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The future of electronic entertainment

rue story. An eight-year-old is taken into his first arcade

by his uncle. Sharing the pool hall off-shoot to a rather
popular bar, some 15 machines line two of the walls
surrounding the four baize-lined tables, Now under normal
circumstances, entering a dimly lit, smoke-filled room crowded
by individuals two to three times his age and an electronic

A cacophony would normally constitute a fairly intimidating
"'-':f:f:i:ﬁjﬁ?.ﬂ';':-}:ﬁ’?n' " experience for our young friend. However, there is little time

s | for self-confidence issues as his attention becomes utterly
fixated on his uncle's seeming complete mastery of Centuri's
Phoenix (years later our protagonist would realise that his
uncle's skill was, comparatively speaking, limited),

The boy had played videogames before, of course, mainly
in the form of an Atar Video Pinball-styled rip-off. But never
with graphics of this calibre. And rarely in colour. An entire new
world of possibilities suddenly opened up and many coins,
many hours (the odd school lesson was sacrificed - entire
worlds required regular saving, after all) would subsequently be
spent in that dark room. Thus began a love affair with
interactive electronic entertainment that, some 23 years on,
has yet to end. Happily ever after doesn’t seem that unlikely.

Current generations will sadly never get to experience this.
Visually, consoles now effortlessly rival coin-ops while arcades
have become increasingly commercial, characterless
environments. The great technical evolution is happening
in the living room and no longer down your nearest pier.
Console ports of arcade versions, once struggling to
approximate the aesthetic and content of a particular title,
now generally turn up on home hardware in enhanced form,
as lkaruga (see p8E) aptly reminds us this month,

The arcade isn't dead - it has a future. lronically, part of
its salvation lies in an intimate association with the console
world. But things will never be the same again. The magic
has passed, unlikely to ever be recaptured in the -
same way again. %
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Multi-genre titles are likely to become

ncreasingly common. Haven s having a go

Edge examines how the once-powerful arcade

industry has fallen since the days of Pac-Man

Edge examines how the once-powerful arcade

industry is likely to get back up on its feet

Videogaming veteran/gamepiay consultant Mark

Lerny offers an insight into his Method method

S

|

it
e

L} 5!

e

furture
Il

AE::" ABC 31063

Futiee Pulsirsheng

i - - - T
Tekephnme

Fas (0123

Ermmsl

Edge Webmit= =ge

Joao Dnia-Sanches oo

Terry Stokes 2

Dannid McCarthy deputy adi
Scolt Bradbury procuction oo
Mark Walhank f=sturss sdilm
ole Curran wei achilon
Darren Phillips deguty &t editai
Christophe Kagolamnd Toky

Scott Anthony, Ross Atherton, Jon Jordan, Lagpin
Kaojima, Tony Matt, Toshilio Magoshl, Bleven Pools,

el Flawnschall, FledEye, Jim Rossignol, Kedh Stuoert

Mo wuy W e

Kiouily Boll ©. PUTHLETS0N OO TisrEr
Noe Gritlinhg | !
Cokn Polis oo #TiEl Duiys

Tom Shuww ¢ Juc] T ErEyaET
Hegena Ersk CrCul@mon Mankne

<y Laple dapuly Advertising oirsciol
Ly Dhan acheesisng roarndgor

Hatornn Hetharingion recrudment svecuthve

Andraw Church resraimesnt Sl
Adworliising phone 01225 7322168

imn MEMeF groun & D00

James Binns oL E
Tormears Lorwpden
Samon Wear

Cawed Maher- Rohears

Future Publishing Lid

Telephone f 5 f

Fax 11725 BEF7 S

Email =dgs subsdfur
Drstributad thiouah the LUK ne o Ly Seyn
Dhstribution, 56 MNewitan Stroel e el R
Telephone CC007 807 6l

Hawirg trouble tinding Ecge ? Tom Shaw

Roger Parry non-sescuiive chaisrnan
Greg Inghaarm chuel esstuliv
Colin Morrison chis! aparmiing affesi & kL, L




:-.Hl uII I '--I L-If.
ﬂ“ﬁ |.::in:v. . !

. ] |”"h ‘li

Brute Force (Xbox)

Red Faction Il (FS2)
Clock Tower 3 (PS2)

Kid Ninja (PS2, Xbox, GC)
Warhammer Online (PC)

04l Capcom Fighting All Stars
(Arcade)
0 Raiden Fighters (Xbox)
Wi 1 Drihoo (Xbox)
Thousand Land (Xbox)
Shadowbane (PC)

Reign of Fire (Xbox, PS2)

(PS2)
WRC Extreme (PS2)

PS2, PC)

Broken Sword Ill: The Sleeping
Dragon (PS2, Xbox, PC, GC, GBA)

M2 Warrior Kings: Battles (PC)
% Breath of Fire V: Dragon Quarter

Total Immersion Racing (Xbox,

Prescreen Alphas (vanous)
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Frontend

PS3: GBA2: Rare&Microsoft;: ECTS; GDCE

Dut there

GeekMeet 2002; Hello Kitty Soccer; Korean ping pong
HedEye

Xbox is fast becoming RedEye’s favourite console ever
Trigger Happy

Steven Poole is drawn into naturalistic fantasy

.'I"u".f'r ‘...':'f |

The future of the arcade according to Nagoshi-san

:.' e - 0o Gameoe -. 4'.'t .

Dddly. Kniima-san doesn’t mention FFXI once this month

Moneynﬂandhaedeiwa'y how can you resist?

Ql.lck heforetheyseiln-ut

Eiasl-seﬂirg Sp-actrum game, Dizzy
1esal

E52 put through the rememberiser

FAQ

Having ﬂnishe-::l anky. Rage's Mark Sample steps into the ring
HRecruitment

Your chance to work in the games industry

INDox

Your opinions on the world of videogaming

Next month

Dreamcast. Xbox. Separated at birth?

TimeSplitters2 (PS2, Xbox, GC)

Super Monkey Ball 2 (GC) 085 Battlefield 1942 (PC)
Burnout 2: 097 Shox (PS2)

Point of Impact (PS2) 098 Way of the Samurai (PS2)
Ikaruga (DC, GC) Qa9 Sega GT (Xbox)

Rocky (Xbox, GC, PS2, 099 Petit Copter (Xbox)

PC, GBA) 100 Marvel vs Capcom 2
Quantum Redshift (Xbox) (Xbox, PS2)

Auto Modellista (PS2) 100 The Thing (PS2, Xbox, PC)
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frontend

Sony adds verve to ECTS experience

ECTS finds its feet again thanks to the PlayStation Experience, while

on the show floor, price cut announcements dominate discussion

he relocation of ECTS, from last years
T maccessible Docklands home to thes vear's

easily locatable Earl's Court venue, gave the
annual trade show a much neaged shct in the
amm. Although this year’s event, which took
place from August 29-31, was smaller than In
Drevious years it was a marked improvement
on last year's disappointing expo ang, cdespite
the non-attendance of Nintenao and Microsoft
for the second year running, the inaugural
FlayStation Experience was an unguslified
success. As well as demonstrating that the
shift towards a greater consumer focus was
the correct decision for the organisers of
ECTS, Sony's slick prasentation of s
Christrmas line-up poses significant guestions
of both competitors.

Inevitably, the recently announcad price
cuts dominated debate at the show. Sony was
the first to announce that the Faystationd pnce
had dropped from £199 to £162.29, and
aithough an Abox price cut was Quickly
announced, the impression was that Microsoft
had been caught napping. Certainly Sony's
announcemeant seemed 10 genaralte more nype
among ECTS attendees, and Microsofts
assertion that the Xbox pnce cut wasn't a direct
response didn't appear to bear the scrutiny of
more cynical minds than Edges

“Microsoft’s assertion that the Xbox price cut
wasnh'’t a direct response didn’t appear to bear
the scrutiny of more cynical minds than Edge’s”

However, Microsoft's apparent surpnse
was in itself surprising; after all, Sony's
announcemeant was absolutely in ine with the
strategy used praviously during the era of the
ariginal PlayStation. And although the new
xbox price of £159.99 mprasants anormous
value for moneay, i will ba interesting 1o ses
whather being the wrong side of £150 will
hamper the console's chances of increasing its
market share at Christmas. In any case, as
Edge goes 1o press, the immediate impact of
the price cuts — or Nintendo s decison not to
\ower the price of the GameCube, which
remains at £129.99 - lsn't apparent, and
research agency Datarmonitor is pradicting thal
further cuts could be made before Christmas.

Away from the heated discussion round the
ECTS bar though, the topograpiy of the show
floor was rather muted. It wasn T, for exampie,
charactensed by the types of elaborate stands

that have proliferated in previous vears — a
measura of the degres to which the publishng
world's big-nifters were instead focusing ther
afions and resources on the PlayStation
Experience next door. Nevertheless, companes
such as Acclaim, Ubi Soft, Rage, Konami and
Infogrames displayed a significant presence,
event if they were showing little morea than had
been on view at E3,

While Acclaim was demonstrating its new
(though hardly desirable) controversy-seeking
marketing campaigns, Lbi Soft's Splinfer Call
Wwas winning plaudits and Konarmi's Cancing
Stage Farly was attracting the attention of
nimble-footed atiendess. Infogrames,
meanwhike, Nad erected a mini movie theatre 1o
exhibit its forthcoming wares, and Rage titles
Hocky (see pa0d) and Lamborghin were heawvly
subscribed, Aside from the major publisbers,
however, there were also several titles worth

Ny
Hpwi g
TNy : Oy

SHENg oul despils a resalive 1Iack Of esaborale
attention-grabbing antics. Monkey Ball Jr.
developer, Realism, had a stand for example,
confirming the titie as one to watch. Climax
was aiso on hand behind closed 0oars to
show off the new shape that Warhammer
Cnine is taking — having shifted away from the
HTS genre to an outright RPG, Indeed for
those who got the chance 1o check it out, it
was one of the most impressive titles on
display, combining the nch hentage of a
popular franchise with a host of original ideas
And though franchise-less, CDOV's Breed was
another fitle that was well received,

There was also the usual number of off-site
events, featunng publishers keen (o capitalise
on the timing of ECTS. Empire, for example,
was holding its own software preview Ina pub
near o the Ean's Court venue, showing off the
latest versions of Total immersion Racing and
Big Mutha Truckers. Fresh from the success of
Warcraft ill, Vivendl also chose to go it alona,
holding a press conference in Parsons Graan,
And Electronic Arts continued its BEA Play evant
at its Chertsey headquarters. The most notable
off-site evert though was undoubtedly

ECTS was bolstered this year by the
addition of the PlayStation Experience, a
compelling statement of Sony’s intent
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ECTS Awards

Despite the small problem of having no

lectern, a quick-thinking PR representative

swiftly managed to find a bin-sized
(and shaped) solution to the problem.
anabling Whizzbang TV's Gareth Jones
(né Gaz Top) to distribute the ECTS
Awards with customary panache. The
winners were as follows:

Voted for by visitors to the ECTS Website:

Best Console of the Year:
FlayStation? (Sony)

Best PC Hardware:

Gainward Geforce 4 'Powsmpack
Liltre/ 7 50XF Golden Sampla

Best Console Game of the Year:
Grand Thaft Auto Il [Rockstar North)
Best FH: Game of the Year;
Medal of Honor, Alhed Assaulf (EA)
Publisher of the Year:

Elactronic Arts

Game of the Show Awards, voted
for by a panel of journalists:
Owerall Best Game of the Show:
Spirtar Calf (LIbi Soff)

Best PC Game of the Show:
Hreed (COV)

Best Console Game of the Show:;
FPro Evalufion Soccer 2 (Konam
Best Handheld Game of the Show:
L ."-f.':."-m.'-,- Baf Jr (THCH

Best Mumpla':.rer Game of the Show:.

