying blaster fire at 
the fighters and locking onto the capital 
ship’s turrets with missiles.

Don’t get cocky, kid
Barrett was quick to alleviate my fears that 
space combat would be an easy or over-sim-
plified affair, telling me that they expect 
players to die or not complete the main 
quest the first few times they attempt a 
mission, and describing later missions as 
“complex and difficult.”

Rotating mission rewards (likely a token 
system similar to WoW’s end-game raiding 
loot system) should provide ample incentive 
to keep you coming back for more. In order 
to make the heavily scripted missions more 
repeatable, the side quests given for each 
mission will rotate, requiring you to escort 

The missions captured 
that Star Wars-y feel of 
being part of a massive 
battle raging around you.
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TRENCH RUNS
As seen in: The assault on the 
Death Star in A New Hope.
There’s absolutely no way that this will 
not make it into space combat. The 
trench run matches up with the “tunnel 
shooter” design perfectly, allowing for 
turrets to breeze by on the sides and 
enemy ships to drop into the trench on 
either side of you. It’s also perfect for an 
increased-difficulty escort mission 
where the VIP ship flies in front of you, 
between you and your targets.

HIDING
As seen in: Han Solo fleeing TIE 
Fighters through the space 
slug-infested asteroid field in 
The Empire Strikes Back.
This is going to be the most diffi cult to 
work into the current combat design, but 
if they can pull it off, it would really mix 
up the gameplay in a great way. It would 
be great to see an entire gameplay mode 
where you have no weapons, but simply 
have to make it out of the asteroid fi eld 
alive and lose your pursuers. Oh, and try 
to avoid landing inside any giant space 
slugs along the way.

SURVIVAL
As seen in: The assault on 
the second Death Star in 
Return of the Jedi.
It’s a trap! You think you’re ambushing a 
vulnerable enemy, but they knew you 
were coming all along. You’re clearly 
outnumbered, but you have to keep 
your fl eet alive until your allies on the 
ground can disable your primary target’s 
shields, allowing you to destroy your 
target and jump to lightspeed safely. 
Miss too often, and you’ll have to watch 
your entire fl eet destroyed one by one 
before the timer’s up.

FIREWORKS
As seen in: Massive capital 
ship battles of Return of the 
Jedi and Revenge of the Sith.
This one’s all about creating the best 
damn fi reworks show mankind has ever 
produced. It’ll have to be made fairly 
easy, because you’re just going to be 
sitting there with your mouth slightly 
agape, absorbing the spectacle 
exploding around you as your ship 
navigates a massive battle fi lled to the 
brim with gigantic capital ships blowing 
each other to smithereens as fi ghters 
weave recklessly through the fray.

They came from...behind!

Ready or not, here we come!

This is why the Empire 
can’t have nice things.

So many bright lights;
so many explosions.
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Jedi Knight’s advanced classes
We got the world’s fi rst look at the two advanced classes of the Jedi Knight! 
Even though one’s more focused on defense, they’ll both be whipping light-
sabers around the battlefi eld so fast it’ll make your head spin (or fall off).
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THE GUARDIAN
Single lightsaber
More tank and inspiring leader, 
than DPS’er. He can upgrade 
his armor to be part Jedi robes, 
part clone trooper armor.
Example: General Obi-Wan 
Kenobi in the Clone Wars 
during Revenge of The Sith.

THE SENTINEL
Dual lightsabers
A very agile Jedi Knight that 
moves at a much faster pace, 
focused on pure DPS.
Example: Mace Windu, if he 
had dual lightsabers.

Space locales are widely varied, 
with bright, colorful backdrops.

The Jedi’s T7 astromech 
droid backs you up in 
combat and gives you
a series of  quests.

THE OLD REPUBLIC

Miraluka
A brand-new race is announced for the 
Republic: the Stevie Wonder of Jedi!
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a different ship or eliminate a different target along 
your route. With the promise of rewards at the end 
of each mission (which range from two to eight 
minutes long), space combat has a lot of potential 
to hook MMO fans, who are famous for zealously 
grinding to maximize their efficiency. Increased 
difficulty levels and achievements for clearing a 
whole mission of enemies—both strongly hinted 
at—would greatly increase the allure.

Without officially confirming it, the developers 
all but guaranteed that ships will be customizable 
with upgrades earned through space combat 
quests, though these upgrades will likely be incre-
mental power increases instead of entirely new 
weapons. BioWare’s Creative Director and TOR 
Lead Designer James Ohlen told me that each 
player’s ship will be cosmetically different, but will 
function the same way—blasters and missiles 
only—to keep it fair. Character abilities and stats 
will not affect space combat at all.

Playing it safe
There’s no question that LucasArts made the right 
call building space combat into TOR from day 
one—it would’ve been a devastating omission, 
repeating one of Star Wars Galaxies’ worst blun-
ders—but I can’t help but wonder if they’re playing 
it a little too safe with their keep-it-simple strategy. It 
feels a bit short-sighted for an MMO—imagine the 
long-term potential if they were able to capture that 
same level of cinematic experience with fully-fea-
tured space flight sim gameplay.

While not quite as robust as the ground experi-
ence, I have no doubt that The Old Republic’s 
space combat is going to deliver some incredible 
scripted moments that put your character in the 
center of an epic Star Wars space battle. Which 
has been every Star Wars fan’s dream since the 
first heroic trench run that blew the Death Star 
to smithereens. ■

The entire species is blind, 
and uses ceremonial 
headdresses of all kinds to 
cover their vestigial eyes.

Miraluka are confi rmed for 
Jedi Knights, and will 
almost certainly be 
available to other classes.

They will only be available for Republic classes during character 
creation. “But that’s not to say that you can’t have an Imperial 
player that’s a Miraluka,” according to Ohlen. Is this a hint that 
players will be able to change allegiances in TOR?

The Jedi order 
often turns to the 
Miraluka for very 
strong recruits.

Immensely Force-sensitive, 
they are able to interact with 
the world based on “seeing” 
the Force around them.

You can never have too many
explosions in one picture.

Now would be the time to
take evasive maneuvers.

A minefield level could inspire
 some interesting tricks.
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H
aving other people’s fantasies 
rammed down your throat 
day-in, day-out can get old. 
Fortunately, there’s a refuge—
a serene corner of gaming 

called simulation, where fiction is forced to 
play second fiddle to something that’s far 
more preposterous: reality.

Sim developers don’t set out to amaze or 
amuse, only to replicate. They know that a 
vehicle masterfully modeled can be every bit 
as characterful as an Alyx Vance or an 
Andrew Ryan, a situation plucked daintily 
from daily life or history just as absorbing as 
any laser-laced space opera or zombie apoca-
lypse. Who needs plot or pathos when 
you’ve got a fiendishly piloted Fokker on 
your tail, or a tight timetable to keep to?

Where the mainstream designer looks at 
a Battle of Britain dogfight and thinks, “My 
audience is impatient and inept; what can I 
add and what can I take away to ensure 
I entertain them?” the serious sim-smith 
thinks, “My audience is smart and willing 

THE

The sim studios keeping the flag of fidelity flying by Tim Stone

to apply themselves; how much raw truth 
can I capture and convey?” Hardcore sims 
exude respect.

Capturing the mood
The good ones are also awash with 
atmosphere. However passionate you are 
about railways, it’s hard to claim that routing 
boxcars around a weed-covered trainyard is 
VISCERAL! or HEART-POUNDING! 
The appeal is more subtle. It’s in the clank of 
metal wheels on tracks, the melody of distant 
birdsong, the glimpse of a grimy multiple-
unit zooming past on the mainline. Yes, in 
Microsoft Flight Simulator there’s satisfaction 
to be found in mastering an elaborate flight 
management computer or nailing a tricky 
crosswind landing, but much of the pleasure 
is in the being rather than the doing. 
Watching peachy dusks transmute into 
ebony nights, hearing engines catch then 
splutter into life on chilly mornings… 
in sims, the mood and the smallest 
minutiae matters.

Can a simulation ever be too real? Of course 
not. What they can be, however, is poorly 
explained and inflexible. It’s not increasing 
complexity that’s pushed sims to the 
periphery, it’s a failure—which has been 
exacerbated by the rise of inconvenient PDF 
manuals—to provide decent tutorials and 
supportive scalability.

Although most major publishers now 
scream and flee in terror when confronted 
with a game with more than 20 key 
commands, the world of hardcore 
simming has rarely been healthier 
or more accessible. Read on to 
discover 15 PC developers 
for whom pursuit of 
realism is almost 
a religion.   
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 1C: Maddox Games
1c.ru/eng

PASSION 
Aviation from 1939-45 and 
obscure warbirds.

PREVIOUSLY 
Showed a generation of simmers 
there was more to WWII air 
warfare than Hurricanes and 
Hellcats. The knuckle-whitening 
IL-2 Sturmovik, gaming’s 
fi rst East Front fl ight sim, 
transformed expectations of 
fl ight and damage modeling, 
and spawned a string of semi-
sequels, a vibrant, unauthorized 
mod scene and a huge (by 
genre standards) multiplayer 
community.

CURRENTLY 
Nearing the end of a fi ve-year 
developmental odyssey. Battle 
of Britain: Storm of War, the true 
sequel to IL-2, should be with us 
by the fall. Stupendous cockpit 
recreations, Regia Aeronautica 
exotica and tutorials fl own in 
authentic Tiger Moths are some 
of the treats in store.

Eagle Dynamics
eagle.ru

PASSION
Avionics; afterburners; acronyms. 

PREVIOUSLY
The oldest of the Russian 
triumvirate that now dominates 
combat fl ight simulation, Eagle 
Dynamics began fashioning 
fastidious airfare more than 20 
years ago. Although western 
warbirds, such as the F-15C and 
A-10A, have been featured in 
the company’s products, it’s 
their Russian recreations that 
particularly stick in the memory. 
The fabulous Frogfoot in Lock On 
adjunct Flaming Cliffs, and the 
OMG-look-at-all-those-switches 
Ka-52 helo in Digital Combat 
Simulator: Black Shark are two 
genre crown jewels. 

CURRENTLY
Polishing the recently released 
Flaming Cliffs 2 (a revamped 
version of Lock On) and building 
the high-fi delity Warthog A-10C, 
which will anchor the next Digital 
Combat Simulator module. 

Image Space Incorporated
imagespaceinc.com

PASSION 
Realistic rubber (and burning it); 
open architecture. 

PREVIOUSLY
After a brief fl irtation with 
hovering death sedans, (Zone 
Raiders, 1995) Image Space 
Incorporated settled into more 
serious pursuits. A series of 
EA-published Formula One 
simulations culminated in F1 
Challenge ’99-’02, a series that 
established the studio as the 
race sim modder’s best friend. 
The license-less rFactor arrived 
in 2005 and, with the help of 
user creativity, rapidly grew into 
a huge and varied motorsport 
playground. Its Pro variant soon 
found favor as an F1 training aid 
for real racers. 

CURRENTLY
Assembling rFactor 2, a sequel 
that looks likely to include 
licensed content, dirt track racing 
and historical GPL-style open-
wheel action from the get-go. 

A2A Simulations
a2asimulations.com

PASSION 
Aircraft innards; aircraft outtards.

PREVIOUSLY 
Based in the town of Simsbury, 
Connecticut (possibly for purely 
poetic reasons), A2A fi rst turned 
heads with a series of WWII 
warbirds for Combat Flight 
Simulator 3 and Flight Simulator 
2004. Later came a bumpy 
re-issue of Rowan’s Battle of 
Britain, and the “accu-sim” 
revolution. In breathtaking FS 
add-ons, such as the Silver 
Wings Stratocruiser, engines are 
oil-supping, air-gulping, individu-
als. Treat them roughly and their 
characters slowly alter. The Piper 
Cub package that followed intro-
duced Heidi, an amiable cockpit 
companion who commented on 
your airmanship.

CURRENTLY
Wallowing in acclaim of their lat-
est accu-sim masterpiece—a B-17 
bomber—and test-fl ying their 
next production, an F4 Phantom.

SimBin
simbin.se

PASSION 
Red-hot hatchbacks and 
touchy grand tourers.

PREVIOUSLY
SimBin made the leap from 
respected mod team to fully 
fl edged devs in 2003, and then 
went on to create three of the 
fi nest race simulations ever 
made. Many of the key personnel 
who were behind GTR, GT 
Legends and GTR II left to form 
Blimey! Games in 2005. The 
studio soldiered on, producing 
a series of strong (if similar) 
touring/sports car sims and a 
pair of excellent free promotional 
games for Volvo and BMW.

CURRENTLY
Working away on a new GTR 
game and overseeing beta tests 
of the revolutionary Real-Time 
Racing—an innovative sim 
that uses differential Global 
Positioning System (GPS) 
technology to fuse real-world 
racing with sim competition. 
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RailSimulator.com
railsimulator.com

PASSION 
Fireboxes and footplates.

PREVIOUSLY
The developer started its life 
as the Kuju team tasked with 
building Microsoft’s Train 
Simulator sequel. Parts of that 
doomed project eventually 
saw the light of day as EA’s 
Rail Simulator, which in turn 
became the trackbed for 
RailWorks. Since the release of 
RailWorks, RailSimulator.com has 
been busy with a cavalcade of 
downloadable content, the fi nest 
example of which was the recent 
recreation of contemporary 
steam sensation, Tornado.

CURRENTLY
Grappling with the intricacies of 
Deutsch signaling in readiness 
for a German RailWorks relaunch, 
and laboring on numerous 
upcoming add-ons, including a 
9F, the last steam locomotive to 
be built in signifi cant numbers 
in the UK. 

Neoqb
riseoffl ight.com

PASSION
Great planes of the Great War.

PREVIOUSLY
Evolved from the Gennadich 
Team, the group behind popular 
MP utility IL-2 Server Commander. 
In 2005, GT announced plans 
for a super-real WWI sim based 
on IL-2 tech. Four years later, 
that sim looped into the air as 
Neoqb’s custom-engined Rise 
of Flight. Sim-folk loved the 
plausible plane handling and 
graphic damage effects, but they 
were less enamored with the 
always-online DRM requirement 
and slim starting hangar. Neoqb 
responded sensibly, with a 
series of plane add-ons and a 
DRM-nullifying patch.

