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 T
here are some things in life 
you never really get bored 
of. May I cite bacon and 
eggs as one such universal 
standard? It•s always on my 
menu, and as long as I don•t 

indulge too frequently, it•s a perennially 
tasty dish. Command & Conquer isƒ 
similar. Less protein I guess, and I•m 
not recommending you crunch your 
way through the DVD disc, as I suspect 

it•s far less physically tasty and you•ll 
probably injure your tongue. But the 
brand has changed remarkably little 
since the “ rst C&C 12 (that•s twelve) 
years back. And with numerous RTS-
based iterations under its belt, we now 
come to the latest in the series. And, 
you guessed it, it still  hasn•t really 
changed that much.
 The fact is, the genre•s moved on 
since GDI and The Brotherhood of Nod 

“ rst spat “ re at each other across the 
woodlands of Sarajevo, and in many 
ways, C&C hasn•t. There•s nothing very 
tricksy here, nothing to catch seasoned 
players off-guard or  re-engineer the 
way you play. There aren•t even areas of 
positive and negative cover to exploit. 
C&C3 isn•t a revolution; it•s not even, 
strictly speaking, an evolution. But, like 
the humble fried breakfast, it•s 
comforting, familiar, and quite enjoyable.  

Act ual 
in-game 
footag e
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Command & Conquer 3: Tiberium Wars

 •There•s nothing tricksy here 
     … nothing that will catch 
 seasoned players off-guardŽ  
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VITAL STATS
¤ Price £35

¤ Publisher EA

¤ Developer
      EA Pacific

¤   Web www.
commandandconquer.
com

¤  Community www.
cncworld.com

¤  Discuss forum.pcformat.
co.uk
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Lost, Battlestar Galactica, and Michael 
Ironside puts in a welcome appearance 
as the GDI Commander-in-Chief. It•s all 
very old-school, but welcome in a 
comforting way.

General improvement
Out on the battle“ eld, the resemblance 
to C&C: Generals is fairly uncanny. 
That•s because the game is built on the 
same engine, albeit with an appreciable 
number of visual tweaks. Some of the 
effects are pretty natty though, such as 
the light-refracting cloaked Nod Stealth 
Tanks, and the way heat haze pours out 
of aircraft engines and ” ame weapons. 
The •splodes are enjoyably incandescent, 
and the units themselves look 
tremendous … particularly the GDI 
artillery mechs.
 And the mechanics are precisely as 
you•d expect from a C&C game … it•s a 
giant series of rock-paper-scissors 
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habitation incapable of supporting life. 
GDI controls the Blue Zones … clean, 
prosperous and civilised. Nod inhabits 
the Yellow Zones … areas under threat 
from Tiberium. The Red Zones, 
meanwhile, are the ecological 
equivalents of Chatsworth Estate. The 
Brotherhood is working with Tiberium to 
develop new technologies based around 
the toxic mineral however, technologies 
which come into play as battle“ eld units 
and upgrades. 
 The story plays out not only through 
the missions in the two campaigns, but 
also through good old interstitial FMV 
sequences. And they•re peopled with an 
all-star cast. You•ll recognise faces from 

As World of Warcraft is to MMOGs, 
C&C3 is to RTS: a distillation of what 
the genre is all about, with every rough 
corner polished to a high shine. 
Beautifully presented and smoothly 
executed, it•s quite a joy for the RTS 
lover. And crucially, it•s bally good fun.

The land of Nod
So it•s a few years after Kane, chrome-
domed dictator of the Nod forces, was 
supposedly killed when GDI levelled his 
temple. But like a morning-after curry 
guff, he•s risen again to trouble the boys 
in blue. The world•s a different place 
though; Tiberium has spread across the 
globe, leaving large tracts of human 

Above The “ rst day 
of the IKEA summer 
sale was always on 
the feisty side

THE GDI ION CANNON Target an area, and a number 
of spiralling beams coalesce into a single hooning 
great beam of light. You even see chunks of earth 
rising from the ground, Manga-style. Ace.