Live Action PingPong (Netdol Entertarment

—

Sponsored Awards:

The Edge Award

oCEl o

'MCV' Best of British Award:

Cntarion

'PC Format' Best New Games Kit Award:
Widia GeFaorce

The ‘Develop’ Magazine Award for British
Game Dasign Innovation:

Hockstar Marth, Grandd Thaft Auta it

'‘PL Gamer’ Best PC Davelopear Award:
Creative Assembly, Medieva!
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Mintendo’s brealkfast presentation, which saw
David Gosen, inexplicably seated ina Big
Brother diary room chair, say very little abolt

Nintendo's plans while finding the time to take a

coupte of unnecessary swipes at Microsoft.
Nenartheless, titles such as Legend of Jelda

¥ - - | - a— - Pa—
and Medrosd Prirme were just a5 compalling as
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Pocket as another commercaily unsuccessiul
piece of pocket virtuosity, it wasn't the only
wireless handheid though; as in previcus
years, mobile phone gaming was on praminsnt
aisplay, with the Orange stand gainng
significant attention, and representatives

from Kuju's wirgless division wandening round
the show. Despite the lack of common
standards, the sector finally seams 1o be
makang sanificant inrcads thanks 1o the rollout

“With Microsoft and Nintendo waiting until the
Games Matrix event, Sony once again proved
the recipient of an early mover advantage”

Back at Eard's Court, the more relaxed
parformance of the major publishars once
again allowed a host of lesser players to
slep into the breach, And once more, the
prncipal banaficianes were PG hardware
manuiactiurers, middiewars providers, a
staggenng number of CD repair outfits and a
haaitity contingent of Korean publishers —
ncluding GamePark, with its striking new
SP32 handheld. ATl and nvVidia both had
sizeable stands, for example, while Sensauwrs
raturned to demonstrate its 30 audio
lechnclogy. And the Dynamic Korea stand was
3 precictably diverse affair, with the likes of the
sublimety auirky Live Action Pingpong rubbing
shoulders with miore banal titkes such as The
Great Merchant of Venice.

The GP32 was a particular revelation,
featuring multimedia r-layl'.-a: %, backlt soreen,
Brgonomic casing and wirsless muiplayesr
garming. It's just a shame that it's unlikely to
match technical briliance with marketing
Expermise o sofware excallence, and wil

probably end up alongside the Neo Gec

a'l i
v

_.ll'l

There were a number of celebs on hand
at the Experience, including Lara Croft
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of GPRS technology and the gradual
penatration of Java handsets,
Elsawheare, the other cbwous highlights of

the exhibition were the Awands, presented by

ame-Pad'’s Gareth Jones (see boxout) and
the keynote address, presented by SCEE in
conjunction with Screen Digest. The latter’s
Ben Keen highlighted new revenue streams
from the likes of wireless, broadband and [TV
gaming that will grow the industry beyond
those provided by the traditional ratail sector,
but he stressed that videogarme retall is also sal
to grow. SCEE's David Reeves followed with a
summary of Sory’s plans for PlayStation?2, but
a more remarkable statement of INtent was
taking place naxt door




The different faces of the future of gaming? Sony's Eye Toy proved massively popular; a
proliferation of mobile games were on show; and The Getaway had improved since E3

It was difficult 1o find anyone with 2 bad
word to say about the PlayStation Expenence.
For a start, it was characterised by an unusually
enthusiastic atmosphera - a strange
ermvironment for [aded, cynical, videogame
journalists to find themselves in. And it was
evident from the outset that the layout,
presantation and organisation were all first rate.
It was also apparent that PlayStation2 and
PSone boast a remarkably diverse audience;
over the course of the three days, the capacty
CrowWOs included wisitors from a vanety of
Dackgrounds. It was an impressive liustration of
the PlayStation brand's broad reach

For the reasonable sum of £8, this mixed
damographic was treated to a veritable feast of
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entertanment. Live bands and Xim [Us
provded the soundlrack, while 3 main stage
area hosted by Racho One's Emma B featured a
diverse array of acts, including some
dancegame freestylers. Emily Newton Dunn
was also on hand (o host an 'Official
FlayStabon? Magazine' games challenge area,
which featured some genuinely lucrative prizes
for the few lucky winners, while various Page 3
maodels, footballers and Amenican wrestiers
tumed up 1o spice things up. There was even
the inexplicable sight of crowds gathenng round
to see the ive Linuix coding of a "Halio World'
program

And then, of coursa. there were the games.
Although Microsoft and Nintendo mght be able

0 Doast some Indnadual games on ther
hardware that eclipse anything available on
Sony hardware, the PlayStation Expenience was
a substantial demonstration of the versatility
and range of the console’s line-up for Christmas
and beyond. BEvery major thirdparty publisher
was presant, and the general standard of
software was incredibly high. Certainly there
was nothing especially new on display (apart
from the #l-advised decision to show off a Tomb
Raigler technical demo that did little to win over
puntérs) but for consumerns who haon't been to
£3 there was much to be savoured, The
Getaway was looking much improved, for
example, while TimeaSpitters? (see pB2) proved
massively popular. THQ's wrestling titles were
also eagerly lapped up, and Sony's Eye Toy
titles wera sacond only (o networkad titles such
as Haraware and Auto Modellista In amesting
the attenhon of neany all altencdeas

Significantty, the success of the PlayStation
Expanance wasn't mearaly confined 10 the
positive word of mouth that it will have
generated among what s admiftedly a relatvely
small proportion of console owners. it was also
enormmousty well-recenved by thwdparty
publishers, and generated a healthy number of
mainstream column inches. And with Microsoft
and Nintendo waiting until the forthcoming
(Games Matrix event, Sony once again proved
the recipiant of an early mover advantage. It's
also a positive new direction for ECTS, with the
show propear proving an affective forum for a
wide range of videogame SEnice Companes,
with HayStabon Expenence alongsioe 1o create
sgniicant consumer and pubksher nterest
“d of wiech shoud provioe the event
organesers with a soiid base fromwhich =

o move iorward next year L

_—

Edge’s ECTS Highlights

Some of Edge’s choice cuts from the show
floor, in no particular order:

B Rumours that publishers are already
approaching developers with regard to
developing PlayStationd titles

B Capital Entertainment Group continuing
its admirable bid to generate some fresh If
H A disgruntied show-goar's reaction to
discovenng that infogrames was only
showing trallers of ‘Matnx” the fiflm

B The absence of the not-very-soraly-
missed Erofic Island stand

B And the absence of the equally not-very-
sorely-missed Hooligans bar

B A PR representative inviting Edge

to feal his sweaaty ampit to find out

axactly how hard he was working at the
PlayStation Expenence

B nVidia's dancing girts, who naver stopped
dancing and saamead to want to start some
sort of bizame new Intemet mame

B The parties: none as large as Sony's
traditional bash, which didn't take place this
year, but enough 1o be getting on with;
Babelmedia's Scalextric party on Thursday,
Wanadoo's industry DJ Face Off on Fnday
night. and an Edge staffer's rather
mmpromptu affair on the Saturday

Of tha games on show at ECTS (top row from left) Breed, Super Monkey Ball Jr. and Splinter Cell all stood out. Over at the PlayStation
Experience (bottom row from left), The Getaway had improved since E3, Ratchet & Clank looked promising and Hardware proved popular

EDGE
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GDCE develops further

The two-year-old European conference grows in importance
with an increased attendance and a quality line-up

'|' his year's Game Developers Conference
Europe, whch ook ptace from August

F—29. joined ECTS in the move from BExCal to
Earls Court and afthough the evant’s still only in
ts second year, it continues 1o busid
momentum as an increasingly relevant date in
the videogame calendar. YWhiks it's still less
significant In size and scope than the anginal
G0DC, which takes place in the US around
March every year, the European counterpart
i rapicly establishing itself as a forum for the
S0t of dehate that's essential if developers are
)y make better games. Consaquently
ttendance figures showed an increase
compared to [ast year, while the ine-up of
EEROTS, panais and aecussions boasten st

as much diversity and quality

“GDCE is rapidly establishing itself as a
forum for the sort of debate that’s essential
if developers are to make better games”™

ki ! o LT LR, T
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Although 1| was miore dificuit thes yesr ic approach 1o makng games (see p7 o) Hor any developéers that ware seasang
Janhty CoOmmon themes and rends. most 1res largaly placeas greater amphasis on the insght into what cumently makes pubishes

e ers [OoK it for granted that thee = PreprOCiuchon phase of gevelopmen] B Ihe tick, there were several interesting spaakers
5 level of risk aversion on conceplual/planning phase) and a move From Pitch to Publish: Gething the Deal’ was a

COMTIMUNity. S0 anay rom e currant heawy rellance on self-explanatory panal discussion anlivenad by

the part of the publishing
GDCE's keynote address, “The Method: A writtan documentation during development the inclusion of Kevin Bachus of ex-xbox fame
Mocal for Game ["EEI;F.' Oodiverad by Mark Farhaps the most interesting point made was SCEE's Zane Colaco and Adnan Curry of tha
Carmy, couldn't have been more timel that developers need 1o be more willing to current Xbox team. Elsewhere, Bruce

After being introduced by Jez San, Camy ikacard ideas that aren'l wor king, Although it MeMillan's Eel‘.l.-.'_'_'-nd a Graat Gama, Building a
ouickly sat about detailing the finer points of his Se0Mms countarntuitive, this would, Cermy Franchisa', was lass instructive, if no less
argued, .'}I.'Ifl.l.'r'lll'-..' reduce lossas thal would entertainng. Using the Harry FPolter and ElFA
glharwisae be Incraasec by tho incursion of licences as case studies. it did offer sk ]r]rfi-;,‘ﬁrll
OISINoution and marketing costs - of crucial insight mto how Blectronic Arls nas maintamead
mportance in the current hit-arivan chrmate, in It=s publishing dominanca, butl Not every
wiich only 8 handhu of titles are actually deveioper or publisher has the clout 1o acouilrs
Jesvenng sgnificant profit a licence as lucrative as Ms Bowding's opus

And aithough McMillan conceded that recent

Long-term strategy outings for the FIFA icence have lost their

Mdeny 5 N ek Edg‘ i sl L-_—r':|l'r'__:, that iste. the talk did demonstrate the COMparny's
ANTH S BDOrEss COU) Al DEnesited mom 3 Taracianshcaly shox Dresontahon Seals

WICKY SuCenNce han mearsly I Qevelooment

comimunity, Although there was much that was Academic day

i uSE 10 any oeveloper, most ane only 100 But aside from major speakers such as
weanly aware of the importance of McMillan and Cemy, thera was much on offer
preproduction. its really Ihe putishing for all Bacats of the development industry, Tha
community that has 10 De persuaced 1o maks first day of the event was given over to

a fundamental transitlon from short-term sponsorad tutorials and the IGDA-sponsored
RENTING and develonmal, 10 a lonoer-tem academic day, +-'-'L,r|ru_, Microsoft, which was

viewy, But the naticn that investing mone in running both the Directx Developer Day as wall

the short-term can lead to a more profitable as the Xbox Open for the inside track on Ils
Bill Fulton and Keith Steury from Microsoft's User-Testing Group gave a fascinating long-tenm strategy s, in Edge’s opinion development toals, and graphics chip
presentation concerning the feedback process that heavily influenced Halo's development a compaling one manufacturer, AT, also running tutorals
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Meanwhile, the academic day saw a vanaty of
panels ang discussions ranging from the
benefits of games research to case studes ol
SASlNG WIBO0aMe CLUIMCLELIMS