CURRENTLY
Beefi ng up RoF with two new 
DLC fi ghter planes (a Nieuport 11 
and a Albatros D.II) in the works, 
as well as applying the fi nishing 
touches to a new dogfi ghting 
multiplayer mode.

iRacing.com Motorsport 
Simulations iracing.com

PASSION 
Getting the automotive truth. 
Responsible racing.

PREVIOUSLY 
Rose, phoenix-like, from the 
ashes of Papyrus Design Group 
(the Grand Prix Legends people), 
with the help of Boston Red 
Sox owner John W. Henry’s 
deep pockets. In 2008, led by 
GPL designer Dave Kaemmer, 
the studio unveiled iRacing.
com, a pricey but persuasive 
subscription-based sim aimed 
at desktop drivers sick of the 
mischievous griefer mayhem 
that plagues many online races. 
Since then, the focus has been 
on tweaking the authoritative 
physics and adding new car types 
and laser-scanned tracks to keep 
subscribers happy.

CURRENTLY 
Working on the sim’s fi rst 
southern-hemisphere content, 
the Australian Phillips Island 
circuit with native Ford Falcon Vs.

“Michelle,” 
Anthony Bowden

openbve.trainsimcentral.co.uk

PASSION 
Blue-chip physics; plausible 
permanent way. 

PREVIOUSLY 
Known only as “Michelle,” this 
dedicated simmer made a name 
for herself with a modernized 
version of much-loved freeware 
train sim BVE. OpenBVE boasted 
a host of graphical and physics 
improvements, the most obvious 
of which was the ability to leave 
the cabs and observe trains 
from platforms and track sides. 
Anthony Bowden, the maker of 
exceptional BVE routes such as 
Birmingham Cross-City South, 
joined forces with Michelle earlier 
this year.

CURRENTLY
Coding OpenBVE2, a plugin-
supporting rewrite of OpenBVE 
offering, among other things, 
much faster rendering, support 
for clickable cabs, coupling and 
moving traffi c. 

eSim Games
esimgames.com

PASSION
Big, angry tanks; popping turrets.

PREVIOUSLY
Esim emerged from the 
undergrowth in 2000 riding 
Steel Beasts, a modern tank 
sim so realistic that West Point 
immediately purchased 1,040 
copies. The 640x480 SB made 
way for the shapelier Steel Beasts 
Pro Personal Edition in 2007. 
Infl uenced by the training needs 
of the American, Scandinavian 
and Dutch militaries, this was 
no sell-out sequel. Ballistics, 
penetration modeling, tactical 
AI and spotting routines were 
stronger than ever, and the 
vehicle roster—swelled later by a 
mix of free and purchasable add-
ons—included new troop taxis 
such as the Humvee and Bradley.

CURRENTLY
Preparing another Steel Beasts 
Pro Personal Edition expansion 
pack, focused on “classic Cold 
War equipment.” 
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THE REALISTS

Stentec Software
stentec.com

PASSION
Spinnakers, gennakers and jibs. 

PREVIOUSLY
The team at Stentec grew from 
designing wind turbines before 
moving into GPS software, digital 
navigation charts and marine 
sims. The Sail Simulator series 
took to the water in 1991, and 
four installments later remains 
the defi nitive sim for desktop 
dinghyists.

CURRENTLY
Adding ballast to Sail Simulator 
2010. The fi rst of a series of 
expansions will include several 
catamarans, a fl otilla of youth 
dinghies—including the Laser 
Radial, Splash and Optimist—
plus Heegermeer, a massive 
freshwater lake close to Stentec’s 
Friesland HQ. Fingers crossed, 
at some point in the future the 
studio will fi nd the time to blow 
the dust off their intriguing bird 
sim experiments (which can be 
found at birdfl ight.net).

M-R-Software
omnibussimulator.de

PASSION
Moving Berliners from ä to b. 

PREVIOUSLY
Marcel Kuhnt and Rüdiger 
Hülsmann built bits and bobs for 
Microsoft Flight Simulator and 
BVE, and also turned their local 
metro line (that’ll be Berlin’s 
east-west U7) into a superb 
freeware route for Trainz.

CURRENTLY
Transforming their local bus route 
(the Spandau to Hahneberg M37) 
into PC gaming’s fi rst hardcore 
bus sim. OMSI’s double-deckers, 
single-deckers and bendy buses 
will all hail from a time just 
before German reunifi cation. 
Each type will come complete 
with authentic instrumentation 
and painstakingly modeled 
braking and gearbox systems. 
AI-controlled buses running to 
period timetables, complex road 
layouts clogged with VWs and 
busy sidewalks should cement 
the urban illusion. 

Exciting Simulations
excitingsimulations.com

PASSION
Slipping away from the surly 
bonds of Earth; checklists.

PREVIOUSLY
Fueled by fond memories of 
Virgin Games’ Shuttle (1992) 
and a disdain for gravity, a gang 
of Simsquared’s staff began 
building their own virtual version 
of NASA’s STS program. With 
unoffi cial support from friends in 
the agency, the project eventually 
outgrew its freeware roots and 
was self-published as Space 
Shuttle Mission 2007 in January 
2008. During the years that 
followed, Exciting Simulations 
bombarded their customers 
with a stream of free updates 
and mission packs, with many of 
the latter being triggered by real 
shuttle missions.

CURRENTLY
Slaving away on a prettier, 
smarter, even-more-buttony 
sequel. SSM2010 should be in 
orbit by Christmas. 

“Tamas”
bit.ly/2c8jDZ

PASSION
Soviet surface-to-air missile tech.

PREVIOUSLY
Tamas developed a love for 
complex procedural sims fl ying 
Microsoft Flight Simulator heavy 
iron. The idea for a surface-to-air 
missile (SAM) sim was hatched 
while talking with ex-missile men 
on a Hungarian forum. Five years 
of self-taught programming 
later, Tamas unveiled one of 
the genre’s most esoteric and 
authentic bits of freeware. 
Simulated systems include the 
S-75M3 Volhov (SA-2E Guideline) 
and S-125M1 Neva (SA-3B Goa).

CURRENTLY
Expanding his extraordinary SAM 
system simulator with scenarios 
based on the El Dorado Canyon 
raid (the US retaliatory attack on 
Libya in 1986) and the infamous 
1960 downing of Gary Powers’ 
U-2 spy plane. Modeling of the 
SA-4B Ganef system is also on 
the cards for 2010. 

Laminar Research
x-plane.com 

PASSION
Aerodynamics; stompy mechs.

PREVIOUSLY
When young aerospace whizz 
Austin Meyer discovered some 
disappointing limitations of 
Microsoft Flight Simulator in the 
late 1980s, he decided to code his 
own, more fl exible sim. Archer-II 
IFR, later renamed X-Plane. 
Meyer used the actual shape of 
an aircraft model, rather than 
data tables, to determine fl ight 
characteristics, making it perfect 
for plane designers. Simmers 
dissatisfi ed with the feel and 
hardware demands of MSFS 
loved it, too.

 CURRENTLY
In the early stages of X-Plane 10 
development. Scheduled tasks 
include overhauling scenery, 
weather and ATC, adding an 
integrated airport editor and 
shoveling extra detail into new 
default airliners, such as the 
Dornier 328 and MD-80. 
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D
on’t worry, Runic is still working 
on a Torchlight MMO. But while 
we wait for it to emerge—and 
the developer is very vague about 
when that will be—the creators 

of Torchlight have announced a fully-fledged 
follow-up to 2009’s Diablo-style dungeon-
crawler to tide us over, complete with the co-op 
multiplayer for which we’ve been clamoring.

“To make an MMO is a huge endeavor,” says 
Runic Games’ CEO Max Schaefer. “It takes 
years. It’s a big risk. This way we can really feel 
out how multiplayer works with Torchlight, and 
we can give players what they want, too. It’s 
safe to say that every review said, ‘Where’s the 
co-op multiplayer?’ It was the obvious thing.”

But this isn’t just a mere multiplayer expan-
sion: as Lead Designer Travis Baldree explains, 
Runic has looked at the long wish list of fea-
tures that fans felt were missing from the orig-
inal game and tried to implement as many as 
possible. In doing so, the game’s new heroes 
will move beyond the humble mountain town-
ship, facing off against legions of undead were-
bears and thieves on Tibetan-flavored snowy 
escarpments and arabesque lands of sand and 
sorcery that Torchlight 2 will take place in.

“The aim is for it to not feel like your 
standard desert region,” says Baldree, when I 
ask about the origins of the pseudo-mechanical 
Bedouin-like warrior seen in the concept art. 
“We don’t want it to be like, ‘Oh, this is Egypt.’ 
There’s still that sort of steam-punky aspect.”

But as well as fleshing out the diversity of 
cultures in the Torchlight fiction, the introduc-
tion of outdoor areas also changes the way the 
game works, expanding the tradition of rand-
omization by introducing dynamic weather and 
lighting conditions, and offering much greater 
opportunity for exploration.

“Once you head out into the outdoors and 
the wilderness there are more opportunities to 
take side paths,” says Baldree. “We’re also 
having random events that 
give more structure to 
the world. You 
might come 
across a 
caravan 
being 
attacked and 
you can choose 
to stop and save 
them or go on by. 
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We want little pockets of life that happen, 
with varying degrees of complexity, that 
give the world a little bit more flavor and 
life and reward you for maybe heading off 
the beaten path and finding something 
interesting.”

While it’s undecided how much the 
original town of Torchlight will 
feature in the game, its lead charac-
ters will only appear in the sequel 
in non-playable form. Instead, 
there are four new playable classes, 
each of which is customizable, 
allowing you to select gender, 
face, hairstyle and so on. Runic is 
only announcing two of these 
new classes at the moment—
so fresh from the develop-
ment oven that Baldree 
and Schaefer aren’t quite 
sure what they’re called.

unpopulated areas. They’re responsible for 
constructing the means of getting there, the 
advanced fortifications and they also have to 
be able to protect themselves. They have 
some of that steam-punky mechanical bent 
from Torchlight.”

And, as you might expect, there are new 
pets too, although the devs won’t be drawn 
on what new creatures will join your reli-
able, monster-fighting cat and dog. 

“In the original game the pets were more 
or less identical,” says Baldree. “It was 
purely a cosmetic change; the real differ-
ences came when you changed your pet into 
something else. And though there’s no final 
decisions yet, we’ve talked a lot about giving 
those pets some sort of distinct, innate abili-
ties.”

You’ll have more to ponder than if you’re 
a cat or a dog person, it seems. But, as love-
able as the pets are, most players will be 

interested in a different sort of compan-
ionship: co-op. Will there be special 

tag-team powers?
“We’ve talked a lot about 

special placeable auras and pro-
tective wards,” says Baldree. 

“We’re in the early stages of putting these 
classes together so I don’t want to go into 

too much detail, but we really have to cater 
to the kind of action the game has. We’re 
not going to have a lot of fiddly targeted 
skills, because it’s just not really condu-
cive to the style of fast, ‘run all over the 
place and beat the crap out of a ton of 
monsters’ play that we have.”

Runic is keen to emphasize that the 
scale of Torchlight 2’s multiplayer 
ambitions is set at bringing friends 

together, not international com-
petitive play; since the game 

embraces modding with the 
same verve as its predecessor, 

multiplayer will be, in 
Schaefer’s words, somewhat 
cheatable. But, as many a 
lonely Torchlighter will 
attest, that’s a small price 
to pay for friendship.  

“The Outlander is kind of like one of 
Dune’s Fremen,” says Baldree after refer-
ring to his emails to check the latest name. 
“Someone who’s on the fringe and has sur-
vivalist tendencies, various facility with 

ranged weapons and low magic. 
Another class is the Railman, 
who’s like an engineer melee 
warrior class on the frontier, 

trying to push forward into 
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While it’s undecided how much the 
original town of Torchlight will 
feature in the game, its lead charac-
ters will only appear in the sequel 
in non-playable form. Instead, 
there are four new playable classes, 
each of which is customizable, 
allowing you to select gender, 
face, hairstyle and so on. Runic is 
only announcing two of these 
new classes at the moment—
so fresh from the develop-
ment oven that Baldree 
and Schaefer aren’t quite 
sure what they’re called.

Another class is the Railman, decisions yet, we’ve talked a lot about giving 
those pets some sort of distinct, innate abili-
ties.”

You’ll have more to ponder than if you’re 
a cat or a dog person, it seems. But, as love-
able as the pets are, most players will be 

interested in a different sort of compan-
ionship: co-op. Will there be special 

tag-team powers?
“We’ve talked a lot about 

special placeable auras and pro-
tective wards,” says Baldree. 

“We’re in the early stages of putting these 
classes together so I don’t want to go into 

too much detail, but we really have to cater 
to the kind of action the game has. We’re 
not going to have a lot of fiddly targeted 
skills, because it’s just not really condu-
cive to the style of fast, ‘run all over the 
place and beat the crap out of a ton of 
monsters’ play that we have.”

Runic is keen to emphasize that the 
scale of Torchlight 2
ambitions is set at bringing friends 

together, not international com-
petitive play; since the game 

embraces modding with the 
same verve as its predecessor, 

multiplayer will be, in 
Schaefer’s words, somewhat 
cheatable. But, as many a 
lonely Torchlighter will 
attest, that’s a small price 
to pay for friendship.

Another class is the Railman, 
who’s like an engineer melee 
warrior class on the frontier, 

trying to push forward into 

While it’s undecided how much the 
original town of Torchlight will 
feature in the game, its lead charac-
ters will only appear in the sequel 

there are four new playable classes, 

face, hairstyle and so on. Runic is 

Another class is the Railman, 
who’s like an engineer melee 
warrior class on the frontier, 

trying to push forward into 

“We really have to cater to the kind of 
action the game has.” —Travis Baldree

unpopulated areas. They’re responsible for 
constructing the means of getting there, the 
advanced fortifications and they also have to 
be able to protect themselves. They have 
some of that steam-punky mechanical bent 
from 

pets too, although the devs won’t be drawn 
on what new creatures will join your reli-
able, monster-fighting cat and dog. 

or less identical,” says Baldree. “It was 
purely a cosmetic change; the real differ-
ences came when you changed your pet into 
something else. And though there’s no final 
decisions yet, we’ve talked a lot about giving 

“Someone who’s on the fringe and has sur-

decisions yet, we’ve talked a lot about giving 
those pets some sort of distinct, innate abili-
ties.”