THE SCRIN MOTHERSHIP At the top of the insecty 
Scrin•s tech tree is this huge ” oating doom disc. It 
” oats slowly over the battle“ eld, and its 
Independence Day  cannon can level any building.

Battle of the super guns!

Review

This may look like some kind of retail park, but 
we reckon shopping there might be hazardous

Dropping some high-yield ordnance on this 
from afar made PCF scribe Al a happy man

 •The in-game 
explosions are 
enjoyably 
incandescent•
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conundrums, only with high-tech 
battle“ eld units. Later on in the 
campaigns, a new race drops out of 
space to join the fun: the insect-like 
Scrin. It•s a cheap-and-easy way to add 
an interesting streak to a long campaign, 
but as a “ ghting force, they balance 
surprisingly well with GDI•s guns-and-
armour ethos and Nod•s tech wizardry. 
Their tactics can be very effective in 
skirmish and multiplayer games … and 
while we•re on the subject, this is 
probably C&C3•s greatest strength. The 
armies have been balanced with great 
“ nesse, and it•s good, easy multiplayer 
fun. It•s not a job of work to take your 
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2ND OPINION
Gotta say, it just 
seems like more of 
the same to me. 
There may be some  
beautiful new 
freako units, but 
essentially it•s still a 
case of maxing your 
tech tree and 
massing troops for 
a tank rush. Or 
weird-ass mutant 
rush, as the case 
may be. Having said 
that though, I did 
love the return of 
the FMV cutscenes, 
especially with 
everyone•s 
favourite Cylon, 
Grace Park. 
Dave James

Tech Exploded
Screen real-estate is what matters 
in an RTS like this. It•s a “  ne-
looking game and deserves a great 
panel. For the majority of our 
single-player experience we found 
the Dell 3007 WFP to be an ideal 
companion for C&C. It•s crisp and 
bright and 
more 
importantly, 
it•s bloomin• 
huge. Great 
for seeing all 
the  carnage 
in suitably 
high detail.

battles online and I expect fully rammed 
servers in the very near future.

Double-click for victory
There•s little to surprise here but, for the 
RTS buff, there•s much to enjoy here. It 
offers simple thrills, and you•ll know 
exactly what you•re doing from the off. 
By the same token, there•s barely a 
shred of original thought in the game. 
Also sadly missed are unit-facing and 
formation commands. All of which 
reinforces EA•s reputation as the brand-
centric games farm it is. Who said the 
tank rush is dead? Prepare to party like 
it•s 1995, all over again. ¤  Al Bickham

Above Without 
defences, your bases 
will be vulnerable. 
Stocking up on long-
range weapons is a 
good plan

Needs 2GHz CPU, 1GB RAM, 128MB DX 9c card  

Wants 2.6GHz CPU, 2GB RAM, 512MB DX 9c card

Zero innovation evident, but 
greased eel-slick 
presentation and explosive, 
ripping action go a long way 
to make up for it 81

Command & Conquer 3: Tiberium Wars

  Great visuals    Adrenalised RTSism

  Big •splodes!  W00tings!     Old-school mechanics

 Some people off the telly 
 who we•d recognise if we 
 didn•t work day and night to 
 bring you this magazine 
 feature in the game 

1

3

NOD TO THE PAST
Tiberium Wars is full to 
the silo-brim of old 
Command & Conquer 
favourites. If you•ve ever 
played any of the earlier 
games you•ll instantly 
recognise these stalwarts. 
1   Mammoth Tanks have 

been around in one form or 
another since, well, Dune II 
if we•re honest.  2  The 
chicken-like Juggernaut 
artillery pieces might look 
like the Borg•s Christmas 
dinner but they•re proven.  
3  Even the command pane 
on the right hasn•t really 
changed since Red Alert.   
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