New rule book
Cther highlights included Harvey Smith of lon
Storm talking about ‘Systemic Level Design for
Emergent Gameplay', which used Deux Ex as a
case siudy lor the use and advantages of
globally defined charactenstics and rules in
creabing conastent gameworids. Ken Perfin's
Implementing Procedural Personality Effects
COver a 3D Moodel’ was equely mifomative, and
well recaivad, covering a number of techniques
for making animated characters behave In a
more lifelike manner, Lionhead's Richard Evans
even threw in a bit of Heidegger and
Wittgenstain 1o make his talk, "Social
Processes. Moving Beyond Individualism', flow
a it more SMoothly

Ulbmatedy though, the real highlight of the
three days (or at least an antartaining way to
and the conference, should Edge De laid open
to entirely justifiable accusations of bias thanks
to its own involvament) was the "Choosing the
Best Garme Ever' panel. Featuring a whaole host
of dignitanes, including Cnarles Cecll, SCEE's
Fre Hamson, Jon Hare of Sensible Soltware
fame and ndead Edge, this discussion
managed 1o maander s way through to the
conclusion that Super Mano 64 s the best

game aver Jevalopad. Un theway, thougn, and
under the steady guidance of Future
Publishing's Mike Goldsmith. thems wera a
number of highlights {the number of blank
looks received Dy Edge’s nomination, Rogue,
not among them: claary not many peopise

had read ES8's “The Making Of

Sadly. most can’t be mentionad & 3 family
publication such as Edge.

Stll, the event left attendess in a budyant
mood and looking forward to next year's event
After all, it's crucial that events such as GDCE
do establsh thamsaives if the Buropean
development community is 1o reassert iS5
axcallence and prominance on a giobal scale
And although thaere was some repetiion of
material that had been aired at GDC in March,

this year s event was another positive .‘é":_;, ;
I.L_HJ%\,

sign thal this is a possibiity.

LR ER AT ”|“|IIIIIII-
'H'.I'l.l.l-lm......I

Mark Cerny (far left) shook things up with
his suggestion that, using his approach,
developers could expect to spend $1m
purely on preproduction. 'Choosing the
Best Game Ever' saw Charles Cecil (left)
argue (unsuccessfully) for Grand Theft
Auto Ill, Phil Harrison (above) extol the
virtues of Tetris and Jon Hare (top)

put together a case for Space Invaders

011



Game Boy Advance gets hardware upgrade

Industry insiders suggest Nintendo's handheld is set to
receive a major technological upgrade by the end of the year

Ages of Game Boy

Nintendo's hamic handheld hasn't
shifted over 130m units by standing still.,
Edge looks at the evolution of Boy:

1989, Game Boy: although larger than a
standard pocket, the onginal Game Boy
saw off stiff competition from Atari's Lynx
and Sega's Game Gear

1986, Garmna Boy Pocket: a rather more
portable version was eventually introduced
1998, Game Boy Pocket Light: sadly only
released in Japan, and proved unpopular
thanks 1o the nead for extra battenes
1998, Gamea Boy Color: a rather more
successful upgrade, introducing a colour
palette and faster processor

2001, Game Boy Advance: boasting
backwards compatibility and the first major
architectural overhaul, the GBA has
managed to shift over 4m units in Europe
alone since launch, and this in spite of its
murky screen

Current software:

espite the recent Euwropean release of a

imited platinum edition Game Boy
Advance, Edge has recaived confirmation of
oniine reports that a sequel 1o the massively
popular handheld is on ks way. The new, backiit
version could even be in Japanese stores
before the end of the year, with a8 European
release sat to follow in 2003 according to
Edge’s sources, though Nintendo has yet to
confirm or deny the rumours

The cument GBA is, according to Nintando,
one of the fastest seling consoles ever, having
shiftad over 4m units in Europe since its launch
n June of last year, despite a screen that'’s
almost unusabla in anything less than perfect
ighting conditions. It's also s&t to benafit from &
rmassive saiaction of new software this
Chnstmas, taking the number of titles available
for the platiormn o over 200.

Firsiparty fitles curmently in development
include Metroid Fusion, Yoshi's Island: Super
Manio Advance 3 and Garne & Watch Gallery
Advance, while these will be supplemeanted by
thirdparty fities such as GTAN, Sim City, Tony

Mano Kart Aaovance Hawk's Pro Skater 4, Lara Croff Tomb Raxder.

Advance Wars The Prophecy, Rayman 3 and The Lord of the These ‘concept’ sketches were provided
Super Mano Advance 2 Rings: The Tiwo Towers. by an industry insider. Hopefully the real
Breath of Fire if thing will have a bit more of a wow factor
Denki Blocks

Kur Kunu Kunurin Upgrade scheme

Chu Chu Rocket Nevertheless, recent Internet reports hint that a shortiived as Japanese users diskked the
Golden Sun new backiit version of the platform has gone acditional bulk and cost of an extra two

F-Zero: Maximum Velocity

Forthcoming software:

Metroid Fusion

Super Monkey Ball Jr

Yoshi's Island: Super Mano Advance 3
Game & Watch Gallery Advance
Grang Theft Auto Uil

nito testing at Nintendo's German headquarters.
intriguingly, these reports go on 10 suggest that
Nintendo may even be consideringa 16 (£10)
upgrade scheme for existing GBA owners when
the new version is released. Although Edge
can't comment on the veracity of the lalter
point, Our Own SOUNCes have providad tainy

batteries. According to Edge's sources though,
the: company IS once again willing to examine
the possibility of improving the unit's
performance under poor lighting conditions.

Apparently, the new type of GBA
technoiogy will be substantially differant to
exasting versions. The mast obvious

Sim City compeling evidence fnat a new hardware modification is that the device will foid out, in a
Tony Hawk's Pro Skater 4 tergtion i on the way manner that harks back 1o Nintendo's

Lara Croft Tomb Raider: The Prophecy It wouldn't be the first time that Nintendo enomously successiul Game & Watch seres,
Rayrman 3

The Lord of the Rings: The Two Towers
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has expermentad with backdit handhald
technology. A previous experiment, in the shape
of the Game Boy Pockat Light, proved

Equally reminiscant of aarier Nentando
hardware — n s case the SNES - 18 the
addimion of two new face buttons, resulting In

Left to right, Lara Croft Tomb Raider: The Prophecy, Ballistic: Ecks vs. Sever and The Lord of the Rings: The Two Towers are all thirdparty
titles due for release before Christmas. The GBA roster is mightily impressive with an estimated 200 titles already available on the format



four differently coloured buttons n addiion 10
the two Ingger buttons. A furthér Change is thal
the new modal will alliegedly use an internal
simiine battery as a power sourca, akn o
those currently usad by mobile phones, in
place of the standard two AA battery

."_;:'ﬂilf:]: FEDON "+-=.:j.t 'EEI-I':'- CFATIENS 'l""'I oe LFIE"j

Lights, action

Significantly.this battery is expactad to

provide around ten howrs of battary e betore it
needs recharging — finally making i possible for
& Dacidit screen that satisfies Nintendo's
stnngent athituds towargs battery e, indeed
Edge’s sources confirm onling reports that the

Lt il Teature 3 larger, backdt screen than
curment mooeais, with a new 11

| lll_l

complate wath vanabie contrast. 1o be
manufactured by Sharp

Significantly, the new maode! is also set to
recane an upgrads 1o intarnal architeciure. In
tha shape of 8 more powerful processor, and
possibly the addition of more onboard RAM
MNevertneiess, the new deeace wall De
compatibla with the existing catalogue of
(38A software, and in spite of the iIntroduction
of major new technology, the davice will
ramain ight and slim .-'i.,[_:lp'r_r._,-.' itly, Nintendo is

-.-.-\.-\.pi-,[-_. & |-|_.;

EvEn axpronng e Dossiot

WO Other Drototypes. a stancam, TWo-Dution

GEA fealunng a backdit screan. and & four-
outlon Dackd! Mmoo

Afdhough NetenQl Ras ye 10 neease 3
statement confimmng the exstence or
devaopmant of a new moosl, company
INSI0SErs are reporting thal he urit wall Ship
for under V10,000 (£55). And daspite the
tack of tandare. the new mooeal could be on
s3e as So0n as late Novermber in Jagan
with a LIS release fo follow in Decamber and
a European release set for Fatwuary o
March next year

With such an imminaent redsase date

Should S00nN become: Ciaar whether -

Edges sources are comect gl

Left to right, Metroid Fusion, Yoshi's island: Super Mario Advance 3 and Contra Advance. If rumours are to be believed these first and
thirdparty games could be making use of the upgraded GBA technology in time for Christmas. Get those stockings out in preparation
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Fhotogrplhy: Martin Thompson

Microsoft looks likely to unveil Rare at X02

Nintendo finally

quashes the rumours and sells its stake in Rare.

But will Microsoft be picking up the languishing UK developer?

Rare has an enviable record of producing
quality titles, such as GoldenEye (above)
and Perfect Dark. But insiders have
suggested that the UK softco has feit
hamstrung by its exclusive ties with
Nintendo. A split seemed inavitable

ntenco has finally ended months of
N spacusanhon and calied off its
redghionship wath Fare. In a terse press
rescase MNitanoo of Amenca's exacutive vice
presdent of sdies and marketng, Peter
McDougall, twisted the knife further by
criticisng Rare's output as a reason for the
spit. “Nntenoo nad the abesty to continue its
exciusve relabonship with Hare, but m
DoKING at the company's recant track
record it became clear that its value to the
future of Nintendo would be Iimted.™ A
typcally demure Rare refused to commeant
on the separahior

The fate of the Twyooss-basad
GoldenEye deveioper has been a topic of
persstent coneciune ever snce Nntanoo
reportedly passsed up the option 10 take full
wharship of the company about a year
a00. ACtviSIon was aiso in the runnng 10

take the 49 per cant stake It the company,

By the time you read this it should be clear if Microsoft has bought the
coy UK developer. But at what price, and when will we see the games?