We want little pockets of life that happen, 
Dune
ring to his emails to check the latest name. 
“Someone who’s on the fringe and has sur-
vivalist tendencies, various facility with 

Djinns, robo-scarabs, zombie...
uh...viking bears? Runic says that 
it’s “likely” that a few enemies will 
drop specific, non-random items.
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I found my TMD simply 
caused him to turn red, 
inflate, run towards me 
and explode—at some 
cost to my constitution.

What is it?
A sci-fi  shooter with time-
manipulation puzzles and 

horrible mutants

Influenced by
BioShock, Half-Life 2, every 

shooter in the last decade

Play it on
2.8GHz Dual-core CPU, 2GB 

RAM, GeForce 8800GTS/
Radeon HD 2900

Alternatively
BioShock 2, 90%

Copy protection
Disc check

Need to know
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I found my TMD simply 
caused him to turn red, 
inflate, run towards me 

cost to my constitution.

Multiplayer mutants

The freaks get all the best classes—here’s what they do

Phase Tick
Takes over enemy 
heads, walks on walls 
and ceilings, leaps huge 
distances and can even 
survive blowing itself up.

Revert
Can cough up proximity mines 
or a mighty river of toxic vomit.

Zek
Can phase out of normal 
space to avoid damage, 
or conjure an explosive 
barrel from nowhere 
and chuck it.

REVIEWS
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D
ear Sir/Madam,

I am writing to return 
the enclosed “Time 
Manipulation Device” I 
purchased as part of your 

first-person shoot-them-up Singularity. 
I had looked forward to using the tool to 
rend the fabric of space-time like a cheap 
T-shirt, but was confused by the results.

 When assailed by a spindly mutant, 
for example, I found my TMD simply 
caused him to turn red, inflate, run 
towards me and explode—at some cost to 
my constitution. How is this related to 
time manipulation? I fail to see how the 
mutated gentleman could have been an 
about-to-explode gentleman at any point 
preceding our encounter—nor destined 
to become one after it.

Furthermore, while I see consistently 
good results using the device to age crates 
and staircases, it has no effect on doors. I 
did read your disclaimer that the device 
could only affect objects infused with 
Element 99, but this only raises further 
questions. What benefit did the Soviets 

imagine the most lethal chemical known 
to man would bring to the humble stair?

I hope for a refund, and that you will 
rename the device to “The Certain 
Things Manipulator” to save future 
customers the same confusion.

Yours faithfully, Your Future Self (Or 
Something Trippy Like That).

In Singularity you’re a US Army 
captain sent to investigate a remote 
Soviet outpost. What happens there 
changes history, putting a power-
hungry lunatic in charge of the 
world. His empire is based on the 
Singularity, a power source derived 
from the dangerous new Element 99. 
Ostensibly, E99 is the explanation 
for both your time-manipulation 
abilities and the mutants you fight. 
More honestly, they might as well 
have called it “Unexplainium.”

The joke is that this is Raven’s first 
original game in a decade, and it’s 
comprised entirely of duct tape and 
borrowed ideas. It’s as if they’ve been 
collecting tropes to rip off: when 

they couldn’t find a way to fit time 
travel into a Jedi Knight game, or 
exploding alien bugs into Wolfenstein, 
they put them into this. I don’t mind 
the borrowing—more games should 
learn from what the classics do well—
but the unfocused jumble they’ve 
ended up with makes a lot of the 
coolest ideas feel arbitrary or useless.

The Certain Things Manipulator 
is a perfect example. It’s supposed to 
age things or renew them, which in 
most cases means bending space-
time to perform menial maintenance 
work, such as repairing decrepit 
staircases. It’s used for one good 
puzzle, where you wedge a collapsed 
crate in a narrow space and renew it 
to widen the gap. But rather than 
build on that puzzle type, they simply 
repeat it four or five times and never 
come up with anything else.

Even true time travel isn’t used for 
anything interesting. I thought for 
one exciting moment that I had to use 
a crate to jam a bulkhead door open 
in the past, so it would remain open 
when I hopped back to the future. 
But no. You just have to take the crate 
itself to 2010 and stand on it to reach a 
higher ledge.

Vomiting zombies
Then you start using the CTM on 
enemies, and the jumble of random 
mechanics you find is almost funny. 
Some enemies it ages. Some it swells 
to twice their size. Some it turns into 
zombies who vomit acid on their 
friends. And some, as mentioned, 
simply turn red and explode.

The thing is, turning people into 
projectile-vomiting zombies is 
awesome. If the device always did 
something along those lines, it’d be a 
fun and inventive cornerstone of 
combat. Instead, even towards the 
end of the game, it takes a second to 
remember which arbitrary effect 

OUT OF TIME
SINGULARITY is bursting with ideas—most of them stolen, 
a few of them good by Tom Francis

www pcgamer com

Radion
Spits rockets, has 
hardened, bark-like 
skin, can fi re homing 
swarms of stuff or 
violently lick people.
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REVIEWS

D
ear Sir/Madam,

I am writing to return 
the enclosed “Time 
Manipulation Device” I 
purchased as part of your 

first-person shoot-them-up Singularity. Singularity. Singularity
I had looked forward to using the tool to 
rend the fabric of space-time like a cheap 
T-shirt, but was confused by the results.

 When assailed by a spindly mutant, 
for example, I found my TMD simply 
caused him to turn red, inflate, run 
towards me and explode—at some cost to 
my constitution. How is this related to 
time manipulation? I fail to see how the 
mutated gentleman could have been an 
about-to-explode gentleman at any point 
preceding our encounter—nor destined 
to become one after it.

Furthermore, while I see consistently 
good results using the device to age crates 
and staircases, it has no effect on doors. I 
did read your disclaimer that the device 
could only affect objects infused with 
Element 99, but this only raises further 
questions. What benefit did the Soviets 

imagine the most lethal chemical known 
to man would bring to the humble stair?

I hope for a refund, and that you will 
rename the device to “The Certain 
Things Manipulator” to save future 
customers the same confusion.

Yours faithfully, Your Future Self (Or 
Something Trippy Like That).

In Singularity you’re a US Army Singularity you’re a US Army Singularity
captain sent to investigate a remote 
Soviet outpost. What happens there 
changes history, putting a power-
hungry lunatic in charge of the 
world. His empire is based on the 
Singularity, a power source derived 
from the dangerous new Element 99. 
Ostensibly, E99 is the explanation 
for both your time-manipulation 
abilities and the mutants you fight. 
More honestly, they might as well 
have called it “Unexplainium.”

The joke is that this is Raven’s first 
original game in a decade, and it’s 
comprised entirely of duct tape and 
borrowed ideas. It’s as if they’ve been 
collecting tropes to rip off: when 

they couldn’t find a way to fit time 
travel into a Jedi Knight game, or Jedi Knight game, or Jedi Knight
exploding alien bugs into Wolfenstein, 
they put them into this. I don’t mind 
the borrowing—more games should 
learn from what the classics do well—
but the unfocused jumble they’ve 
ended up with makes a lot of the 
coolest ideas feel arbitrary or useless.

The Certain Things Manipulator 
is a perfect example. It’s supposed to 
age things or renew them, which in 
most cases means bending space-
time to perform menial maintenance 
work, such as repairing decrepit 
staircases. It’s used for one good 
puzzle, where you wedge a collapsed 
crate in a narrow space and renew it 
to widen the gap. But rather than 
build on that puzzle type, they simply 
repeat it four or five times and never 
come up with anything else.

Even true time travel isn’t used for 
anything interesting. I thought for 
one exciting moment that I had to use 
a crate to jam a bulkhead door open 
in the past, so it would remain open 
when I hopped back to the future. 
But no. You just have to take the crate 
itself to 2010 and stand on it to reach a 
higher ledge.

Vomiting zombies
Then you start using the CTM on 
enemies, and the jumble of random 
mechanics you find is almost funny. 
Some enemies it ages. Some it swells 
to twice their size. Some it turns into 
zombies who vomit acid on their zombies who vomit acid on their 
friends. And some, as mentioned, friends. And some, as mentioned, 
simply turn red and explode.simply turn red and explode.

The thing is, turning people into The thing is, turning people into 
projectile-vomiting zombies is projectile-vomiting zombies is 
awesome. If the device always did awesome. If the device always did 
something along those lines, it’d be a something along those lines, it’d be a 
fun and inventive cornerstone of fun and inventive cornerstone of 
combat. Instead, even towards the combat. Instead, even towards the 
end of the game, it takes a second to end of the game, it takes a second to 
remember which arbitrary effect remember which arbitrary effect 

OUT OF TIME
SINGULARITY is bursting with ideas—most of them stolen, 
a few of them good by Tom Francis

RadionRadion
Spits rockets, has Spits rockets, has 
hardened, bark-like hardened, bark-like 
skin, can fi re homing skin, can fi re homing skin, can fi re homing skin, can fi re homing 
swarms of stuff or swarms of stuff or swarms of stuff or swarms of stuff or swarms of stuff or swarms of stuff or swarms of stuff or swarms of stuff or 
violently lick people.violently lick people.violently lick people.violently lick people.
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Having two noses gives them 
nasal depth perception.

Freeze people in time, then 
freeze them in nitrogen.

“I have a question about
the TMDaaaargh!”

Why would that 
even happen?

A Phase Tick makes 
out with an enemy Medic.

“Reverting” a train wreck. Too bad that
trick doesn’t work on the game itself.

Here I’m using the “sever 
head, forearm and shin” spell.

Exploding heads
 are a theme.

Steerable bullets give you a front-row 
seat to the Exploding Head Show.
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your CTM will have on the enemy 
type you’re facing.

One idea that’s close to working is 
the stasis field: you can throw out an 
orb that pauses everything in a 
generous sphere of influence. It’s 
awkward, thanks to using the same 
key as your rudimentary gravity gun, 
but it offers some interesting options. 
Lacking any long-range weapons, I 
was about to give up fighting a sniper 
when I tried firing a freeze-ball at 
him. It hit some cover between us, 
but every shot he fired was caught in 
the field and held there, while I 
slipped around and shotgunned him.

More commonly, it provides 
breathing room to mess around with 
the game’s tactics. You can pick up 
and fling both exploding barrels and 
freeze canisters that turn enemies 
rigid and brittle. You can pump 
bullets into a stasis field and they’ll all 
hit at once when it collapses. Neither 
is quicker or more efficient than 
shooting people with guns, but 
stopping everyone with a stasis field 
gives you time to do them anyway.

Boring exploring
You can eventually level-up your 
abilities, including the size and 
duration of your stasis field. But 
“eventually” is a dangerous word in a 
seven-hour game. You get enough 
E99-themed experience points to 
make customizations, but most of 
these are locked until you find 
certain scraps of paper. It’s only in the 
last hour or so that you have any real 
freedom to upgrade yourself and, 
shortly after that, you’re given 
infinite energy for your CTM. I’d 
specialized in maximizing that, so all 
my upgrades were a waste of time. 
Sulk mode activate.

The other problem with the 
level-up stuff is that you get a lot of 
experience points by exploring, but 
this isn’t a nice game to explore. 
Apart from dragging you through 
some miserably drab takes on Ruined 
Lab, Anonymous Warehouse and 
Thing That Might Be A Sewer, it’s 
riddled with invisible barriers. Can 
you jump on that? NO. Can you get 
through there? NO. Can you get 
across…NO.

The scenery isn’t helped by a bug 

where low-detail versions of most 
surfaces don’t get sharper when you 
get close. That the developers missed 
this hints at something having gone 
badly wrong behind the scenes.

What did happen behind the 
scenes, surprisingly, is a whole lot of 
effort, love and intelligence on the 
multiplayer. It’s a feature that’s so 
often rushed, in a game that clearly 
has been rushed, yet it’s packed with 
far more ideas than it strictly 
needed—and they’re all done well. 
It’s a class-based humans-versus-
mutants deathmatch, with an 
objective-based mode to focus the 
action. So having a random jumble of 
unrelated abilities actually works 
here: each human class has only one 
or two of your single-player powers, 
and each mutant has a radically 
different way of fighting. 

Face-hugger
My favorite’s the Phase Tick: a tiny 
insect that can walk on walls and 
ceilings, explode on people or jump 
on a human’s face to take them over. 
It’s great fun to do, and even oddly 
fun to fight against: as a human, I 
respawned once to face my tick-
possessed doppelganger—who 
promptly killed me with my own 

carefully chosen weapon loadout.
I’m not optimistic that there’ll be 

many people to play against in the 
long run—there’s no server browser, 
and already the matchmaking is 
struggling to find me a game. But 
it’s another aspect to Singularity that 
makes me sad the overall game was 
bungled. It just needed someone to 
say, halfway through development, 
“Good work guys, now pick three or 
four mechanics that really work, 
make them consistently useful, 
design a few more puzzles around 
them—and cut everything else.” 

It would have given them time to 
do something interesting with time 
travel, the space to give each ability 
its own control key (currently four 
keys double up) and scope to make 
the combat creative and satisfying 
throughout. What we’ve got instead 
is a desperately muddled game that’s 
routinely frustrating to play, but one 
that copies enough cool stuff to be 
fun every 10 minutes or so. If (or 
rather when) it drops to a pittance on 
Steam, it’s worth your time. 
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68
A confused mess of 
promising but inconsistent 
mechanics. Hilarious, 
maddening, stupid and 
occasionally fun.

◆ Price $50 ◆ Release Out now ◆ Publisher Activision ◆ Developer Raven ◆ Multiplayer 32 players 
◆ Link singularity-game.com ◆ ESRB M

Singularity’s similarities

It borrows from a lot of good games, some more directly than others

Anti-Gravity TMD
Supercharged 

Anti-Gravity TMDThe Tower The Singularity Kathryn

Gravity Gun
Supercharged 

Gravity GunThe Citadel The Reactor Core Alyx

 SINGULARITY 

 HALF-LIFE 2 

Multiplayer is 
another aspect 
to Singularity 
that makes me 
sad the overall 
game was 
bungled.

KathrynKathryn

CONTENTSPC GAMER OCTOBER 2010‹ BACK CONTENTS PCGAMER.COM NEXT ›

http://www.pcgamer.com/


REVIEWS

#205 OCTOBER 2010

www.pcgamer.comwww.pcgamer.com

OCTOBER 2010OCTOBER 2010

OCTOBER 2010OCTOBER 2010

THE PLAYLIST 1010 

P
C

G
10

10

P
C

G
10

10 1010
1010

#205  VOLUME 17,  NUMBER 10 OCTOBER 2010

        

        

ISSUE 205 OCTOBER 2010

NUMBER 205
OCT 2010

74  

#205 OCTOBER 2010

www.pcgamer.comwww.pcgamer.com

OCTOBER 2010OCTOBER 2010

OCTOBER 2010OCTOBER 2010

THE PLAYLIST 1010 

P
C

G
10

10

P
C

G
10

10 1010
1010

#205  VOLUME 17,  NUMBER 10 OCTOBER 2010

        

        

ISSUE 205 OCTOBER 2010

NUMBER 205
OCT 2010

  

B
y Jove, they’ve got it! Last 
year saw LucasArts 
remake the original Secret 
of Monkey Island with 
gorgeous new graphics 

and fantastic voice acting. And yet, 
through some arcane form of 
voodoo, they managed to make it 
maddeningly irritating to play by 
means of a terrible interface. Forget 
all of that—Monkey Island 2: Special 
Edition has fixed absolutely every-
thing, and was a far better game to 
begin with.

Guybrush Threepwood (as if you 
didn’t know his name by now) arrives 
on Scabb Island rich with gold and 
the success of having killed the 
Ghost Pirate LeChuck. Now he has 
plans to discover the mysterious lost 
treasure of Big Whoop.

And so begins the familiar tale. 
The story-within-a-story structure is 
as fantastic as you remember, with 
Guybrush recounting events to 
ex-lover Elaine while the two dangle 
from ropes in a pit. It’s a much longer 
game than the first, with many 
puzzles linking the three islands of 
Scabb, Phatt and Booty, and while it 
may not have insult sword fighting, 
it’s packed with brilliant dialog.

Which is now spoken! The cast 
from the first remake return, and are 
all absolutely superb (except for 
Elaine, who is simply miscast). And 
this means all those extended jokes 
from the original, where reams of 
dialog allowed sequences to run for a 
hilariously long time, have all been 
recorded. Those poor actors!

The remade graphics are even 
better than those in Secret of Monkey 
Island’s re-release, with beautifully 
painted backgrounds and much more 
cartoony, enjoyable characters. That 
these visuals are rotoscoped onto the 
original animations only makes them 
more charming.

Most importantly, the interface has 

been completely revised into a 
simpler mouse-based system. Right-
clicking performs the default action, 
and holding the right mouse button 
down brings up a small wheel of verb 
options, context-sensitive to the item. 
If the verb could elicit a response in 
the original version, it will appear as a 
choice. With the inventory on the 
middle-click, it’s absolutely ideal.

Fine leather jackets
Hitting F1 switches you back and 
forth between the original graphics 
and the remade version, which you’ll 
feel compelled to try for each and 
every scene. And (hip, hip, hooray!) 
you can now choose to play with the 
new voices accompanying the classic 
graphics. Which means, 19 years 
later, LucasArts has released a talkie 
version of Monkey 2!

Also optional is a fantastic com-
mentary with original developers 
Ron Gilbert, Dave Grossman and 
Tim Schafer chatting as they play the 
game. This offers wonderful anec-
dotes about the game, as well as some 
witty criticism of its few failings—
plus the story of why Tim Schafer 
was beaten up in the office.

There’s a small problem with the 
presentation of the commentary: if 
you have the option switched on, 
there’ll be a giant line of text on the 
top left to tell you audio is available. 
Hitting the A key lets you hear it as 
you’re playing. However, once you’ve 
heard it, the game doesn’t stop telling 
you it’s available. Silly, but it becomes 
annoying when you realize that it 
sometimes updates with new audio. 
That could’ve been neater.

The only real issue is how utterly 
awful the added hint system is. It’s a 
total mess, especially in the slightly 
wayward middle section of the game, 
where prompts for what to do next 
aren’t as clear as they could be. 
Sometimes the game will tell you 
to do things that are currently 
impossible, but more often its 
suggestions are wildly vague at first, 
then overly obvious.

Nevertheless, this is a real treat. It’s 
the fantastic Monkey 2, with all its 
excellent jokes and puzzles, made 
gorgeous, with brilliant voice acting 
and faithful re-recordings of the 
original music on real instruments. 
Now if only they’d make a Secret of 
Monkey Island: Even Specialer Edition, 
because this is exactly the remake the 
classic game deserves. 

VERY BIG WHOOP
Classic adventure game MONKEY ISLAND 2 SPECIAL EDITION: 
LECHUCK’S REVENGE gets the royal treatment it deserves by John Walker

◆ Price $10 ◆ Release Out now  ◆ Publisher LucasArts ◆ Developer LucasArts ◆ Multiplayer None ◆ Link bit.ly/ajsyx5 ◆ ESRB E

90
A superb remake of one of 
the finest classic point- 
and-click adventures, with 
stunning graphics and 
excellent voice acting.

Hitting F1 
switches 

between the 
original 

graphics and 
the remade 

version.

What is it?
A remake of the classic 

point-and-click adventure

Influenced by
It infl uenced everything else!

Play it on
 3GHz CPU, 512MB RAM,

128MB videocard

Alternatively
Tales of Monkey Island 

Copy protection
Steam

Need to know

Link: bit.ly/ajsyx5
ESRB: E

The second-hardest 
puzzle I’ve ever seen

Getting unstuck

Does the puzzle 
involve a monkey?

Track down the devs 
to kick them for the 

monkey wrench pun.

Have you stolen 
everything from 

everyone?

You don’t know how to 
play adventure games, 

do you?

Click everything on 
everything and steal 

everything from 
everyone.

You’ve fi nished 
the game.

Have you clicked 
everything on 
everything?

Yes

Yes

Yes

Yes

No

No
No

No
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Guybrush Threepwood, 
mighty fisherman.

That green ooze looks 
much more threatening 

in the remake.

We all want Guybrush.

It’s like memories, but
with better graphics.
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What is it?
A turn-based strategy game 

with tactical combat starring 
men, elves and the undead

Influenced by
Heroes of Might and Magic

Play it on
Dual-core CPU, 2GB RAM, 
GeForce 7800GT/Radeon 

HD2900 Pro

Alternatively
King’s Bounty: Armored

 Princess (86%)

Copy protection
Disc check

Need to know I
t took a while, but I was finally 
making progress. Increasing 
my party size meant that my 
hero was now able to mow 
through higher-level parties 

with ease. I was unstoppable. Ten 
hours later, Disciples III: Renaissance 
decided to kick me in the face, and 
progress stopped altogether.

In this third game in the Disciples 
series (the under-appreciated goth 
cousin of the fantasy turn-based 
strategy game Heroes of Might and 
Magic) there are some major changes, 
but the core idea is still there. You 
still have a hero unit leading a group 
of lower-level characters through a 
story-based campaign. As your units 
gain experience, they each must 
choose a specific path along which to 
evolve. White Wizard or 
Elementalist? Paladin or Witch 
Hunter? You can’t have both. These 
meaningful but stark choices might 
result in some encounters where 
you’ve brought a metaphorical knife 
to a gunfight, but you can rely on 
potions, spells and runes to magically 
pick up the slack both on the 
battlefield and off.

The big change for the series is 
when you zoom in to DIII’s tactical 

battle map. What was once a simple 
grid with stationary units is now a 3D 
hex map with free turn-based 
movement. Your units can occupy 
power-up spots that boost their 
attacks. Melee units may need to 
chase their quarry across the map, so 
battles can take a lot longer than they 
used to unless you trust the quick-
battle button—which you shouldn’t 
until your hero and his party hit 
double-digit level status. 

Hard stop
Eventually, you hit a point where the 
game expects you to be either a 
Tolkienesque, Robert E. Lee-level 
military genius or to have the exact 
right combination of runes or units. 
If you spend your best runes on 
one tough battle, the next serious 
encounter will require either ham-
mering the AI with strategic map-
level spells turn after turn or a long 
trek back to the rune vendor. This is 
the progress-halting point I men-
tioned before—there’ll be a lot of 
reloading, a lot of backtracking and a 
lot of debating about whether this is 
the map where you actually need a 
second army, if only for kamikaze 
runs to soften up hard targets.

Never prepared
The battle maps present some 
interesting challenges with broken 
terrain and random power spots, but 
the scenario missions themselves 
involve running around grabbing 
power nodes to keep your magic 
economy going. You can get pretty 
far with only a couple of spells, but 
then you reach the opening mission 
of the second campaign with no city, 
no way to learn spells or heal and 
every road out guarded by an enemy. 
Good luck.

If the story were better or the tac-
tical battles less repetitive, you might 
have good reason to slog through the 
three campaigns to see what subtle 
differences each race has to offer 
(most only become apparent at higher 
level encounters). But despite the 
stylish art and challenging battles, 
Disciples III: Renaissance is a slow burn 
that never quite catches fire. ■

UNDEAD ON ARRIVAL
DISCIPLES III: RENAISSANCE takes you on a long walk in the woods—
then it shoots you by Troy Goodfellow

◆ Price $40 ◆ Release Out now ◆ Publisher Kalypso ◆ Developer Akella ◆ Multiplayer None ◆ Link disciples3.com ◆ ESRB E

65
Disciples III has a strong 
heritage, but wears out its 
welcome with too much 
repetition, stunted 
difficulty and weird pacing.

Four monsters you’ll learn to hate

Fiends
One of these guys on a melee focus 
point can annihilate anybody that 
gets close. They are also more buff 

than you will ever be.

Gargoyles
Big spiky creatures that stand 

way in the back and make 
rocks come out of the ground 

to kill your support units.

Werewolves
Immune to the effects of all 

normal weapons. Guess what? 
Your fi ghters and archers have 

normal weapons.

Dragons
They’re huge, multi-hex 

dragons. Messing up 
your plans is entirely 

the point.

Three against one—but
the one is an Elemental.

Level 19, still needs a 
bunch of magic stuff.

#205 OCTOBER 2010

www.pcgamer.comwww.pcgamer.com

OCTOBER 2010OCTOBER 2010

OCTOBER 2010OCTOBER 2010

THE PLAYLIST 1010 

P
C

G
10

10

P
C

G
10

10 1010
1010

#205  VOLUME 17,  NUMBER 10 OCTOBER 2010

        

        

ISSUE 205 OCTOBER 2010

NUMBER 205
OCT 2010

#205 OCTOBER 2010

www.pcgamer.comwww.pcgamer.com

OCTOBER 2010OCTOBER 2010

OCTOBER 2010OCTOBER 2010

THE PLAYLIST 1010 

P
C

G
10

10

P
C

G
10

10 1010
1010

#205  VOLUME 17,  NUMBER 10 OCTOBER 2010

        

        

ISSUE 205 OCTOBER 2010

NUMBER 205
OCT 2010

   79

It’s less a skill tree 
than a skill labyrinth.

For want of a horse, a 
battle was lost.

Someone dug a ditch in the
middle of the hex lawn.

Even at level 19, my character’s
survival depends heavily on  magic.
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OPTIMAL
TRANSFORMERS: WAR FOR CYBERTRON 
energizes fans with action and nostalgia by Dan Stapleton

A s a child of the ’80s who 
grew up loving the 
“Generation One” 
Transformers, this game 

stimulated the nostalgic nerd center 
of my brain to dangerous levels—I 
nearly lapsed into a coma when I 
heard Soundwave say “Laserbeak: 
eject!” War for Cybertron is an amaz-
ingly loyal modernization of the 
1984 Transformers cartoon, and it’s 
everything the abominable Michael 
Bay movies are not. Even though it’s 
grafted onto a somewhat generic 
third-person shooter, reverence of 
the source material makes this a 
must-play for anyone who wore the 
red and blue paint off their Optimus 
Prime action figure as a kid.

Set during the civil war for 
control of Cybertron, the single-
player/co-op campaign has Mega-
tron out to harness the power of 
Dark Energon and tip the balance 

of power in the Decepticons’ favor. 
Cheesy? Hell yeah. 

The action is good, but not as 
memorable as the characters. You 
run around picking up guns, ammo, 
health and shield power-ups and use 
them to blast the other team, in 
single-player and multiplayer. The 
only thing that really sets it apart is 
the ability to transform into a vehicle 
(a hovercar or jet, depending on your 
character) though other than faster 
movement, vehicle form usually does 
more harm than good—especially in 
the fast-paced multiplayer, where 
vehicle mode makes you less maneu-
verable and allows enemy rocket 
launchers to lock on.

Roll out
But animations, especially for trans-
formations, are spectacular. I can’t 
get enough of transforming into 
vehicle form, hitting the turbo 

boost, jumping at high speed and 
transforming back to robot form in 
mid-air to hit the ground running 
and slash an enemy bot to pieces with 
an energy sword that lightsabers out 
of my wrist. If not for distractingly 
low-quality textures, I’d call this a 
beautiful game. Also, I wish not all of 
it were set on Cybertron, since spot-
ting high-tech metal robots against 
high-tech metal backgrounds is like 
playing Where’s Waldo with lasers. 

After completing the Decepticon 
campaign and starting the Autobot 
missions, sadly only the nerd-joy of 
hearing original Optimus Prime 
voice actor Peter Cullen’s authorita-
tive dialogue made the latter feel 
different. Both are linear, check-
point-save gauntlets of smashing the 
same four or five types of robot with 
a few mini-boss battles, culminating 
in cliché but epically presented fights 
against the mega-Autobot Omega 
Supreme and Decepticon Godzilla-
alike Trypticon.

Yet it’s still the best damn Trans-
formers game ever made, distin-
guishing itself with excellent presen-
tation and unwavering fan service.  