014

Rare's Donkey Kong Country (left) stunned gamers when it was released on the SNES in
1894, but Donkey Kong 64 (right) struggled at retail, as did some of its other major N64 titles

but apparently baked at the pnce that
Mintendo was asking. Edge’s sourcas
541?-9'35: Nal 1‘\':’:r-:_._r"-" has now 511&‘-_{”_._-:{.] T’
Rare for around C250m though other

rUMoUrs suggest a much lamer deal,

Rare opportunity

Although the move is clearly good news
for Microsoft and the Xbox, which
continues to suffer from a relatively narow
saechon of softwars, it isn't entirely

Ciear wnal [Ine company will D8 oolaning
ior the asking pnce. Other rumowurs
sungest that Rare's founders, T
Chris Stamper, aim to retire soon, and it
MOt Cear NoW Much comimeartial Clout the
Rare brand has these days. As Nintando
still retains exclusive rights 1o all s ongingl

L

properties and franchises featured in

James daveloped Dy Hare, Nnciucing
Dorkey Kong, Diddy Kong and Star Fox
Edge has to wonder about the long-term
prospects of the deal for Microsoft
Will Joanna Dark be enough to boost
sales of the XboxY

Certainly, the acquisition has yet to
be finalised. Nevarthalass, Inslders are
commdent that the deal will ba announced
in Saville, and it's alleged that Rare'’s
Kameo (see E99) is already up and running

- i T
on ADOX Narware

YWhethear tha daeal ooes o ahead Or |
= e e BT
UNsLUDSsianiated r IS SUEIEST il

Microsoft is on the ac

CIrosOnt COLestion tranl or &n

even bigger targat than Rare. Although
Edge hasn't been able to confimm reports
nat this could be Seqa, the apparent desire
of Microsoft to rebrand the Xbox In Japa
wolld certainly lend sufficlent strategic
motivation for a deal to take place in spite of
Sega'’s multiformat development, Other
possiDie targets that have been mooted
inciude the Vivend Universal portioho gQvET]
the cument hnancial struggiles of the

JVISION s parent company

I efther Of hese 0aals Is announced at

e s

a ull report from the event naxt Issue. L=

N . b s WY eyt rn Sedlla evner
"rl'._r-':"J-:_!' 1 = }q.! ||_' e | b, s |10 2] 1'.""|-"'_ 1

STOP PRESS September 25

Just on the day Edge went to press
confirmation emerged from X02 that
Microsoft has indeed acquired Rare
for S375m (£240m). The deal will see
the UK developer creating exclusive
content for the Xbox, with Kameo due
to hit shelves in spring 2002. Expect a
full news report next issue,



PlayStation3 rumours proliferate

European launch of online serices lor by Fukunaga-san. With this project

PlayStation2, reports have already due for complation in 2005, it would

begun 10 emerge regarding the certainly appear to fuel specutation

inavitable introduction of the console’s that this is indeed when we'll see

successor. And though Edge doesn’t PlayStation3 —and it is also the date

have the same sort of assurances as by which analysts are predicting that

those regarding a sequel to the GBA broadband netwarks will have

see p12), this information confinms achieved massmarkal penatration.

the impression given by developers al

the recent GDCE and ECTS Market leader

exhibitions, many of whom were Neverthedass, despite rumours

ndicating the readiness of pubkshars pointing 1o a relatively early

aliready looking forward to the next introduction of the next PlayStation,

fteration of PlayStation hardware. there have also been murmurnings
According to an article by that Sony has been surprised by

Reuters, PlayStationd is likely to be the relative lack of retall success

introduced in 20056 - albeit in an that Microsoft has enjoyad with

almost unrecognisable form. Reuters Xbox —and that this may yet allow

guoted SCE's Kenichi Fukunaga: the company to delay the

"We're not thinking about hardwane, infroduction of its PlayStation3.

The ideal solution would be having an With PlayStation2 currently outseliing

pperating system instaliad in vanous its compeatitars by some eight

home appliances that could run game times, Sony is unlikely to makea any

programs.” Certainly, Sony is known announcements any time soon, but

10 be conducting a joint prosect with Edge intends to keep abreast [ =

Toshiba and |IBM which aims 1o create of any developmeants éiiﬁé«

D aspite the fact that Sony has yet a powerful new processor, suited to -
to announce the timing of the the sort of distnbutad vision outlined a y a I 0 n ®
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Tracking develﬂpments in davelnpment
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Designed for Dreamcast, CRI's high-quality audio and video
software compression technology is now going cross-platform

Wi CH-IMwWL.CO, P

Expansive range

A wall as offenng fs core
technologies. CR1 Middlewars 15

I:--'.llu"!ll'..'] il - .Ii!-::- =

an mpal, Lhpper generales i
cormeCt D mMovemeants via the |
VoW Mmouln snapes anad tha Siam
marker, For higher quality work

acichitinal shapes can be aoced |

wWith that of each Consode

gach console has a different fila
name format and varying
limitations on number of directories

ar fles. ROFS acts as a virtual disk

A udio and video compress:on
software plays a key role in the

forward march of technology, Just think
= e in T .| _.:1 M4 E

the game space, thers have besr
soime notable examples; 500s core
technology in the days before Tomb
Raider, was compression, And while
the INncraasing processing power of
consoles and PCs has lessened its

mportance, COMDMassIioN /Emans an

important ool for game developers
Well-known to Japanese game

'5c

N

—j.._;;_,. 0ers, s Imasin SEXpOsLre of CH
Vidaleware s technology outsioe of its
homeland has been tha couple of
seconds of logo splash screens at the
start of Sega's Dreamcast games
Uinsurpnsingly this was because unti

= .
oy, e - - F o gy Ol = =

—ega s restructunng, UHIlwas a

technoloo i i 3t o Caevn
o i | = B e -, = g

parent company. ts lechnology has
bean used in over 400 Dreamcast
litles. Now a separate comparny,
14-months-old and renamed CRI
Middieware, It's looking to sell its

products further abeld. as well as

SCTOSE 8l namiwane plationmns
o il (] i 'l b l.' EaE = = Pag e P
ot L ACE B ) LSRN T R el | Uk

the aame industry. We want to
collaborate with developers to make
quality videogames,” says Mr Oshimi,
Hl's manager of middieware
development. And it's aiready had

success in Japan with Tecmo usi ng the

S el

e gy RS e AL
trechnoiogqy 1or Dead or Alve 3. Cther
COMpanes ORvVaEDDIiNg ADox tiies have

jcensed CRI tools, including ri:-’-::r“-
for Siant Hil 2 and Anchor for WIAF
FRaw, while Capcom's PS2 beat "am
up, Gio Gio's Blzarre Acventure relies
on CRl's video codeax to ensure the
CrsSp playback of its anime mowvies.

e GO Iy S LWL g

technoiogies ane the ADX audic

1 s l\_'\..-'_:": d

Using movies instead of particle effects, as demonstrated in these examples,
means developers can create high quality effects with low resource overheads

J10

Using CRI's MPEG Sofdec, it's possibile to
use video files as a texture (above)

which was first imtmoduced on the
Saturn, and the MPEG Sofdec movie
codex. These software comprassion
lechnologies ame designed to minimise
the size of audio and video files

_ e ansunng high
PAayDacx Quaty and oW Requererments

n 'I -.-u—;: - C-";"' R .,‘:': ':.".._J" ‘:_,h

Multiple streaming
ADX is a muiti-streaming technology
which allows developers to manage
muthple auto Streams from a disk. This
means music files can be played back
MuUaneous Wil cCharacier speeC
A & —8-§ d._' _.-d_lﬂ =T r"l. :I:'_'. = T ,-'-"E'
baing streamed from DVD. ADX can

MSO Digdy DaCK a seamiess 100D of

Lol

sound effects using standard wave
torms while handling other sound
effects or voice audio. A related
technoiogy, AlX, enables the playback

o lf |- — = Yo et W = ]
y thipke fracks, which are interleaved
- — ’ . - i o

U0 a SINCEE Lo _i',_.__ Pnor 1O DiayDack

The standard compression mode
used, ADX, is.a CD-quality technology
which requires around 0.1 per cant of a
typical CPU budget to decode. This
Imaxes it ioeal 1or sound sffects and in-
game music. For character voices, the

AR high-compression mode is more

el | T

usaful. Equivalent in quality to mp3,
AHX Is encoded at a lower bitrate of

Hdkbps compared 10 108kbos for ADX
and 384kbps for standard wave audio.

Defining a video in three dimensions
means it can interact with 3D models

In this case, the 3D video torus clips the
polygonal teapot perfectly (above)

Il reGuIres around one per cent of LFU
to be decoded and played

CRI's MPEG Sofdec movie codex
1S @ igh-guaity vioeo aecodar, which
uses an enhanced MPEGT codax, CHI
claims s playback i1s of mgher quallty

et = S e o s -
.‘_T.‘: T "|p|— £ rj |_: I IETTS _“

e CrSpNess

of animation playtack

7]

which Is particularly important for
anime-siyle video and artiiacing such
as macro-blocking. it can play back
video In resolutions of up 10 800 x 800
pixels, though 640 x 480 is more
typical, at up to 60 frames per second

As with the audio playback

mutipie vidad streamis can De
smutaneously dispiayed or pausad
without interfenng with each other
Video streams can also be usad as
textures and displayed on polygonal
models, Another effect is the creation
of 3D videos, that is video with z-depth
nformation. These can interact wilt
pOoOfvaonal mooes in the mannar 0 &

3D scene, which means developers
can create hign-guality effects i =

LISING a rminimum of 1;.[;-|-}.|;z;_-.r1.:'5 ] |




Cipher’s new secrets

UK engine vendor Synaptic Soup proves that small remains beautiful

and can survive even in the competitive world of game middleware

www.synapticsoup.com

TiHne

0131

t's bean over two yaears since the
Imunmarﬁ of Synaptic Soup left ther cay
jiobs (o branch out as a trio (see E91). “Tha
moSt mportant thing we've leamad S 10
target the nght people,” says development
director Vince Farquharson. “The big
publishers will talk to you but they're
always going o go for the high-profile
game engines because the inance director
recognises the company name.”

However, this isn't to say that Synaplic
Soup'’s Cipher PC engine hasn't had its
share of high-profile clients. Both nfVidia
and 3Dabs have icensed the technology
to create high-end demos to show off new
pieces of sificon, for example. But in terms
of naming developers using Cipher for
games, Farquharson remains coy

“We've got five paying clients at the
moment,” he revaals before adding the
caveal, “We cant tell you who they are
because of the NDAs.” The problem, he
explains, is that because of Cipher's low
cost of entry, the majorty are startups

using Cipher to work on a game prototype.

Until those games are signed by
publishars, the secrecy of the games
business miust prevail

Happily, Synaptic Soup does have
something it can shout about; s releasng
a new version of Cipher. "Although labelied
version 1.3, it's actually as significant as the
onginal engine release,” says technical
director, Rik Heywood. There are plenty of
improvements under tha hood of course.
The guality of the collision detection has
been upped, the networking code is more
robust and makes better use of bandwadth
and it's much easer 10 integrate slanned
and ngid components on the same
character model. But in keeping with a
wider trend, the most important step
forward has been in the package's usability,
particularly for artists.

“There's bean an aexplosion in the ways
of definng shader effects such as nVidia's
Cqg language.” Heywood explains. “Yet
using Cg means artists still have to code in
the equivalent of C. It isn't going o
happen. Our approach is towork at a

3Dlabs used Cipher to demonstrate the power of its
upcoming chips. This tempie level has ndiculous amounts
of geometry, neat lighting and advanced shader aeffects

much higher level.” The solution within
Cipher is a shader viewer driven by simple
drop down menus., which allow artists to
hwadk the paramesters Of thisr Shadems n
reaitrme. And because the vewer uses
Ciphen’s renderer, the resulls are exaclly as
will De sean N-game SO I Joulies a5 3
model and animaton wewer oo

“For artists this is a much more
systematic approach,” reckons Karl
Wickens, Synaptic Soup's an diractor
“Just like using layers to bulld up IMages In
Phatoshop, you can layer shader effects
which will be mplemanted as multipasses
textures by graphics cards.” In addition,
there's also a particie effects designer,
which once again uses shaders 10 create
its magic. Both come complete with stacks
of samples and full documentation and
tutorials. “We work very closealy with our
chents to make sure we support them as
much as possibie,” says Farquharson. “it's
an inmate relalionship, which s maybe
something that differentiates us from ﬁ:’g%
the larger middleware companies,” L=

Going for games
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ea. GeekMeet 2002

UK: In what's rapidly becoming one of the most Imporiant
hiannual events in the videogame calendar, an otharwise
nondescript and rainy weekend in September witnessed the
ond proper Bath Edge Forum Meet, Although not offidizlly

-—'r‘l’.lf:’:.L—’J by Future Games, a few Edge staffers were on hand to
join some B0 forurm users in a (rather boozy) celebration of
videogaming in all its forms. Although some attendees managed
to make a full weekend of the event, taking in several of Baln's
prermier nite spots, Edge’s record can only extend to the meat
proper, which was characterised by some exemplary polite
conversation and several multiplayer gaming sessions, ranging
from Halo 1o Samba de Amigo (Edge would like to pont out the
thirdparty maracas in defence of its own rather poor record at the
after; it was certainty nothing to do with alcohol). To make su

you don't miss out on the next GeekMeet, paint your browsers t’
http://forum.edge-oniine.comy

@ Blessed are the geeks

UK: Butit's not all socialising on the Edge forums. As if to
demonstrate that forumites are equally capable of producing
intelligent debate and scientific analysis of the merits of various
videogame ;:Lt-ni‘;mlr_—:f;. along comes 'Blessed’ magazine. It's been
put together by Michae!l French and Dan Croucher, who met on
the Internet courtesy of the Edge Forum, along with several other
contributors. Highlights of the first issue include a diary of a
bedroom coder, recounting the tials and tnbulations of developing
a Bombermman clone, and a quite disturting anthropological
account of gamers and their Internet forums. There's alsc
'Otakurman’, a cotour comic st and several other columnists
For more information, emaill mail@blessedmagazine.com

pointed. She is on my desktop
computer at home."

i ales landiond, on fEing 10 tum away Tomb Hader
star Angelina Jolie because thers was no room at hes inn

“l don’t want to become too well known.
That way, | can still go to the naughty spots
around Kabukicho in Shinjuku and read the

odd dirty book.”

We think Onimusha oreator Kedji inafune, intendewed in 'Offlical
PlayStation?" magazine mght ba having a joke

“They start off with a kind of primitive
version where people were off wandering
around conducting quests but now with
Mormow Wind and Never Winter at Night
and Dark Age of Camelot, people are in
there creating characters and building up
the characters to the point wh
build up a character with enou
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[Raying soccer In a virtua r fielc] wath PuMmans

leatures Kitty's inends, My Melody, Mina No 1abo, Fochacco and
Bad Badtz-Maru in the cheerleader team, A lirmited edition versior

ot the game will come with a Hello Kitly Fooital Lup Doot Dag

and football top, but even the standar version comes attractively

pacxkadged in a fancy gama Dok

e Ping pong Korean style

Korea: ECTS wouldnt be complate without a few daft Korean

sideshows. But this year, one coin-op displayed a great deal of
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s Specs appeal

Japan: The type of future ermisaged by the likes of 'Disclosure
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ana ' 1 he Lawnmowear Man may vet beoomea a realty thanks t
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=ony, which has just released a special head-mountad display i

Japan. At a mera ¥559,800 (L3240}, tha kghtweignt headset, which
mpatible with PlayStation?

=Aan detect head movements and is

looks like a bit of a steal, The effect of the unit’'s LCD display and
its 180,000 pixels is apparantly akin 10 watching a 42-inch screel

from a distance of two metres, though sadly Sony doasn't intend

to launch the product overseas. Nevertheless, it's available from
the Japanese PlayStation.com anline shop, and compatible
software will be unveiled “soon by some vendor

Data Stream

£1.7bn

i ower 10 million
AT = ] £S5 LSE 71.4 million minutes
Numbear of subscribes square’s PlayUniing senace: 120,000
:;1_|!'I"i'r;-' Of aiCCmO N JIDSCMTOEETS NERCHC O CarCRiatnsy & ] EC
- BEME [ SICIET YO '.'. 1Lk HD.D{]{I
MNumbDer Of IKEruga Copes sod N Japan dunng 15 irsl woos On sale
13,900
Nurmber of coem [ Mang Sunshing sold in the samsa wealk: 12,080

| Latest confinmed release date for Tha Getawoy: Decamber 6
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From left to right: My Melody, Pochacco, MinaNo

muﬂmﬁm Is impressive, but will there
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i s Is that a dragon in your pocket?
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f::::.'_'.jf.".:"lg::;':;:':' Japan: Inspired by Sega's success with elaborate arcade

AN cabinets and stylish memary cards, Nameo will be releasing its

. ,.'j'f:j-';',:',-:':{-'j-j':‘fl own entry, Dragon Chronicle, this winter. Consisting of spaces for
hronicle. |0 up to four players and a giant central screen, two units cah fink up
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N _Zf.:.;I-I-Ij';.':'.j;f::ﬂ; store their characteristics on memory cards llustrated with one of
L Z:f'f:f:f:::': 500 images. Whether it's enough to revive the arcade industry
O S remains to be seen though.
RN i 37 Final Fantasy pack
-, ! i Japan: In an example of shameless profiteering that almost rivals
ALY New Line Cinema's multi-tiered ‘Lord of the Rings' DVD release,
e, Square has released a limited edition version of Final Fantasy XJ.
i However, in this case, it's aimost justifiable since it does feature a
e rather lavish box design, courtesy of Yoshitako Amano. It should
A also obviate the need to download any of the patches that have
e been released since the game's launch. It's on sale at the rather
e reasonable price of ¥7,900 (£40).
| cms Marketing ruse ‘Rumbled

UK: Edge has already drawn attention to the Acclaim-sponsoraed

‘magazine’ ‘Bumbled’, but since discovering that the company
has been using pull-quotes on its Tlrok marketing materials, we
thought it worthy of another mention. *Highlights® include UK
EMX nder Zac Shaw droning on about his X0 lifestyle; a
double-page, lesbian-themed photoshoot drawing attention to
the fully animated breasts featured in Aggressive Infine; and, ina
Bumout 2 promo piece, a list of the ten most famous crashes —
including those of Ayrton Senna and Princess Diana. Does the
inclustry really need this?
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Rage, and specifically Rocky
If he dies, he dies

Geek meets

We didn't meet on the Infemet

The Greek courts

For reinstating videogames. Yay

Intermet chancers
nVidia's ECTS dancing girls

They didn't stop for three days
The Greek courts

For attempting to outlaw videogames. Boo
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The book itself is partly autobiographical, covenng the early
yaars, bafore detailng his two major cybarmeatic axpenments.
The first in 1998, saw a transponder iImplanted INto Warwick’s
amm which alowed his mavements 10 ba monitorad in a smart
building, enabling It to open doors and switch on lights. More

mpartant, however, was his UL axpanmeant in wihich a
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o Webssite of the month

E116 has been @ Dt of & renassancs iss0e for

and the [mostly) tnumphant retum of Super Monkey
Bal 2, A tecert enougn fima, then, 1o pomt the
way T SegaLcom’s vault, a US sita wihich cames
sSorEenshats, Mavies, and games mlatng 1o
UpcOming Seqga releases As ever BS The games
Edge is particutary interested in, gince the site s
curmently hosting flash versions of ttves of SMEBZ'S
minigames: Baseball, Target and Bowling, 1t's nat

| as good as the real thing, sure ~ but then ts a ot

aasier to gat away with playlng this version at work.
WUnless you wark for Edge. of course,
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sesm exciting? Especially in Japan where Minng no
" Golf 3 s about the millionth one to hit the market. Waill,

you cowld try a joke, but don't blame us if something's
been lost in the transiation. ..
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fraction over two years ago, the BBC's
‘ s The Monay Programme’ 100K a look at

the games ndustry. Smartly entitied
'‘Gamewars', becauss it was, ke, about a 'war’
over ‘games’, the programme was maoslly
forgettable, a reasonably vacuous Iook at an
industry about 1o head into its traditional transitory
recession. In fact, RedEye emembers just two
things: the embarrassingly epileptic way the
presenter twisted the pad pretendng to play
PlayStation, and ona J Allard,

J. It requires a certain type of parson 1o

abuse standard naming conventions - that sort of
self-imposed cool forms preconceptions that are
difficult to ive up to — and RedEye's only previous J
was in Sive (Gemire, 510, es Chinese and ltalian
food). Allard is not boytsand matenal, though he did
s best to cormvince Us he might be. We got him
skating down a carpeled comdor deep INsoe

It is ktle wonder the prospect of Kameo and Perfect
Dark Zero seemed 50 appealing, because Rare's
reputation for smgla-lormal glory gives the Xbox
scheduie the prospect of something that, at the
moment, it sorely lacks: new, must-have games you
can't get elsewhera, Al the moment the ime green
tastas less of aectricty and more of gesperation, but
it doesn't matter. The Xbox is fast becoming
RedEye's favourite system ever, no thanks to
Microsoft, and all credit to the community. Surprisel
It turns out that it's a stable PC in a box after all,

and it has taken hackers no time at all to reduce #
to that, and a year for RedEye to discover MameX.
On, J. Oh, God.

RedEye's chyp amved on Monday momeng, was
installed by Monday afternoon, and by Monday night
RedEye was rid of one of his &st reasons o persist
with desktop PC gaming. MameX is beautifl, simple
and, like all the best things, MameX takes place on a

" REDEYE

W A sideways look af the videogame industry

Microsoft's Redmond HG, We saw hem crussing
bars, late at night, chatting 10 twentysomethings
and locking for videogame inspiration; giggiing
when they suggested adult content; "Hey, Its
Xbox, not XxXXbox!!" We saw him twitch gaming,
loved-up or Robotror.

And 1o hell with his smugness, what's 1o hate in
a guy who loves Robotron, or oné who's 5o polite,
aftable, perdectly prepared 1o give credit to his
competitors? “"How can anyone be 0own on some
of the classic SNES games? | stil play Robotron
every weelk,” he would later non sequitur in a
Webchat). But when it came 1o the money shot on
The Money Programme’, the eyes tumed dark and
the MS ethos came 1o the fore. “We are an incredibly
competitive bunch of people,” said J, his sinister
expression alluding to the giant anmy of winged
robot monkeys Microsoft is training In RedEye's
head, "And we have a saying that second place is
the first loser.” Interesting. So that would make
Microsoft first ioser in the States, J, second loser in
Europe, and RedEye's not even sume it's going to
finish the race in Japan. Game Over, thanks for
playing. Winners don't go drugs

It doesn't matter. It's two years after Allard
announced the pregnancy, It is one yvear afer the
birth gave Edge a four-star rude awakening, and
Microsoft has resorted to buying developers
wholesale to keep the fiow of desirable titles coming.

plush rug by an open log fire wath a widescreen TV
throwang fitity images at your reting. It is a history
lesson that everyone should experience and it is
aimost criminal that Microsoft is doing everything in
its power to prevent its distribution and execution. Of
course, It is well within its legal rights to do so, but in

that they alnsady own and have legal nght to use -
and Microsoft cannot be responsibia for the cads "
that don't adhere Lo ludicrous (and mostly
uneniorced) copyright legisiation — then it has to be
good for Allard and co. Microsoft can ory piracy, but
it will cost millions o create another form of
uncrackable protection that will be cracked in a
weak, It would be much more economic for it to
sponsor the police and persuade law enforcament
to crack down on career pirates at markets and car
boot sales, But whatever, obscene amounts of
pracy never hammed the PlayStation,

Besides, Redbye doesn't believe this really was
the money shot. This was about getting tha boax nto
the frame, the consciousness, past the poker faces
and bright eyes, Xbox was the primer, and peopie
are pomed.. it'll probably be in the second race; here,
the first race is lost, and this late, advertising for a
security officer to wipe the chipping scum from the

face of the Xbox Earth is like trying to close the
casing after Redbye's copy protection has boited.
Still, it doesn't meally matter: i Microsoft's new
recruit manages to disable new games from working
on RedEyve’s old Xoox, he will buy & new one —
presuming, of course, that any of those new games

“The lime green tastes less of electricity and more of desperation, but it

doesn’t matter. The Xbox is fast becoming RedEye’s favourite system ever”

RedEye’s head - with the red-eyed monkeys and
metal claws and secret 1sland bases — it is comnal,
and come [he revaiution. ..