◆ Price $40 ◆ Release Out now ◆ Publisher Activision ◆ Developer High Moon ◆ Multiplayer 3-player co-op, 
16 player competitive ◆ Link transformersgame.com ◆ ESRB T

What is it? 
A third-person shooter 

starring robots that turn 
into cars and planes  

Influenced by
1984-87 cartoon show

Play it on
Dual-core CPU, 2GB RAM, 

GeForce 8800GT/
Radeon 4850

Alternatively
 Star Wars: The Force 

Unleashed (60%)

Copy protection
 Disc check

Need to know

78
War for Cybertron is a 
respectable action game 
with a generous coating 
of awesome robots who 
turn into cars.

Only the most spoiled brats of the 
‘80s had the Omega Supreme toy.

Die, nameless disposable 
Decepticon scum!

Jet Transformers are much more 
useful than hovercars—at least 

they can attack from above.
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◆ Price $15 ◆ Release Out now ◆ Publisher Team 17 ◆ Developer Team 17 ◆ Multiplayer 2 player co-op 
◆ Link bit.ly/cwMh1U ◆ ESRB T ◆ Price $10 ◆ Release Out now ◆ Link bit.ly/aKepna ◆ ESRB T

INBRED
Smash bugs in an endless corridor in 
ALIEN BREED: IMPACT by Robert Hathorne

gas, and you have to race against the 
clock to fight past hordes of enemies 
to reach the air purifier switch in 
time. Unfortunately, the rest of the 
game is almost exactly like that, but 
without a timer to heat things up. 
Gameplay breaks down to the 
fo’llowing: flip a switch, walk a ways 
and flip another switch while killing 
lots of aliens—and that’s it.

The co-op mode gives you three 
different levels (you can’t play the 
main campaign in co-op, oddly) to 
play through with a friend, but 
ammo is sparse and there’s no way to 
help your buddy by sharing health 
packs and weapons. Surviving for 
any amount of time demands a level 
of finesse that’s difficult to muster 
using Breed’s  clumsy controls.

It’s a shame, really. If more 
attention had been given to variety in 
the solo campaign, Breed’s respect-
able graphics could’ve made it a real 
gem in a genre with few standouts. 
But repetitious single-player, 
frustrating co-op and a laughable 
narrative reduce it to a mess that’s 
fun only as long as it takes 
you to realize nothing 
interesting is ever going 
to happen.  

A colorful remake of the 1993 classic Rocket 
Knight Adventures, Rocket Knight is a return 
to old-school 2D platforming. This 

opossum action hero controls well with a game-
pad, beginning with the basics: running, jumping 
and slashing invading rat-soldiers with your sword 
‘till you reach the end of the level. But by the end 
of the game you’ll be ricocheting your jetpack off 
of walls and over perilous pits while dodging 
flying dynamite. This end comes all too soon, as 
Rocket Knight clocks in at less than two 
hours to completion. The game is great 
fun, but there’s simply not enough 
content here for $15.  Erik Belsaas

The feeling I get as I watch the approaching 
forces of Massena, one of Napoleon’s best 
commanders, sums up this Total War 

update. As a British commander, I’m the 
underdog, forced to expand from one tiny terri-
tory and drive back a huge French army, and 
Massena’s just marched obliviously past the 150 
guerilla fighters I have hiding in the long grass. 
That’s the feeling I’m talking about—it feels good. 

The French campaign’s focus on the internal 
propaganda war is dull by contrast, but 
the British and Spanish campaigns are 
excellent, and the 28 new units sweeten 
the deal. Charge!  Tom Senior

For a game with Alien Breed 
right in the title, I was disap-
pointed to find not one 

instance of aliens breeding in the 
entire thing. But false advertising 
isn’t the only way it let me down: 
after an engaging first act, Alien 
Breed: Impact devolves into firing the 
same gun at the same enemy in the 
same corridor, for five hours.

Following in the isometric horror-
shooter vein of Shadowgrounds (and 
many more before it), Breed doesn’t 
have a creative bone in its insectoid 
carapace. As in Dead Space, you play a 
space engineer with a health 
indicator on your suit, and you 
upgrade weapons and items 
throughout. For a short while I had a 
blast rolling through scummy 
corridors and ripping aliens to bits 
with all manner of weaponry, but 
within the first hour I’d seen about 
95 percent of what Breed had to offer. 
And while there are plenty of 
weapons to choose from, the 
ho-hum assault rifle is really all you’ll 
ever need to deal with everything the 
alien swarm will throw at you.

The most exciting moment occurs 
early on. A group of scientists are 
trapped in a room filling with toxic 

◆ Price $15 ◆ Release Out now ◆ Link bit.ly/rknight ◆ ESRB E

A jetpacking marsupial takes 
down evil in ROCKET KNIGHT

Play dirty in NAPOLEON: TW 
THE PENINSULAR CAMPAIGN

You may feel a mild 
burning sensation.

59 84

62

As expected, the campaign
comes with new silly hats.

Jetpacks and swords are
a winning combination.
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BRAIN CASE
using jokes, and the puzzles are 
varied and inventive. 

A handful, however, don’t feel ade-
quately explained, and ambiguities 
mean you spend as much time trying 
to infer what the designers meant as 
you do trying to find a solution. 

There are other issues as well. 
Puzzles with extra rules force you to 
flick between three different screens 
to cross-reference information. 
While the voice acting is lively, you 
sometimes feel the need to pick up 
the pace...but clicking through 
dialog doesn’t, as you might expect, 
instantly display the full text of an 
exchange. It just skips it entirely. 

The humor, too, is a little under-
played, but a welcome touch of 
vaudevillian creepiness sets this 
apart from Telltale’s usual 
fare. Puzzle Agent makes a 
good case for Nelson 
Tethers’ future career. 

The investigation of FBI agent 
Nelson Tethers into the 
closure of a rubber factory 

(responsible for supplying the White 
House with valuable erasers) is 
derailed by the machinations of 
Scandinavian gnomes.  

Unlike Telltale’s other games, 
there’s no inventory shuffling or 
hotspot hunting; now the only 
impediment to investigation is the 
regular interjection of puzzles. Want 
to check into the hotel? You’ll have to 
decipher a code to get your room 
number. Got questions for a guy at 
the local diner? First you’ll have to 
figure out how to house his pet 
insects efficiently. Need to put a 
hippie into a trance so you can steal a 
cog? Work out the optimum way of 
repopulating a river with fish. 

The connection to the actual plot 
is cursory at best, but the game is 
conscious of this and blends it in 74 ◆ Price $10 ◆ Release Out now ◆ Publisher Telltale ◆ Developer Telltale 

◆ Multiplayer No ◆ Link puzzleagent.com ◆ ESRB E

THINK INK
Draw your own platforms in MAX AND 
THE MAGIC MARKER by Rachel Penny

thrown upwards by whale blowholes 
and sketch protection against deadly 
rain and draw rafts that can float on 
cardboard boxes. The further you go 
the scarcer ink gets, and the more 
creative you’ll need to be. 

One of the things that makes it so 
playable (despite the kid being a 
difficult-to-control brat in the air) is 
that there’s variation aplenty, and fun 
little mini-games for extra 
collectables. Another factor in the 
game’s favor is that it all looks cuter 
than a kitten in a top hat and tails, 
especially when you hit the spacebar 
to pause time by turning the scene 
into a drawing. 

The 15 levels provided might seem 
a tad short, but it’s 
enjoyable platforming 
that’s backed up by a bit of 
light chin-stroking. 

The only way I’ve ever gotten 
anything magical to happen 
with a permanent marker is by 

sticking it up my nostrils while 
listening to Jimmy Hendrix. And 
even then, I just felt a bit woozy. 

But with Max and the Magic 
Marker, it’s different. Using his 
special orange pen you can scrawl all 
over the strange worlds he visits on 
the trail of the evil Mustachio. With 
this pen you can draw ramps, see-
saws, weights and squiggles to drop 
on enemies. 

You collect ink for your pen as Max 
jumps and runs his way through the 
world, but at each checkpoint 
Mustachio will suck it all away. It stops 
things from getting too easy: you 
can’t just draw one long bridge across 
the level. Instead, you need to do 
things like build little platforms to get 81 ◆ Price $20 ◆ Release Out now ◆ Publisher The Games Company ◆ Developer Press 

Play ◆ Multiplayer No ◆ Link maxandthemagicmarker.com ◆ ESRB E

Beware of cartoon rain—Max is 
apparently made of sugar.

There’s a playground screen 
if you just want to doodle. 

Hints must be purchased using
collected bits of disgusting gum.

It’s just like that part in 
Lost In Translation, only 

with an evil gnome.

The FBI’s top PUZZLE AGENT by Martin Davies
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◆ Price $35 (for all five episodes) ◆ Release Out now ◆ Publisher Telltale ◆ Developer Telltale ◆ Multiplayer None 
◆ Link telltalegames.com ◆ ESRB E

NOIRISHING
Dog bites many in SAM & MAX: THEY STOLE 
MAX’S BRAIN! by Richard Cobbett

N ever, ever, mess with Sam. He may 
play the straight man to Max’s 
cheerful psychopathy, but hurt his 

little buddy and he will end you. 
The opening few minutes of this episode 

bring some of my favorite Sam moments so 
far, when he’s cast into a film-noir rage after 
mysterious forces swipe Max’s brain right 
out of his furry little skull. Delivering over-
dramatic monologs to confused perps, 
pulling guns on literal dirty rats...we’ve 
always been told that he’s as unhinged as 
Max, but this is the first time we’ve seen it.

After that, the episode just keeps on 
getting better. I won’t spoil the big twist, 
save to say that the noir stuff is only a few 
screens long—much to my disappointment 
—but what follows is just as big a tonal shift. 
While you still control Sam for most of the 
game, switching to Max only to use his 
growing collection of psychic powers, Max 
is firmly in the driver’s seat and uncomfort-
ably cast as the voice of reason—saving the 
world with logic and manipulation instead 
of acting as Sam’s furry muscle. Seeing them 

so far out of their comfort zones makes for a 
fresh, interesting experience.

What unfortunately hasn’t changed is 
Telltale’s obsession with the old Three 
Trials school of design. As ever, it’s a sound 
idea in theory, but just making it “get these 
three talismans” feels spectacularly cheap in 
a story that otherwise goes out of its way to 
shake the series up and do something dif-
ferent. At the same time, a new interroga-
tion mechanic for dialog goes completely 
unused, as does the opening area’s hint that 
the Freelance Police might actually try 
solving a mystery instead of just fighting 
another cartoon evildoer.

Aside from this, They Stole Max’s Brain is a 
great episode. The puzzles are excellent, the 
leaps of logic clever and the gags generally 
funny. It’s easily the best installment of the 
current season, and an excellent adventure 
in its own right. If you’ve been holding out 
to see how the season goes before 
jumping in, halfway through The 
Devil’s Playhouse storyline it’s 
looking pretty damn good. 81

Wherever possible, we finish every game before 
finalizing the review. We review each game on 
its own merits and match it to a reviewer who’s 
a passionate expert in the field. The primary 
aim of the reviews section is to help you make 
buying decisions. As such, we’ll review paid-for 
content of all types in addition to the latest 
big-name releases.

0-30% Intolerable
A crime against gaming. Whether it’s bugs or 
bad design, this should be shot on sight.

31-45% Weak
Serious flaws ruin any chance this game has of 
offering sustained fun.

46-60% Mediocre
A very ordinary game, quickly forgotten. Think 
twice, even if you find it cheap.

61-75% Fair
A decent effort that, but for a little more polish, 
coulda been a contender.

76-89% Good
Enjoyable, well-made and entertaining—just 
falling short of true greatness.

90%+ Editor’s Choice
A glowing example within its genre of 
excellence in design and execution. 

A game scoring 80% or more 
is eligible to receive the PC 
Gamer Editor’s Choice award. 
The Editor’s personal seal of 
approval means we think the 

recipient is a  truly great example of its genre.

PC Gamer’s  10
Latest and Greatest
Sleep is Death (90%)
July ’10
Love (86%)
July ’10
Dawn of War II: Chaos Rising (91%)
May ’10
Mass Effect 2 (90%) 
March ’10
BioShock 2 (90%)
March ’10 
Left 4 Dead 2 (92%)
January ’10 
Dragon Age: Origins (92%)
Holiday ’09
Batman: Arkham Asylum (93%)
December ’09 
Resident Evil 5 (93%)
November ’09
Streetfighter IV (92%)
October ’09

How we review

Our scoring system 
explained

NOIRISHING
Friendship: the best kind 

of ship. Except for galleons. 
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CLASSICS OF PC GAMING REVISITEDREINSTALL

Logan: I know that crime is bad. I understand 
that it’s wrong to steal. And I realize that the 
reality of computer hacking and subsequent 
criminal conviction is not as easy or as pretty 

as it is in the movies. But the 
truly awesome achievement 
of Uplink: Hacker Elite is that 
all of that gets turned on its 
head. Being a sociopathic 
criminal with the l33t3st skillz 
this side of Angelina Jolie in 
Hackers is high stakes, low-
risk and fun as hell. 

Robert: Knowing nothing 
about Uplink going into this, I 
was blown away by how 

minimalistic everything is. The game is 
nothing but a fake OS interface. There’re no 
cutscenes or mood-setting graphics, just 
some programs and the next job. What I was 
surprised by is how quickly I became 
comfortable with it. I didn’t need high 
production values to be immersed; that was 
taken care of by great design. Shut the door, 
turn the lights off and hunker down in front 
of the monitor—you’re a hacker.

Erik: Yeah, a rookie hacker. Your first email 
introducing you to the mysterious worldwide 
hacking organization “Uplink” makes you 
truly feel like a part of something bigger than 
your own computer. Unfortunately, working 
your way up from the bottom means your 

first job of changing a kid’s grades isn’t 
exactly thrilling.

Logan: And that’s the game’s worst crime: 
repetition. Many of the missions—ok, most of 
the missions—are essentially the same thing: 

hack in, launch your attack, fall back and 
cover your tracks. It gets tedious, and getting 
nailed and fined when you’re just a few 
credits short of a powerful new gateway or 
software upgrade means that you have to go 

 I know that crime is bad. I understand 
that it’s wrong to steal. And I realize that the 
reality of computer hacking and subsequent 
criminal conviction is not as easy or as pretty 

truly awesome achievement 

criminal with the l33t3st skillz 

 going into this, I 

minimalistic everything is. The game is 
nothing but a fake OS interface. There’re no 
cutscenes or mood-setting graphics, just 
some programs and the next job. What I was 
surprised by is how quickly I became 
comfortable with it. I didn’t need high 
production values to be immersed; that was 
taken care of by great design. Shut the door, 
turn the lights off and hunker down in front 
of the monitor—you’re a hacker.