Fevensh pramonitions to one side, some time
ago Allard Isted his favourite games as follows:
*Robotron, Tony Hawk's Pro Skater, Mario 64, Zork,
Galaga. Wipeout, Gran Tunsmo, GPY, Drol, Crazy
Climber, Unreal Tournament, Crash Bandicoot
senes, Sonic Seres, Oympic Decathalon." tisa
strange kind of baautiful that the American dreamer
can play most of these on his fantasy maching
today, fight now, and that within a year
miscallaneous underground hacktivity will expect 1o
see them all on Xbox In some (lkegal) form. S0 why,
then, do J (Allard, not the Gemini with the eyabrow
piercing) and his pals seem so eager 10 stop the
ndustrious emulation community?

it home dev persuades gamers to buy an
Xbox, to install Mamex, and the hundreds of omz

are anywhere near as desirable as the marvelous
Halo. Given that hardware 1S s0l0 at a seff-estesm
threatening loss, that may well burt Microsoft a iittie,
but it will not hurt BedEye because £150 Is a good
price for 20 years of arcade history in your front
room, Allard, presuming that the twitch gaming
wasn't just an act to be down with the investors,
would probably agree. After all, chack the wild
clutching at straws here, courtesy of the Xbox's
biggest evangelist in an interview with Weabsite
Gamespol 18 months ago, “Nighicasier is a

cual analogue game. Players control the main
character with the left joystick. However, the right
Iovstick can be used to am spalls. ..~ he says; ust,
hope, desperation, you know what's coming nest,
*... k& in Robotron™. Hah. f only

RedEye is a veleran videogame journalist, His
views do not necessarily coincide with Edge’s
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kay, | admit . When screenshots first

appeared, | was one of those people who

didn't ke the new cal-shaded Zekks ook
After the granular gorgeousness of Ocanina of Time
(the grass in Hyruls field is stil my favourite
videogame grass ever, because it has a stylisation
that Halo's hyperrealistic grass lacks), the pictures of
cel-shaded Link left me distinctly underwhelmed.
Yes, it looks like a cartoon; but, look, I'm no avid
consurner of cartoons. 'South Park’s combination of
acerbic script and deliberately lo-fi animation s
wonderful, but the flat perfection of this left me cold.

And then | finally got to play a bit of it, a mini-

game involving a sailbaat jurmping over barrels and,
of course, it was glonous. We all know that you
shouldin't judge a game on static aesthetics alonea,
but sometimes it helps to be reminded of just how
pointiess that attitude can be. Nevertheless, one
wonders just how far this fad can be taken,

SN Ny

For there is an increasing aesthetic schism in
videogames, between thoss that strive for vieual
naturalism and those that flee it Blame Jet Gring
Radio, Il you like, but the second constitLency
seems these days to have nearty as much of a herd
mentality as the first, There is stil mileage in adding
cal-shading to a genre that previously has not
expenanced it - and the impressive networked play
of Auto Modelista vindicates this sort of surprise
value - but it is already as much of a cliché as ponty
realism itself. And quite apart from the games'
nherent ments, them is an unavoidabile publicity
bless him, is going 1o see shots of GameCube
Zelda, and Is only going to have his prejudice that
Nintendo is for kids reinforced.

The major probierm with this visual stye is that it
5 too close to something we ane alreadly familiar with
from other forms of entertainment. You might call it a
craven sort of Disnay envy, lsn't it more admirable to
invent a kind of representation that only a woeogame
could handle, n order to stake out the unique
aesthetic territory for our form? But between the two
exiremist camps already mentioned - naturalism
versus cel-shaded Disney envy - ies a third way,
which one might call naturalistic fantasy. In some
regards it is this that may be the most promising as a
tradition to bulld on, and for reasons that run deeper
than the solely aesthetic,

It s exempiified, for instance, by TimeSpiiters2,
with its detaled, pseudorealistic environyments
populated by heavily stylised characters. Again, to
see the game in action dispels any doubts one might
have had about the aesthetics, particulary when one
experiences the top-class animation. One of my
miain crticisme of TimaSpittars was the lack of
given to the player on a successful shot to such an
extert —with reactive postures of localised pain,
siumps and falls and an especially satisfying diagonal
spin through the air - that ane doesn’t miss the gore
at all. The game is constantly, avidly rewarding the
player’s actions with engaging audiovisual responses
to a degree that few other FPSs can manage.

But perhaps the most uselul virtues of this form
of representahion are the political ones. The oriticsms
of violence in videogames, however misguided the
cognoscent! may think them, are not going to go

Steven Poole

away. The recent relsase of the America’s Amy
games, an extraordinary PR project by the US
miltary, only exemplifies the problems such games
have in the current edgy climate if they try naturalistic
representation, because the lack of any bicod at all -
s0 that the game can be marketed to teenagers for
propaganda purposes - looks ridiculous in the

abens, so that you can clam your game features only
fantasy violence', uniess you want your audienceYo
be limited by ratings boards. My NTSC copy of
Metal Gear Soiid 2 s rated 'Mature', and if thes dian't
imit the game's success owing 1o the ladty of
curment ratings enforcement, we Gan be sure that
suich enforcement wil be more vigorously pursued in
the future, In this sense the videogame industry
appears to be going the same way as Hollywood,
where nearly every major studio release Is dumbed
down or sanitised so as to recelve the new 12A
rating, and thus ensure makmum box-office metums.
if thiss is an inevitable cornsaguence of
videogames attaining a massmarket entertanment
status. which development on the whole can only be
good for the industry, it might not be such a bad
thing, in that it might force designers 1o take a more
structured and coherent approach to the magnative
design of their visuals. TimaSpilitters? and fco, to

TRIGGER HAPPY

take two of the more outstanding examples, do not
ook like cartoons; but nelther do they try to look ke

‘action movies. Because TimeSpitters? eschews
gore, it has made more efforts in tenms of character

design and animation, with thi result that its

zombles, for instance, are to my mind more

frightening than your The House of the Dead or

“Between the two camps - naturalism versus cel-shaded Disney
envy ~ lies a third way, which one might call naturalistic fantasy”

context of what clams 1o be the most realistic
simulation of combat ever made. Certainly the idea
of showing school-age consumers exactly how
accurately-modellied US-issue weaponry works, and
schoaling them in commando tactics, has elicited
off-the-record condernnations by some
commentators close (o the American military.
Furthermare, ona might wonder just how good an
idea it is to code all this realistic information into a
game that is freely accessibie for downioad. It
doesn't take much to imagine meambers of a-Caida
taking more than an academic interest.

Such, then, are the polibcal — not just assthatic -
deficits of the pseudco-photoreaistic visual shyle, If
YOu are Qoing to pursue a vidlent, realistic course,
you had better make sure either that it features
nagging inconsistencies such as a lack of blood, or
that the player's opponents are zombias, demons or

EXGE

Biohazard zombies, even while they retain an
undercument of frendly cormedy. Furthermons, these
games do not featurs the tired speces of twee eves
and predictable monsters that have traditionally been
associated with this form of representation: | have
nothing against elves and monstars per sa, but there
are few that are not reminiscent of thousands of
others, In hundreds of other games,

Batween the extremes of photorealism and
cartoon there les a vast landscape of aesthetic
possibility which, paradowcally, was far more wel
popuiated 20 years ago than it is now, owing to the
abstract stylsation enfiorced by hardware imitations.
it must be ime 1o map this terrtory anew,

Steven Poole is the author of ‘Thigger Happy:
The Inner Life of Videogames' (Fourth Estate).
Email: tnghap@hotmail.com
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on F~Zero: the development and game
design is being handied by Amusement
Vision, under Nintendo's supenasion. This project
presents lots of challenges, as we'ne producing two
versions, one for the consumer and another for the
arcade, Both will interact via a data link, and more.
Now, making an arcade game run on Consumer
harciware 1s nothing new for me; | have guite a ot of
experience in that field. But this time the process is
different, because | am developing both versions at
the same time. That creates a lot of questions, many
moments of hesitation. OFf course, it is still too early
1o speak in detal about our plans for this game, but
already | hear people wondering, "What s going to
happen about this?” Or, "How will they avoid this
problem,” and so on. | guess I'm wondenng as well,
You don't understand what | mean? It's simple.
Professionals and consurmers bolh wondear about

! s you may know, I'm working with Nintendo

the same issues at first. The difference is that we
hawve to do something about the problems in a way
that makes people go, “Oh, they scived the: problem
like that!” It reminds me of projects | worked on long
ago. | mean, | haven't touched an arcade project for
a long time. The last one was Flanet Hamer, and
that was something fike three years ago. Now, you
could say, "That's only three years,” but the market
changes so fast. Those changes impact on us, and
we have to evolve with them. | go 1o the arcade and
see the changes for mysell, and | can't help being
surprised — even when you know things change, you
can still be amazed. | think the feeling is even more
acute because I'm now involved N an arcade
project. | guess the way you look at something
differs according to your own perspective.

So, what are the big changes? Well, in the: first
place, traditional coin-op titles are declining — the
machines where you put in ¥100 coins and play until
it's Game Over, On the other hand, games with
interesting options are getting more popular in the
arcades. For example, there'’s the Net service. This
first appeared Virtua Hghter 4, and allows you
access to a service via mobile phones. At the end of
YOLIr game, you Can ses your place in nationwide
rankangs. Even betler, you can communicate with
other players, and swap advice, and so on. Now,
this was a very ambitious senice and new things
always cause fear. Operators have to install a line to

Toshihiro Nagoshi,

aliow network features, That was unnecessary
before. It was a nsk but it rapidly became a key
factor to success. Now operators understand the
importance of installing such a line, and as more
install it, so its populanty grows, as do profits.

Another important element s the introduction of
cards., We can put them in two categones: magnetic
and IC. Magretic ones are read only. That means
you buy oneg, put it in the reader and the game uses
the character information from it. If you want to use
more information, you need to buy another card.
The other solution is the IC card, which is both read
and write capabie. Here, the game stores
imformation on the card after you've played. Now, if
vou go back to the game a few days later, you can
resume playing from whene you left off, or save data
from arcade nvals on your card, and so on. Its
notheng less than the memory card concept, taken
from the consumer and applied to the arcade.

vAV OUT

Just like the Net service, the operators do not
view this as a nsk-free feature. They have to install
vending machines and keep them maintained. And
then there are more things to go wrong with the
machines: ciaims from users such as, “The game
cannot read the card,” and so on. They were afraid,

mahjong game, based on VR4 Net system, enabling
pacple to do battle natiormwide — and now Konami is
developing its own too. You see? The change is
happening right across the arcade industry. In the
near future it will be easier to count the games
without these functions, and of these, the games
that are still successiul will be even fewer.