Erik:
introducing you to the mysterious worldwide 
hacking organization “Uplink” makes you 
truly feel like a part of something bigger than 
your own computer. Unfortunately, working 
your way up from the bottom means your 

Classic Game Club

READ ME
RELEASE DATE

October 10, 2001
PUBLISHER

Introversion
DEVELOPER

Introversion
WHAT WE SAID THEN

Not reviewed
REQUIRES

Netbook friendly
GET IT FOR

$10, Steam

An alternate title for 
Uplink could be Action 
Typing 2001.

some programs and the next job. What I was 

production values to be immersed; that was 
taken care of by great design. Shut the door, 

introducing you to the mysterious worldwide 

truly feel like a part of something bigger than 
your own computer. Unfortunately, working 

first job of changing a kid’s grades isn’t 
exactly thrilling.

Logan:
repetition. Many of the missions—ok, most of 
the missions—are essentially the same thing: 

hack in, launch your attack, fall back and 
cover your tracks. It gets tedious, and getting 
nailed and fined when you’re just a few 
credits short of a powerful new gateway or 
software upgrade means that you have to go 

An alternate title for 
Uplink
Typing 2001

CLASSICS OF PC GAMING REVISITEDREINSTALL

HACKING OUR WAY THROUGH THE INTERNET TO SAVE THE WORLD IN UPLINK

Action—Uplink 
style.Grade-changing is 

petty hackery, but it 
pays the bills.

Uplink taught us to 
avoid printing our 

access codes.
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back and run a few more of those tedious 
missions before you can crawl out of the little 
leagues. But that’s not a terrible trade-off. It 
keeps the risk at the right level: low enough that 
rewards are worth the danger of getting caught, 
but not so high that you want to quit. 

Robert: Uplink really gives me that “just one 
more turn” feeling; it has to do with the upgrade 
system. As I began a new job, I always had my 
next upgrade in mind, which would lead to 
another, then another. There’s always the next 

big thing to earn, and getting there is so fun you 
hardly notice how quickly you’re burning 
through missions.

Erik: It captures the hacker movie vibe so well—
an alternate title for Uplink could be Action 
Typing 2001. I love the pressure of setting up a 
fake proxy server to get through a firewall. The 
overarching plot of (spoiler alert!) an ominous 
corporation developing a virus made to destroy 
the very internet adds a dose of drama, too. Yes, 
it’s cheesy, but it makes the game more 

interesting. The story keeps you on your toes, 
’cause who wants to be responsible for the end 
of the internet? 

Robert: There’s something to be said for a 
game that drops you right into an interface with 
a brief tutorial that you have to find and execute 
in order to use. You’re given all the tools 
necessary to get the job done from the start—
you just have to figure out how to use them. This 
isn’t a drawback at all. If tool tips walked you 
through the whole thing you wouldn’t feel like a 
hacker, just a hack. 

Erik: But if you spend too much money 
upgrading hardware and not enough on 
programs, you can dig yourself into a rut and get 
stuck. Something not too fun I’ve done more 
than once.

Logan: Agreed. The lack of information 
provided to make good judgements on 
upgrades is frustrating. It takes a lot of trial and 
error to understand when it pays off to upgrade, 
but that part is so tedious that I eventually 
caved and consulted a guide (http://guide.
modlink.net/). And I’ve played the game before! 
The same goes for the software, which isn’t 
clearly explained and takes a lot of painful 
stumbles to get the hang of, thus further 
extending your tour through the minors. 

Erik: Totally forgivable in my mind, though. 
Introversion changed what I thought a game 
could be. Instead of blowing stuff up or 
crunching RPG stats, games can create entirely 
new genres. Uplink even had a secret IRC chat 
you could execute to talk to other people 
playing! 

Logan: Lots of game developers at the time 
rocked us silly by crushing the barriers of what 
was possible on PC hardware at the time. But 
Introversion’s genius was to match its game—
the concept of hacking as entertainment and 
the simple “terminal” style of its graphics—to 
the hardware and its own resources. That it’s 
still enjoyable now—and I don’t mean in the 
novelty “retro” sense— is proof of that. You 
could never fairly adapt this game to a console; 
it just wouldn’t have the tasty verisimilitude. ■

big thing to earn, and getting there is so fun you 

 It captures the hacker movie vibe so well—

fake proxy server to get through a firewall. The 
overarching plot of (spoiler alert!) an ominous 
corporation developing a virus made to destroy 
the very internet adds a dose of drama, too. Yes, 

interesting. The story keeps you on your toes, 
’cause who wants to be responsible for the end 
of the internet? 
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hacker, just a hack. 
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caved and consulted a guide (
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The same goes for the software, which isn’t 
clearly explained and takes a lot of painful 
stumbles to get the hang of, thus further 
extending your tour through the minors. 

Erik:
Introversion changed what I thought a game 
could be. Instead of blowing stuff up or 
crunching RPG stats, games can create entirely 
new genres. 
you could execute to talk to other people 
playing! 

Logan:
rocked us silly by crushing the barriers of what 
was possible on PC hardware at the time. But 
Introversion’s genius was to match its game—
the concept of hacking as entertainment and 
the simple “terminal” style of its graphics—to 
the hardware and its own resources. That it’s 
still enjoyable now—and I don’t mean in the 
novelty “retro” sense— is proof of that. You 
could never fairly adapt this game to a console; 
it just wouldn’t have the tasty verisimilitude. 

keeps the risk at the right level: low enough that 
rewards are worth the danger of getting caught, 

more turn” feeling; it has to do with the upgrade 

another, then another. There’s always the next 

big thing to earn, and getting there is so fun you 
hardly notice how quickly you’re burning 
through missions.

Erik:
an alternate title for 
Typing 2001.
fake proxy server to get through a firewall. The 
overarching plot of (spoiler alert!) an ominous 
corporation developing a virus made to destroy 
the very internet adds a dose of drama, too. Yes, 
it’s cheesy, but it makes the game more 

Owning a top-of-the-line hacking 
PC is more affordable than ever.

Buy! Sell! Profit. Playing the 
money game in Uplink adds a 

greater context for your actions.
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FREE GAMES STUFF FROM THE WEBDOWNLOADS

IHate Mountains is a howling, zombie-infested 
playground for Left 4 Dead. Rejoin the original 
cast on a crazed rush through the belly of a 

mountain. The gorgeous locales teem with 
special infected, conveniently located 
farmyard machinery and zombie 
hordes. It’s more of what we loved 
from L4D, yet so exceedingly pol-
ished that it towers like a Greek 
god over most of the original 
campaigns.

You make your way through 
the mountain during a five-map 
campaign. The great outdoors of 
the opening forest quickly gives way 
to a ravaged mansion and the claustro-
phobic underground passages you discover 
beneath it. Then you progress through the moun-
tain to the lumber camp on the other side. There 
you’ll have to defend a crane while it clears a 
path, before a rage-inducing finale and escape by 
sea-plane, which I’ve decided is far and away the 
coolest escape from any zombie apocalypse ever.

I Hate Mountains stands out even from the 
Valve campaigns: you’ll still find yourself forging 

 is a howling, zombie-infested 
. Rejoin the original 

 the moun-
tain to the lumber camp on the other side. There 

path, before a rage-inducing finale and escape by 
sea-plane, which I’ve decided is far and away the 
coolest escape from any zombie apocalypse ever.

Valve campaigns: you’ll still find yourself forging 

 MOD  A MOUNTAINOUS, PRO-QUALITY LEFT 4 DEAD CAMPAIGN

a gory path through shadowy passages and 
ominous forests, but your odyssey will now be 
punctuated by echoing thunder, drowning out a 
strangely soothing ambient track, and your way 

will often be lit not by L4D’s omnipresent 
flickering lights, but by hovering clouds 

of fireflies, or even alarming strokes 
of lightning. The developers have 
even recreated Valve’s smart and 
often genuinely funny graffiti that 
peppers your route. 

While the linear structure may 
be standard fare for the experi-

enced zombie slayer, ingenious video 
effects, coupled with superb use of 

L4D’s trademark sound bites, combine to 
make I Hate Mountains feel fresh and new. 

It’s all original content from a team of 
developers who’ll surely have Valve paying 
attention to them. Those subtle yet effective 
tweaks to Valve’s already excellent model make 
I Hate Mountains an incredible achievement for 
this relatively small modding team. EL

 SIZE  267MB  LINK  www.ihatemountains.com 

The hills have aiieees  SKINS 

A TIP OF THE HAT 
FASHIONABLE HEADGEAR FOR 
THE FALLOUT 3 ADVENTURER

2

Eyepatches 
Looking like a pirate is 
always cool, even in a 
hopeless apocalyptic 

future, and no self-respecting pirate leaves 
home without an eyepatch.  bit.ly/cj7vu4 

Guy Fawkes
There may not be a 
parliament to march on 
in Washington D.C., but 

it couldn’t hurt to keep a V for Vendetta 
mask handy just in case.  bit.ly/chKEDG

Motorcycle helmet
It’s embarrassing enough 
dying to a radroach; don’t 
let a measly bump in the 

road kill you as well.  bit.ly/9Y8eRm  

Priest and nun outfi ts 
Start atoning for your 
numerous wasteland sins 
by donning these holy 

threads. bit.ly/cWKCTd

One of the most enjoyable 
pile-ups you’ll ever be in.

There isn’t enough ridiculous 
headgear in Bethesda’s magnum 

opus. Rectify that with our custom 
range of millinery, masks and more. 

EVAN SAYS...
Mountains
haven’t been
this terrifying
since Moria—
embrace your

fears. 

#205 OCTOBER 2010

www.pcgamer.comwww.pcgamer.com

OCTOBER 2010OCTOBER 2010

OCTOBER 2010OCTOBER 2010

THE PLAYLIST 1010 

P
C

G
10

10

P
C

G
10

10 1010
1010

#205  VOLUME 17,  NUMBER 10 OCTOBER 2010

        

        

ISSUE 205 OCTOBER 2010

NUMBER 205
OCT 2010

#205 OCTOBER 2010

www.pcgamer.comwww.pcgamer.com

OCTOBER 2010OCTOBER 2010

OCTOBER 2010OCTOBER 2010

THE PLAYLIST 1010 

P
C

G
10

10

P
C

G
10

10 1010
1010

#205  VOLUME 17,  NUMBER 10 OCTOBER 2010

        

        

ISSUE 205 OCTOBER 2010

NUMBER 205
OCT 2010

   87

 E ven with a game as deep and configurable 
as Civilization IV, you’ll eventually crave new 
challenges and backdrops. Why should you 

always be civilizing the same green Earth-like 
world, with the same references to conventional 
history? Happily, Civ is an immensely tweakable 
game, and lovely modders are here to help.  

These are some of our favorites: massive 
endeavors that pick up the raw Civilization model 
we know and love, and carry it off to some distant, 
mystical world–be it the sun-baked dunes of 
Arrakis, epic fantasy battlefields, or even the 
distant star-system of Alpha Centauri. All while 
keeping the core game just as addictive and 
procrastination-inducing as always.  JM

Rebuild Civilization
 MODS  INTRODUCE A LITTLE 
CIVILIZATION TO FAR-OFF, 
FANTASTIC WORLDS

Dune Wars 
Travel to Frank Herbert’s Arrakis, exchanging the usual 
historical leaders for the power-hungry houses of the 
novels. You’ll need to build spice harvesters, tame the 
mighty sand-worms and befriend the native Fremen if 
you’re to triumph in this galaxy–for he who controls 
the spice, controls the universe.  

 SIZE  112MB  LINK  bit.ly/qUC67 

Planetfall
Back in 1999, Sid Meier finally realized that Civ would 
be far cooler if it involved space, scary aliens and 
lasers. Alpha Centauri was the result. Planetfall is a 
recreation of that classic, resurrecting its fondly-
remembered factions, units and alien terrors.

 SIZE  150MB  LINK  bit.ly/a1XwW2 

Fairy Tale
Fairy Tale has sucked out Civlization’s boring human 
element, and replaced it with every fantasy cliché you 
can think of, as well as a few you probably can’t. 
Valkyries and dragons, ogres and knights, orcs and 
goblins–and an original soundtrack to boot.

 SIZE  132.6MB  LINK  bit.ly/brzJqX 

, you’ll eventually crave new 
challenges and backdrops. Why should you 

we know and love, and carry it off to some distant, 

Dune Wars 
Travel to Frank Herbert’s Arrakis, exchanging the usual 
historical leaders for the power-hungry houses of the 
novels. You’ll need to build spice harvesters, tame the 
mighty sand-worms and befriend the native Fremen if 
you’re to triumph in this galaxy–for he who controls 
the spice, controls the universe.  

 SIZE 

 would 
Fairy Tale
Fairy Tale has sucked out 
element, and replaced it with every fantasy cliché you 
can think of, as well as a few you probably can’t. 
Valkyries and dragons, ogres and knights, orcs and 
goblins–and an original soundtrack to boot.

 SIZE 

Planetfall
Back in 1999, Sid Meier finally realized that 
be far cooler if it involved space, scary aliens and 
lasers. 
recreation of that classic, resurrecting its fondly-
remembered factions, units and alien terrors.

 SIZE 

procrastination-inducing as always.  JM  SIZE  112MB  LINK bit.ly/qUC67 SIZE procrastination-inducing as always.  

3  WEBGAME 
FINAL FRONTIER
LOSE YOURSELF IN THE ELITE-
ESQUE VOYAGER

G  amers have loved free-roaming 
space trading games since Elite. 

Voyager is, atypically, a 2D browser-
based attempt at Braben and Bell’s 
long-ago masterpiece.

Traveling from planet to planet 
is a matter of simply clicking on 
your destination, while combat is 
reduced to fi ring your weapons from 
a WoW-like bar–but the amount of 
choice and possibilities still grant 

this game unexpected depth. 
Voyager is still in the testing 

phase, but it gets updated every 
day, is attractive to look at and is 
surprisingly complex, with a deluge 
of advanced features all controlled 
entirely by the mouse.

That’s an impressive feat 
when you consider that the entire 
universe is streamed to your 
browser in a matter of seconds. AV 

   SIZE   Browser-based   LINK   bit.ly/aqTwpe

Voyager is a 2D 
browser-based 
attempt at Braben 
and Bell’s Elite.

Docking is a 
bit easier here.

 Battling colors
 INDIE  MEMRRTIKS, SUASHEM: YEP, THAT’S THE ACTUAL NAME

 T erry Cavanagh–of VVVVVV fame–returns 
with another game that will crush your 
spirit. In a good way.

 In memrrtiks, suashem (again, not a typo) it’s 
near-impossible to see what’s going on as your little 
ship slides over a garishly-colored and flashing 
backdrop. It’s a dance of survival, as you dodge and 
destroy the enemy ships. Restarting the game is as 
simple as hammering the fire key, so each failure 
becomes a learning experience. Probably.

“Streamlined” is the key here: there are no 

menus, dialogue or controls beyond the arrow 
keys, and even the graphics are reduced to 
minimalist sprites–save for that eyeball-melting 
psychedelic backdrop. It’s all about compulsive 
replayability: the entire experience has been 
designed to be as easy to restart as it is to fail. Or 
designed to give you a migraine. One of those.

You’re unlikely to play anything else quite as 
addictive today, especially not for free. Be sure to 
take breaks to save your eyeballs, and protective 
goggles are highly recommended. RM

5

...all the time.

Remember, all those 
colors are moving...

4
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HAVE MORE FUN WITH YOUR FAVORITE GAMESHOW TO...

Summary execution 
Six Updater is a mod manager that helps 
ArmA 2 users stay current and compatible. 

Run for the first time it opens a form-like web page 
(refresh a few times if the page fails to load). Just 
find and click the “execute” button, and ACE2’s 
myriad delights—all 1.7GB of them—will start trick-
ling/gushing down the phone line into your hard-
drive. Spend the waiting time reading the feature 
explanations at bit.ly/cxzh2H.

Advance warily
Once Six Updater has done its thing, 
your embellished install of ArmA 2 

should run automatically. It’s tempting to jump in 
and investigate all the changes at this point, but 
don’t. Close the sim down, and go find the ace_cli-
entside_config.hpp file in the userconfig folder of 
your ArmA 2  directory. To utilize ACE2 features like 
gasmasks and shades, you must edit this file with 
Notepad, inserting your ArmA 2 profile name in the 
relevant section.

Basic training
An install of ArmA 2 without the 
Advanced Combat Environment 2 super-

mod is like a Swiss Army knife without scissors, a 
saw, or an cheese grater. Listing the areas of the 
game it doesn’t improve would probably be quicker 
than listing the ones that it does. Rest assured you 
do want this mod and the simplest way to get it is 
by downloading and installing Sickboy’s Six Updater, 
which can be found at bit.ly/ab4IDX.

Radio silence
One of the first enhancements you’ll 
stumble upon is combat deafness. 

Blaze away with an LMG or stand too close to a 
bellowing tank gun, and the usual battle melodies 
will be replaced by a high-pitched squeal or a diso-
rientating silence. Lesson? Insert ear plugs via the 
mousewheel menu before firing. Then go tell all 
your internet forum buddies that you’re playing a 
game with such a ridiculous feature.

Sand castles
Other useful stuff you’ll probably want to 
get familiar with in a threat-free environ-

ment includes grenade modes and weapon resting. 
Shift+H cycles through five ’nade hurling styles 
including at least three of the following: overarm, 
underarm, drop, googly, and “like-a-girl.” With 
Shift+Spacebar you can prop weapons on conven-
ient surfaces. No such surface? Build your own with 
the new sandbag wall construction capability. 

Hit the target
Almost there. The final step is to right-
click your ArmA 2 shortcut and add 

-mod=@ACE;@ACEX;@CBA to the end of the target 
line. Now ArmA2 will always start with ACE2 active. 
OK, now you can go rummage and explore. I rec-
ommend getting familiar with the host of new kits 
via the editor. Select the map of your choice, plonk 
down a player and a nearby Magic Box (SIDE: 
Empty, CLASS: AE Ammunition) and you’re set.

should run automatically. It’s tempting to jump in 
and investigate all the changes at this point, but 
don’t. Close the sim down, and go find the ace_cli-
entside_config.hpp file in the userconfig folder of 
your 
gasmasks and shades, you must edit this file with 
Notepad, inserting your 
relevant section.

Six Updater is a mod manager that helps 
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Run for the first time it opens a form-like web page 
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Shift+H cycles through five ’nade hurling styles 
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Shift+Spacebar you can prop weapons on conven-
ient surfaces. No such surface? Build your own with 
the new sandbag wall construction capability. 

Run for the first time it opens a form-like web page 
(refresh a few times if the page fails to load). Just 
find and click the “execute” button, and 
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ling/gushing down the phone line into your hard-
drive. Spend the waiting time reading the feature 
explanations at 

Advanced Combat Environment 2 super-

game it doesn’t improve would probably be quicker 

by downloading and installing Sickboy’s Six Updater, 

Blaze away with an LMG or stand too close to a 
bellowing tank gun, and the usual battle melodies 
will be replaced by a high-pitched squeal or a diso-
rientating silence. Lesson? Insert ear plugs via the 
mousewheel menu before firing. Then go tell all 
your internet forum buddies that you’re playing a 
game with such a ridiculous feature.

-mod=@ACE;@ACEX;@CBA to the end of the target 
 will always start with ACE2 active. 

relevant section.relevant section.

TIM STONE RAMPS UP THE REALISM IN ARMA 2

Mod the most realistic shooter ever

READER 47963, did you shave 
this morning? You did? Well, 
perhaps next time you should 

try STANDING A BIT CLOSER TO THE 
RAZOR, PRIVATE. 

Something amusing you, Reader 
52128? You think I’m here to enter-
tain you? I’m here to show you and 
the rest of this sorry bunch how to 
turn ArmA 2 into a battlefield ball-
breaker. That’s right, we’re going to 

make everyone’s favorite military 
sim so gritty you could box it up and 
sell it as cat litter.

Why take an already rigorous FPS 
and make it even more real? If that 
question so much as crossed your 
mind, raise your arm AND I WILL 
PERSONALLY RIP IT OFF AND 
SHOVE IT SO FAR UP YOUR BEHIND 
YOU’LL BE ABLE TO PICK YOUR 
NOSE FROM THE INSIDE. By now 

even the bluntest tool among you—
yes Reader 17970, I’m talking to 
you—should know that the better 
the ballistics, the wilier the AI, the 
more authentic the moustaches... 
the harder you fight.

How do we go about inserting all 
this extra veracity into ArmA 2? 
That’s right Reader 23116, we use 
mods, mods such as the awesome 
Advanced Combat Environment 2. 

perhaps next time you should 
try STANDING A BIT CLOSER TO THE 

Something amusing you, Reader 

make everyone’s favorite military 
sim so gritty you could box it up and 
sell it as cat litter.

and make it even more real? If that 
question so much as crossed your 
mind, raise your arm AND I WILL 
PERSONALLY RIP IT OFF AND 
SHOVE IT SO FAR UP YOUR BEHIND 
YOU’LL BE ABLE TO PICK YOUR 
NOSE FROM THE INSIDE. By now NOSE FROM THE INSIDE. By now 

sim so gritty you could box it up and 

Why take an already rigorous FPS 

SHOVE IT SO FAR UP YOUR BEHIND 

even the bluntest tool among you—
yes Reader 17970, I’m talking to 
you—should know that the better 
the ballistics, the wilier the AI, the 
more authentic the moustaches... 
the harder you fight.

this extra veracity into 
That’s right Reader 23116, we use 
mods
Advanced Combat Environment 2. Advanced Combat Environment 2. 

  DIFFICULTY    Medium
  TIME    Two hours 

  VITAL  LINKS  
An arsenal of ArmA 2 freebies 
armaholic.com

Another bulging add-on repository
armedassault.info

Most mods are announced and 
analyzed on the BI forums
bit.ly/9XnP4n

Dslyecxi’s invaluable tactics guide
ttp2.dslyecxi.com

GET STARTED

I

4

2
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3
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 BONUS SKILL

VIOLENCE IS GOLDEN
Missed the gold-plated AK in the 
campaign? Just add: unitnamehere 
addWeapon “AKS_Gold”; to a named 
unit in the editor.

 SKILLS 

HOW TO BUILD A BOVINE 
BATTLE-WAGON
ATTACHING THINGS IN ARMA2

1 ArmA 2’s playable critters are a likeable 
lot, but they’re hopeless in a skirmish. 

That can be changed with the help of the 
splendid attachTo command. Open the 
editor and plonk down a cow and a static 
M2 minitripod MG.

2 Now select each unit and give 
it a name (I’ll use “cow” and 

“machinegun”). In the initialization box of 
the MG, type the following: machinegun 
attachTo [cow, [0,1,2]];. Click “Preview” to 
test-drive your horned hellraiser.

3 The three numbers are offset 
coordinates and may need to be 

tweaked to get your cow jockey in exactly 
the right place. For added comfort and 
protection, try attaching other items to 
the cow, such as sandbags and pallets.

Blaze of glory
ACE2 isn’t the only way of upping ArmA 2’s 
fidelity. OpticalSnare’s WarFX particle 

pack is another recommended mod. This graphical 
overhaul gives explosions, tracers and smoke a new 
savage beauty. Combined arms scraps, especially at 
night, become breathtaking light shows. Sitting on a 
moonlit mountain watching friendly A-10s strafe 
armor in the valley below is retinal bliss. 

Stealthy insertion
Installing Arma 2 mods is a breeze once 
you know the steps. Most come in the 

form of .pbo files. Using Fortran’s fabulous F117A 
Nighthawk stealth fighter as an example, we first 
create a new folder inside our main ArmA 2 install 
directory, and name it @F117A. Inside that folder we 
create another called addons and dump the .pbos in 
that. Now to activate the mod we add -mod=@F117A 
to the end of our shortcut target line.

Flashpointe Du Hoc
While the mod maestros still haven’t 
come up with anything as polished and 

persuasive as Red Orchestra or Brothers in Arms, 
there are WWII creations worth investigating. 31st 
Normandy (bit.ly/cp9FYW) is packed with familiar 
AFVs, weapons, and uniforms. Missions are still a 
little thin on the ground, but thanks to the editor, 
that’s not really a problem. Invasion 1944, another 
promising period project, should be landing soon.  

Eye in the sky
Every Magic Box contains a dozen of 
ACE2’s most useful munitions. Want to 

know what’s over the next hill without risking your 
neck? Load a HuntIR round into a grenade launcher 
then fire it in the appropriate direction. At the highest 
point in its trajectory the round—actually a camera—
unfurls a parachute then drifts down beaming recon 
images to your handheld monitor. Genius.

Hertz and minds
While most ArmA modders looked at the 
town Electrozavodsk and thought “nice 

spot for a firefight,” Loyalguard thought “I wonder if 
the power station that gave the city its name actu-
ally functions.” It didn’t, so he set to work. Chernarus 
Electrical Grid (bit.ly/cSkbc2) links every light in the 
country to a plausible grid. By trashing substations or 
flipping switches you can plunge specific villages into 
darkness. Perfect prep for a covert op.

Adding adders
First rule of ArmA firefighting: if you can’t 
find cover, keep moving or hit the dirt. 

Second rule of ArmA firefighting: examine dirt before 
hitting it. With CSJ’s supplement installed (down-
loadable at bit.ly/bjxlOC), that inviting patch of grass 
may turn out to be occupied by a poisonous reptile. 
Nobody said war was fair. Most slitherers will back 
off if you get too close, but it pays to be wary as the 
author hasn’t got around to coding anti-venom yet.

pack is another recommended mod. This graphical 
overhaul gives explosions, tracers and smoke a new 
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I
t was easy to love the original LAN 
Warrior from iBuypower (it 
received a 90% in July 2009). Its 
portability made bringing a bruiser 
of a rig to a LAN party easy, and 

the sexy brushed-aluminum chassis didn’t 
set the score back either. The only 
problem was that the system was shaped 
like a cube, and everybody knows only 
the Borg travel with cubes. But the 
second-generation LAN Warrior fixes 
that problem like a handful of nanoprobes 
with a much slimmer case that can still 
accommodate a competition-grade vide-

ocard—and even comes with a carrying 
handle (more on that later).

What it does not have is an unreason-
able price, and Intel’s quad-core 2.8GHz 
Core i7-930 no doubt helped there. It’s 
one of the best processor values in the 
universe, and the trade-off in price and 
performance compared to the higher-end 
Core i7 procs is a no-brainer for most 
gamers. The CPU’s liquid cooler keeps 
the system fairly quiet, and also gives you 

a little extra overclocking headroom in 
case you feel like hot-rodding. 

Polys are pushed by ATI’s Radeon HD 
5970—somehow there’s even room in the 
petit case for a second one, if you find it 
lying around—and 6GB of RAM helps 
Windows 7 Home Premium (64-bit) 
task-switch back and forth from games 
without choking. The OS boots from a 
64GB Kingston V2 Series SSD, and 
there’s 1TB of 7,200RPM hard 
drive storage backing it up. 
There’s even an LG Blu-ray 
combo optical drive in the 
system, because even 
though the Avatar 
game sucked, the 
movie was still 
OK. The only 
whiff of cost-cut-
ting I got was from 
the unbranded 
1000W power 
supply; it’s like not 
knowing whose gas 
I’m putting in my 
car. I just don’t feel 
right about that sort 
of thing. 

Whether it’s 
docked at home or 
traveling interdi-
mensionally, you’ll 
have no complaint 
with the LAN 
Warrior II’s perform-
ance, which bags you 
figures that include 73 
frames per second in World in 
Conflict and 42fps in Crysis at 
2560x1600 with settings at high. Dial it 

down to 1680x1050 for a LAN shootout, 
and you’re in for a spectacularly smooth 
ride.