S0 what happens to the games that invested in
other forms of technology? | mean the ones based
on music, such as Samba de Armigo or Taiko no
Tatsufirn, or lightgun shooting, or cabinet driving
games? The current path of evolution is not
favourable to them. And that bangs me to ths: |
want to do something great here. | can't give datails
because my ideas are not well enough organised
yet, and | don't want you to misunderstand my
nitiative, But | would like to develop the kind of game
you expenence with all your body, to release it on the
market, to see what people’s reactions are.

president, Amusement Vision

That kind of game was very popuiar 15 years
ago. Sega releasad titles such as CutRun or After
Bumer with unigue cabinets, and rival companies
developed their own titkes to meet us. That was the
trend at that time, but people who enjoyed these
times are now 30-plus. What about the kds of that

“Traditional coin-op titles are declining. On the other hand, games
with interesting options are getting more popular in the arcades”

but the fesr disappears in face of the populanty of
these features, especidly when they're associated
with strong arcade brands.

The way people enjoy the arcade has changed
completely using these technologies. You can raise a
horse and regularty race it in Derby Owners Club.
You can buy trading cards of famous footballers,
manage them in realtime and watch the direct effect
on the play onscreen in World Club Chamipion
Foaothall, Even better, racing fans can customise their
cars, and store all their data on the card, or leave a
championship at some point in the scenarno to
resume it [ater, another day. That's n initial O Arcade
Stage, which is very popular right now in the arcade.
Oh, and don't forget Virtua Fghter 4,

More companies are now adopting ways
developed by Sega. Konami is bringing Winning
Eleven to the arcade with a card system and other
options. Sega has announced an arcade network

era, those who learmed about wdeogames with the
Famicom? Didn't they visit game centres too? No,
because, at that time, there was a law In Japan
preventing junior school children from going to the
arcades, Bven high schools imited the time for
games or even prohibited their use, so, while the
Famicom generation were aware of arcades, they
weren't allowed in them.

The problem is that by the time they reached 16,
the arcades were struggling with cost-reduction
issues, the unique cabinets were disappearing, and
the arcade industry’s flame was fading. Sure, you'd
ind music garnes, dance games, but those that put
you antirely inside the videogame. .. they were gone.
| want to revive this experience. Why? Simple: it is
great! So count on me, I'll be back with a surprise.

Toshifiro Nagoshi is president of Amusement
Vision, formerly Sega subsidiary Soft R&D #4
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afio, Edge readers. Ths month 've

managed to break away from my favourte

game - | {hink you will understand wich
one | maan - and I'd ike to tell you something
about the videogame industry in Japan. In
particular, I'd like 1o talk about an Xbox game;
something quite unusual over hera these days,
as |'m sure you've heard. The game |'d like to talk
about is Dead or Allve Xirame Volleyball, Well, if it
wasn't going to be about my favourite game, i
had to be about girts, didn't i17 Ha ha.

But before we get to that paint, | need to

tell you about my theory. If ideogarmes are
changing, it is important 1o make changes in the
way they ame shown, 100, | work for a magazine in
Japan called 'Game Wave DVD'. I is not produced
on paper, but on DVD, and it's becoming quite
successiul. Interastingly, it s about 1o undergo
some very exciting changes - bt and the is

.IrIlI.lLl
i :jlllil!

extremaly frustrating for me, | am not allowed to
tell you about them just yet,

"‘Garme Wave DVD)' started when | was 26.
Back then, PlayStation2's sales figures had just
passed through the four million units mark. At this
time, the magazine wasn't seling very well but |,
jList ke everyone else in the compary, was sure
the idea of producing a magazine on a DVD was
a great one, And, even though the sales were naot
as good as we had préviously hoped, we were
very excted and worked a ot to mprove the
magarine. Of course, we still do that now, even
though we're much more successiul,

Anyway, back when | was 25, | worked for a
differant magazing, called "Weekly Famitsu’.

My specility, or at least those games that | was
most passionate about, were fighting and action
gameas. A lot of the time | was asxed to wiie
articles and strategy guides about these kinds of
videogames. Now, the layout of Japanese
videogame magazines is intricate and precise.
Many articles fit on a single page, with the text

and scresnshots compressad nto as small a space
as possibie.

Furthermore, they often concantrate on a very
specific aspect of the game. In the case of fighting,
action or racing games, you might find a full
sequence of screenshots desonbing ona single
achion, a coursa, or maybe a very datalled

10 h{]l|”|l.|. "'”{

description of the consequence of one attack
and its possible counter,

Whatever, everything is usually put on a single
page, static. | thought something was wrong. | used
to work in silence, without saying anything, It was
just work — not my place to say anything - but
time passad, the fealing grew, and | started to think
that what we were doing was was wrong, and
somehow inappropnate for our subject matter,

Here was the question that | kept asking,
over and over again: fsn't it possible to publish
mation and not only pictures? The motivation
behind publishing a gaming magazing ona VD is
very simple. [t allows us 1 offer something
completely different, something greater, not only
stil pictures and text but movement in high-quiality
video. There can be no confusion on the part of the
consumer, because they see things simply as they
are it alows us 1o show the wolent kinetics of a

garme in full flow, for readers to get an idea of just

how fun a game is 10 play much more accurately.
Of course, somea paogle hate that idea.

They believe that we amne revealing some aspect of

the game they would prefer 1o discover by

themselves — that we are showing tooc much,

if it would be possihle to include in our DVD. He
was delighted to offer us that cpportunity, and
provided us with a supert uncut wdeo that we
were able to publish,

MNow, we have just found out that this has had a
tremendous impact on our sales. Our magazine IS
still reasonably young, but still, this video was
responsible for a historic sales record in our short
history. Why? Because rendering nica young lades
in 30 and in motion is very difficult. i you don't
construct each model in detail you get a very
disappointing result, far from realistic, far from
attractive, far from alive. If you do too much detail,
you Iose the characters' souls, and produce
something technically beautiful, incredible CG, but
once again, something not alive.

However, ltagali-san's leadership at Team Ninja
has brougit about the creation of perfectly rendered
and anmated characiers, lovely, beautiful, computer-

TOKYO GAME LIFE

itor-in=¢hiat, 'Game Wave DVD’

generated lades. From the first introduction of the
game in "Weeldy Famitsu’, the first set of
screenshots, we heard more and morne people
pleading for video footage of the game. So that's
why | was convinced that this particular issue of
‘Game Wave DVD' would sell very well, a long time

“The motivation behind publishing a magazine on a DVD is very simple.
It allows us to offer something completely different, something greater”

But in my opinion, it's the only way to present a
videogame fairty. And, more than that, it's the best
way to explan how 1o pass some obstacies, or to
show other gamers very impressive, often
spectacular sequences with the help of ‘professional
gamers’. Those are the reasons why | left "Weekly
Famitsu' to work on 'Game Wave DVD', why |
sometimes sleep under my desk, why | am so
passionate about this DVD videcgame magazine. it's
the media | dreamed of for some time.

But what about the girls? Well, recantly,
Tecmo's Mr itagaki came by to my office 10 show
us the very first video of Dead or Alve Xireme
Violleyball. As soon as the tape started roling | was
s0 sure that there is a bright futurs for videogames.
But at the same time, | realised that our DVD
videogame magazine Is going become much more
central to the videogame industry in the coming
years, After viewing the video, | asked ltagaki-san

EDGE 1 1

before itagaki-san gave us the opportunity to show
off his creation. | was pleased he did.

Hardware is changing, improving all the time,
and creators ane able to deliver ever more
mpressve tities. So, people ke us, supporting the
industry by showing off the wonderful games that
the developers offer 10 us, have to think every day
of better ways of doing so. If we don't, there wil
come a tme when games stop sefing and then
the magazines will stop saling 100.

We have 1o think about better ways of
communicating the fun of woeogames to the
peopla, I've spent a lot of time recently thinking
about my role in the industry, about the spirit of
grls. That's my September Tokyo Game Lifs.

Lupin Kojima is the sub editor-in-chief of ‘Game
Wave DVD', part of the Famitsu publishing portfolio
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Brute Force

Edge doesn’t advocate
be enough to convince

th

hysical violence, but will Brute Force
ose who won't buy an Xbox for Halo?
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Part of the irmtation in Brute Force stems from the fact that, at timaes, it plays like a PC shooter. Bullets come
from nowhere, but the control system Is too sluggish to let players scan, locate and eliminate their targats

B

The Aztec architecture in the demo locks lush, but the thirdperson view provides jarring momants whan
the characters fail to move smoothly past some structures. It also makes for a less involving experience

1's built from the same fundamental blocks as
Bungle's essential Xbox title, and with some
ol the same beliefs, not least the control
systam, which is as identical as you could
hope for, These are bolh positive things. What

sall-respecting action agventure wouldn 1

want the look or fead of Halo, and who

5 = ™ a - - 5 " —_— =
WOLRCN 1 want the transitiod Iites 1
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A thirdperson squad-basad achion aci-l
achveniure winich reguires the player 10
progress through ludicrously beautiful levels

and eliminate hostile forcas, Brute Force

LEE FOMCe may Not De using rma rarely appears 10 N iy enthusia LC
'i’:'_---d-,ﬁ-r-av"_ i =.1.~-.1t.= ) | engne - though it's compiatel escape the agectives al Ine stan of lnes
ranicar s S —_| concaivabie that Microsoft's sentence. Brutally, it plays amost exactly as
ownership of Bungie gives it the night 1o ease you'd expect - close your eyes and imagine
Empy . the pain of development for its other firstparty bounding across open land and dark
' CEvVEIODIMant ieams— but I Canainly IooKS like COmaors, seang your cnaracter start 1o e

and yelp, and responding with fire in the
direction of a red dot. Of course, charatans
could apply the same tired, clinical description
o Halo but to do so would be to ignore
Bungie's nuances of play. of control, of

design. At this stage, Digital Anvil’'s work
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a different skill. Thesa skills. actvated with the
white button on the Xbox pad, last for a sel

iength of time then fade and recharge



Like Halo, Brute Force does grass exceptionally well.
If things don't improve, this may be Edge’s box quote

Hawk can become invisible, Flint's speciality
lies in sNiping accuracy, Tex rAmpages with
two weapons, and the alien Brutus has
‘Predator’-style hunting vision that helps
iocate enarmes, Unfortunataly, while the
ome-imited aspeact of each IS a nobie
attermpt to prevent the player from using
them all tne bme, theres Nothing o Stop
peope from just hangiNg back and wasting
for them to recharge. In other words you can
pause for 30 seconds every 200 yards and
the difficulty curve fialines.