There was one serious issue with the 
system that, while not related to perform-
ance, was extremely disappointing. The 
aforementioned handle that accompanied 
the NZXT Vulcan M-ATX case wasn’t 
pre-assembled, which wouldn’t have been 
a big deal if it screwed properly into the 
case…which it didn’t. What to do? 
Return the handle? Return the rig? Are 
there nanoprobes for this? 

The LAN Warrior II is a terrific 
follow-up to the original, intelligently 
configured and professionally assembled, 
and it would have certainly received an 
Editors’ Choice award were it not for the 
sketchy PSU and the sad misfit handle.   
Logan Decker

SPEC ◆ CPU Core i7-930 2.8GHz ◆ RAM 6GB DDR3 ◆ GPU ATI Radeon HD 5970 ◆ Storage 64GB SSD, 1TB 7,200RPM HD 
◆ Case NZXT Vulcan M-ATX ◆ OS Win 7 Home Premium 64-bit ◆ 3DMark06/Vantage 19318/22468 ◆ Crysis 68.1 fps 

LAN Warrior II 
iBuypower

The CPU’s liquid cooler 
keeps the system quiet, 
and gives you over-
clocking headroom.
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Despite a couple warts, the 
LAN Warrior II is a major league 
gaming rig that’s powerful and 
portable without being 
punitive in price. 

89

TESTED

there’s 1TB of 7,200RPM hard 
drive storage backing it up. 
There’s even an LG Blu-ray 
combo optical drive in the 
system, because even 

Warrior II’s perform-
ance, which bags you 
figures that include 73 

World in 
Crysis at Crysis at Crysis

with settings at high. Dial it 

 64GB SSD, 1TB 7,200RPM HD 
 19318/22468 ◆Crysis 68.1 fps 

OCTOBER 2010      91

Well, that’s handy.
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GET THE PC YOUR GAMES DESERVE

Nvidia’s 3D Vision Surround shows PC Gamer how deep 3D gaming can be

3D x3

P
laying games in 3D on a single 
display is an arduous enough task 
for most systems. But what if you 
wanted to use Nvidia’s 3D Vision 
glasses with, say, three high-defini-

tion (1920x1080) LCD displays? You’d need a 
graphics subsystem capable of pumping a 
5760x1080 image onto those babies at 
120Hz—one that could, in other words, 
render six 1920x1080 frames at the same time. 
That’s crazy talk. 

At least, it was. Today, that’s the achievement 
Nvidia is using to show off the power of its 
roaring, power-sucking, 10.5-inch monster 
GeForce GTX 480 videocards. The company 
is calling the setup 3D Vision Surround, and 
it’s unlike anything gamers have ever seen 
before. Like many folks, I think 3D effects in 
movies and games are nice when done well, but 
even then they tend to be superfluous and 
instantly forgettable. Not this time: 3D Vision 
Surround turns out to be, unexpectedly, far 
more than just the sum of its parts. 

3D Vision Surround (can I call it Tri-Max?) 
sped past my expectations from the get-go 
with an effortless configuration process. 

Installing the driver, compensating for bezel 
overlap and adjusting depth took mere minutes, 
and didn’t punish me with crashes or undocu-
mented prompts (as our Eyefinity systems and 
triple-monitor setups from both ATI and Nvidia 
once did). But 3DVS goes beyond the display of 
coordinated 3D images on three screens. In fact, 
it more closely resembles the promise of “virtual 
reality” from 10 years ago than any of the 
“immersive” technologies I’ve endured in that 
time. Because, unlike headsets that clumsily 
attempt to replicate your head movement, 
velocity and angle, 3DVS (I’d rather call it Tri-
Max) gives you luscious depth while letting you 
freely glance over your environment, as if you 
were in a real cockpit glancing from window to 
window. It’s an involvement and a level of 
engagement that no consumer VR technology 
can match. 

Naturally, the technology doesn’t come 
cheaply. You need three 120Hz displays—and for 
the smoothest, most convincing results, they 
really ought to be identical models, so you can 
forget scrounging around the house for spare 
LCDs. And you’ll need at least two GeForce 
GTX 480s (street price at press time is about 
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DISPLAYS THAT PLAY

Don’t take any chances—make sure 
you get 120Hz 3DVS-compatible 
monitors. As of press time, these are 
the models we know will work with 
the system. 
1920x1080 Desktop Displays 
ACER GD245HQ 120Hz LCD 
ACER GD235HZ 120Hz LCD 
Alienware OptX AW2310 120Hz LCD 
ASUS VG236 120Hz LCD 
LG W2363D 120Hz LCD 

1680x1050 Desktop Displays 
Samsung SyncMaster 2233RZ 120Hz LCD 
ViewSonic FuHzion VX2265wm 120Hz LCD 
ViewSonic FuHzion VX2268wm 120Hz LCD 
100Hz and higher analog CRTs

$460 each) to drive the polys. (You might 
be able to get away with 470s or 465s, but I 
haven’t tested those configurations.) And, 
of course, you’ll need Nvidia’s 3D Vision 
kit ($199, www.nvidia.com) to view it all in 
3D. So, assuming you’ll need two 480s, two 
Acer 24-inch displays and an 3D Vision 
bundle (which includes the 3D Vision kit 
and one Acer 24-inch display), you’re 
looking at a minimum investment of 
$2,400—not including the PC you attach it 
all to. And after all that, you still have to 
pony up an extra $40 for Batman: Arkham 
Asylum Game of the Year Edition. Harsh. 

But then again, maybe it’s worth it. 
Because Nvidia’s proved that the truly 

immersive 3D Vision Surround is not only 
within reach of mortals, but already in a 
form that feels mature and practical and 
user-friendly. And what’s outrageously 
priced today will be a trivial expense 
tomorrow.

PC Gamer doesn’t slap review verdicts on 
technologies, only shipping products. But 
that doesn’t stop us from singing their 
praises (or tearing them down). 3D Vision 
Surround works, and it works easily and 
well. But more importantly, it goes beyond 
mere depth effects to provide a better 
“virtual reality” experience than any 
headset, gadget or system anywhere. 
That’s pretty deep. LD
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You’re gonna need 
a bigger boat
As recorded by Fraps, my framerates in games 
including Just Cause 2, Left 4 Dead 2, STALKER: 
Call of Pripyat, Metro 2033 and Battlefi eld: Bad 
Company never dropped below 40fps, and 
generally stayed well above 60fps. But then 
again, I tested on a Maingear PC with Intel’s Core 
i7-960 processor, 6GB RAM and dual GeForce 
GTX 480s. Honestly, anything less than a 
confi guration like this would only blunt the 
effectiveness of 3D Vision Surround. For the 
moment, it’s a rich kid’s thing.

Here’s blood in your eye!
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Hard Stuff Trinity
DREAM SYSTEM MID-RANGE ENTRY-LEVEL

CASE AND PSU
Cooler Master Cosmos; 
850W PSU $300

CASE AND PSU
NZXT Alpha; 
Gamexstream 700W PSU $187

CASE AND PSU
Generic Case;
Corsair 450W PSU $161

PROCESSOR
Intel Core i7-950 3.06GHz $550

PROCESSOR
Intel Core  i7-920
2.66GHz $256

PROCESSOR
AMD Athlon X2
6000+ 3.0GHz $57

MOTHERBOARD
Asus P6T Deluxe V2 $262

MOTHERBOARD
Asus P6T $244

MOTHERBOARD
Asus M3A76-CM $68

MEMORY
Corsair 6GB DDR3-1600 $154

MEMORY
Corsair 6GB DDR3-1333 $178

MEMORY
Corsair 2GB DDR2-800 $58

OPTICAL DRIVE
LG  BD370 Blu-ray $174

OPTICAL DRIVE
LG GH22NP20 $25

OPTICAL DRIVE
Sony DDU1681S $19

HARD DRIVE
Intel X25-M 80GB SSD;
WD 500GB 7200RPM $311

HARD DRIVE
WD 500GB 7200RPM $50

HARD DRIVE
WD 250GB 7200RPM $40

SOUNDCARD
Creative Labs X-Fi 
Titanium $130

SOUNDCARD
Onboard $0

SOUNDCARD
Onboard $0

VIDEOCARD
Radeon  HD5870 (2) $780

VIDEOCARD
Radeon HD 5870 $399

VIDEOCARD
GeForce GT 220 $65

 $2,661  $1,339  $468TOTAL PRICE TOTAL PRICE TOTAL PRICE

Rude Gameware

W ith a name like Fierce by Rude 
Gameware, you might expect 
something exciting to jump out of the 

box when you open it, ideally with flames 
shooting everywhere. Instead, what meekly crawls 
out is generic and underwhelming. 

It does have the basics covered. The mouse is 
solidly constructed, comfortable and doesn’t 
require fussy software or drivers to do its thing. 
You can customize up to three on-the-fly DPI 
settings, each with a colored LED on the scroll 
wheel to indicate which is active (though an LED 
display to remind me which color is what DPI 
would’ve been handy). It’s only when doing heavy 
gaming duty that some problems emerge. After a 
few hours of intense fragging, for example, hand 
sweat makes the smooth rubber grip lose its 
traction and the mouse begins to slip. It bothered 
me that the Fierce’s thumb buttons are on a 
rocker, meaning only one can be pressed at a time, 
and the DPI-switching buttons just below the 
scroll wheel can’t be customized at all.

Those are minor quibbles, though, and there 
are some nice features here. The weight cartridge, 
which resembles a revolver’s cylinder, makes 
swapping weights easy and loads up to a hefty 27 
grams. The mouse has a much taller and wider 
body than your average gaming mouse, and if 
you’ve got big paws you won’t feel like an oaf using 
it. And $50 for a sturdy-if-imperfect gaming 
mouse isn’t all that bad. Still, if you can afford to 
spend a little more money, you can get a mouse 
that will, in the long run, treat 
you much more like the awesome 
frag-master that you are. EB

$50, www.rudegameware.com

Fierce 
Gaming Mouse

There’s really no greater thrill 
than unboxing a hot new 

gaming PC—or any disappointment 
as crushing as finding out that there’s 
something wrong with it (and I’ve 
got a mailbox full of angry reader 
mail to prove it). So, while the 
natural impulse is to fire it up and 
download Team Fortress 2 as fast as 
possible, you could save yourself a lot 
of grief by being patient and 
following five simple instructions 
when you first get your new rig.

First, inventory the contents and 
make certain that all the promised 
parts are accounted for (including 
cables). If anything’s missing, get on 
the phone to the seller right away. 
Second, read the instructions. An 
installation or quick-start guide 
might warn you about a videocard 
brace, for example, that needs to be 
removed before booting. Third, 
check for packing material inside the 
case—just in case they didn’t warn 
you in the instructions. Fourth, 
check for loose cables (especially if 
the cabling is tight) or any shipping 
damage. Loose cables are, in my 
experience, the most common 
source of new PC grief, but you 

should also make sure that the 
videocard and RAM are firmly 
seated. Finally, boot up the PC, and 
as soon as possible download and run 
a free, loopable benchmark like 
3DMark06 (bit.ly/cBsyIy) and let 
your system “burn in” for two hours. 
I know it sucks to run a tedious 
benchmark right after receiving your 
prize, but most system instabilities or 
problems that develop as a result of 
roughhousing during shipping are 
going to show up within this time—
if not within minutes of the first 
boot. If anything does go wrong, 
pick up that phone. You paid for a 
working PC, not an automatic 
frustration machine. LD

gaming PC—or any disappointment 
as crushing as finding out that there’s 

possible, you could save yourself a lot 

cables). If anything’s missing, get on 

check for packing material inside the 

should also make sure that the 
videocard and RAM are firmly 
seated. Finally, boot up the PC, and 
as soon as possible download and run 
a free, loopable benchmark like 
3DMark06 (bit.ly/cBsyIy) and let 
your system “burn in” for two hours. 
I know it sucks to run a tedious 
benchmark right after receiving your 
prize, but most system instabilities or 
problems that develop as a result of 
roughhousing during shipping are 
going to show up within this time—
if not within minutes of the first 
boot. If anything does go wrong, 
pick up that phone. You paid for a 
working PC, not an automatic 
frustration machine. 

Q&A
Five pre-flight tips

Big like the Yeti, but 
not for the sweaty.

Kick the tires before you light the fires.
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MAXIMUM 
ORIGAMI
Augments 
existing joints 
with kevlar-coated limbs 
of the most articulate sea 
animal, the hermit crab.

MAXIMUM 
TAXI HAND
Commuting 

across New York 
is harder than it’s ever been. 

Hailing, or throwing, a speeding 
cab can be the difference 

between completing an objec-
tive and not.

MAXIMUM 
DRM Hard-

locks all systems, 
freezing the Nano-

suit like a very expensive 
statue. A subsystem of 

MAXIMUM FAILURE.

MAXIMUM AD 
REVENUE The 

Nanosuit is one of 
the most-fi lmed 

objects on Earth. This mode 
repurposes the output area of 
the Nanosuit monocular visor 

matrix for animated billboards, 
earning strategic ad revenue. 

Disabled when stealthed.

MAXIMUM 
HACKY-SACK

This recreational 
mode disjoints 

ankles to expose the 
maximal surface area of the 

wearer’s armored hooves.

MAXIMUM 
FRAMERATE
Lowers the reso-
lution of the suit 
so elderly graphics 
cards can render it.

MAXIMUM 
DEODORANT
An average day 
of Nanosuiting 
accrues a layer of dusted con-
crete and alien entrails. On acti-
vation, MAXIMUM DEODORANT 
embiggens fl oraglands around 
the suit, easing the transition 
from the concrete jungle to a 9 
p.m. dinner with the wife. 

MAXIMUM 
HANDSHAKE
Auto-activated 
during moments 
of war camaraderie. 
Default mode during 
medal award ceremonies. PH
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WHAT CAN CRYSIS’ 
$9 BILLION SUIT DO?

S lipping into gaming’s greatest pair of titanium pajamas, the Nanosuit, makes you strong. We know that. But Crysis 2 ’s 
tactical tuxedo is also brimming with unexpected functions and surprising value-adds; it can punch through a wall, but it 
can also ferry a china teacup brimming with Earl Grey across the battlefield without surrendering a drop. Other than 

maximum power, stealth and armor, what other active modes does the new Nanosuit possess?
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