The most visceral problemn, though, s
that there is no feeling of consaguance when
you open fire on an enamy, or whan one
destroys you from some unseen vantage
paint. The weapon somics are lightweight,
the reticles lack Halo's delicate auto am, and
the only visible impact bullets have Is a
spiurge of red mist = it might as well be

Format; Xboox
Publishar. Microsoft
Dovolopar: Digitad Al
Origpn: US

Relaase: (M

“There is no feeling of consequence
when you open fire on an enemy,

or when one destroys you from
some unseen vantage point”

crayon tor all tha violencsa it imparts — untll
the enemy fails over.

il is eerily reminescent of ancther recent
mediocre shoot 'em up. Theare s still some
time to go in development, of course, still
time remaining for Brute Force to fulfil the
promise its ioea holds, but there s some
significant work to do if Digital Anwil is to
remove the most damning moment of all;
the moment you feeal that, despite the
borrowed control system and the familiar

agsthetic, Brute Force feels more -
Turok Evolution than Halo. ==
EDGH
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The blue display in the bottom left corner of the screen serves as a scanner and provides data
on your team members, who can be controlled with swift and intuitive movement of the D-pad

Command and conquer
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and the D-pad allows you o issue commands 1o

gach of tham in turn or all of them as a Qroup

HI'.[II'|-.'_'| 8 OIeCiic calls LI & i which then letls

Vou select or :ct the characters you want 10

order, and instruct them 1o cover you, wail, open

fire or head to a visible location,
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Red Faction |

Formial: PlayStation2

Publisher: THQ
.Elm-'élclpeF 'I.I'uilrhun
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Rolease' 04

Vent your aggression on walls in Volition’s sequel
to the hugely popular Geo-Mod-based blaster
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Glass shatters, walls crumble and limbs liquidise under
heavy fire. Although the Al is so so, there's no question
that you get a visceral thrill from destroying the scenery
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wio little letters that mean a world of
T difference to good videogames: Al. Two
fittle letters that most developers seem
to treal with scorn. Or al least indifference. While
they may make all the nght noises dunng early
demos of games: “intelligent pathfinding,” they il
chirp; “Group dynamics,” they'll enthuse; before
finishing off with the coup de grace, "Emeargent
behaviour.” But mostly it's a smokescreen
designed to impresses naive game jJoumaos.

The Al in Red Faction Il is typical of most
FPSs. It's not terrible, but it's not great either. It
appears that developers are just happy to trot out
the same kind of enemy behaviour patterns we've
sxpenenced a thousand times before, Punters
are used to it, so why spend more time adding
layers of sophistication? Indeed, Red Faction If is
a duck shoot. So why don't we just coin a new
termm: “Duck shoot Al'. Because that's what
you're getting in everything from Project fGI to
Turok Evolution. You're being short changed.

Enemies in Red Facton I come streaming
down carridors. They occasionally shoot at you.
They may even dodge around a comer if you fire
back. In short, they are dumb ducks waiting for a
pasting, And that's about as sophisticated as it
gets, Perhaps Volition should have concentrated
a bit more on this area, rather than designing
levels with the occasional bt of scanery that can
have holes blastad into it

Yes, Geo-Mod returns, but the 'revolutionary’
ervironment demaodition system appears 10 be Just
as circumscribed as it was in the first tithe. Not
that pulvensing bits of scenery with grenades isn't
fun — there's certainly a great deal of cathartic
pleasure to be had out of it. But the vensimilitude
Is severely compromised when one wall shatters,
and another, presumably made of the same
'matenial’, hardly takes a scratch.

This preview has besn negative, which is a
little untair on a game that iz likely to deliver yet
another crowd-pleasing experience. But those
who were similarly unimpressed by average titles
such as Medal of Honor Frontline, James Bond
007 in Agent Under Fire and the first Red [ =
Faction will have litthe to gat excited about @?




Clock Tower 3

Fonmat: PlayStation2
Publisher: C.El.pﬂl}m
Developer: In;hmaa

LIrigin: Japan

Asleasn: Winter (Japan), Spring 2003 (UK)

Lavender-snjﬁin?. pre-pubescent schoolgirls with a time-
c

travelling bent. |

t's @asy to dismiss Clock Tower 3 as
[ another customary Capcom surviva
horror title. The traditional motifs are

all presaent and comect: restorative herbs,
objects gimmerning on tables and copious
Dackiracking to ferry objects rom one
ocation to another. But Koji Nakajima, Clock
Tower 3's producer, was keen to point out to
Edge the fundamental difference between
this and the Biohazard games. "In our game
thare are NoO weapons whatsoever, Ne
enthuses. “The main character, Alyssa, must
try to avaid fights and we really want to busd
up the tension in this way.”

The bloodthirsty may baulk at such a
departure but early evidence suggests that
the move makes for a refreshing take on the
genre. Indeed, bobby-stockinged Alyssa
must outwit opponents Dy empioying “Special
tems Or SIMply runnng away. A 18ar meter
ncreases when particularly nasty creatures
jump out of the shadows, Though Nakasma-
san promises that no monster wil kil Alyssa
instantly. Alyssa's movement becomes more
erratic If sha's scared witless, though lavender
plants can be sniffed to restora caim
Hopeafully, finding inteligent ways o barsh
foes, rather than p LUQging them with Dullets

will prove compediing rather than frustrating

......

B

ne opening level seas the main character
transported back in time to London during
WWII. Clearty, the player must unravel the
mystery surrounging Alyssa’s spontaneous
time-traveling behaviour. And though

an only be a Capcom survival horror game

Nakajima-san was baing somewnat
reticent about details, he did reveal that it
involvas discovenng the significance of her
Daranormal Droodine,

Structurally, it appears that the Dlayer
must banish one man ghostly ensmy on aach
evel, Short cut-scenes give clues to how this
can be done. and usually Imvoive Neiping
mortal characters to achieve a particular goal
of overcome a fear, In the first level. a
SChoOIQIN 1S Sean practisng the pano al the
side of her father in preparation for an
important competibon. Anciner snapshiot
then shows the girl crying over some
misfortuna. It is Ciear that some tragedy Nas
occumed and only Alyssa nas the power (0
touch their llves and lay their ghost 1o rest.

Although Clock Tower 3 baars no relation
to the previous two titles, the delicacy of tha
piot and the emphasis on probisem sohving

ratner than gunpiay shousd give i an & ==
evocative and distinctive fiavour S

Alyssa gets harassad by apparitions at every

turn, and though she can flee in the short term, it is
advisable to find a method 1o lay them to rest. it's
more ghost puzziers than ghost busters

2
oh
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Kid Nina

AKA Asylum Games' attempt at world domination.
If things go to plan, you'll be eating the cereal soon

e Is tiny, 50 small he can't leave his bear
( H behind, but Asylum is aiming thg.
Jamie Collison, Asylum's spokesman,
Hlustrates. “We want the character to be one of
the most recognisable and best-loved brands In
the market for a long ime 1o come,” he states
“WWe re launching him across saveral meouIms,

: ."'.'1'-'1'3.‘|"'|'|'|i"'m| Tﬁ::um v p imvohdng cutting edge music, TV, film, comic
fﬁ%}{":‘”; g ', e S o ‘ books and toys.” It strikes Edge that Asylum is
Sl 2N ML ! ; o exceptionally ambitious, particularly for a
y ' company whosa pravious work has been almost
antmaly confined to chidren’s kicences

But for all its hypercute styings, the Longdon-
based developer doesn't sea Kid Ninja as a kids’
game. It's an all-ages thing - "hotter than Mano
Sunshine,” Collison bulishly proposes in an early
email 10 Edge - which, in theory, should draw on
the cartoon exuberance and presantabon
axpertise it's bult up over the years, and blend it
with a somewhal deeper gaming experienca. Al
the core IS an exploration-basad platform baat

am up, and around that les Kid Ning's franchese
mendly narmative strand

Lead character Jet Woo (very clever) is, by
dlay, just your everyday martial arts-obsassed
Kd. Al might, though, he unoangoes a
transiormation info the Kid Ninga. Armed with
an inherited mastery of ninjitsu, and with the
halp of his ever-presant toy bear, Jet must
battie the evil forces of the Raging Dragon, led
by the evil Dragonhaster who sends spints 1o
POSsSess nnoceants

Jason White, iead art direcior, explans mora
about the gameworld. “It's full of atmosphere,
comnvincing detall,” he says. "Figeons scatter,
neon signs flash, street kids spray graffii. The
whole environment is ittered with acbonable or
deformable objects, so you can bounce from tree
to car, gat a It on a window-cleaning cradle, hop
on the back of a delivery moped, smash through
an advertising hoarding, and so on.”

Kid Nina also possesses the handy abiiity to
transtorm Nto different creatures with some Kind
of non-specific magical ninja power, an aspect
which should prove lucrative whean It comes o
the non-nteractive elements of Asylum's i
prospective media-straddiing franchse i

-y

Early stages, of course, but it's thought the interplay
between Kid Ninja and his favourite teddy will be key
to both the game's dynamic and the emotional appeal

The one environment Edge has saen Kid Ninja exploring is simple and full of high-contrast shading, true to
the multimedia cartoon nature of the game's protagoinst. On the right, sketches of two of KN's alter egos
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Warhammer Oniine

The evocative Warhammer universe is coming to a PC near you, only this
time you can leave your many-sided dice in that jewel-encrusted box

1 ts s0 unfair to make fun of peopie

e |

who congregate in Games
Workshop cutlets, But let’s face &,
they are easy targets. They're the sort of

people who always carry around a ruer in
their back pocket and can produce a
palyhedral dice upon request. Not that
Climax is complaining, because they re aiso
tremendously loyal pecple. The sort of people
who will play Warhammer Cnline whether it's
gm.‘-t?l o Mo,

But those who are a bit infimidated by the
youth club -atmosphere of said outiets can
rest assured that Warhammer Unline 15
Shaping up to be a very accompished
game indeed. The game goes bacK 1o
basics and Is sel in a part of the Warfiammer
world first developed some 20 years ago.
Visually, it's absolutely beautiful and theres a
real sense that you ve entered an aben, Dul
completely cohesive, universe. Cimax has
attempted to throw out all the inconsistencies
that break the sense of 'realty’ N games
auch as EverQuest, Thera's no teleporing
ftemns from one side of the world to the
other, or carnying an endless supply of
cbjects in a tiny haversack

There are stats in the game; but t

are kept in the background as much as

i

¥

]

possible. If you see an enamy who
12-feet tall with a number of baitle scars,

then the chances are, he'll be difficult to

T

defeal. 1he cities are gloriously constructsd
but they are also full of adventures and

Side quests. And although players can't die
it will be benaficial to survive all encounters
50 that yvour character levels up via the
intricate skill system.,

Add to this the astounding weather
gffects, such as rain-and snow, that can
actually affect the flow of combat, then
you have a recipe for an MMBEPG that can
reach out to a wide audience. Soon you
will De abie 1o get involved In the

Vvarhammer w:}.r d, only '}r.:_'.-u don't : ﬁtu,
need lo wear a black t-shirt to join in. ==

Format: PC

Putilisher: Games Wc:nrﬁsh:rp
Cevelopar: Climax

Origin: UK

:;-Llé-:'. <2 2004

The creatures in Warhammer Online are well animated and communicate a real sense of scale and majesty.
As in most MMBPGs it's probably best to club together with a few mates to defeat the larger monsters

I

revioishl BG4

The term dynamic weather is much abused in this
industry, but Climax is hoping to deliver a system that
will drastically affect the nature of combat. Expect
showflakes, rain and, if you're lucky, a touch of sleet
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Broken Sword lil: The Sieeping Dragon

Formmat; PS2, Xbox, GG, PC, GB!
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The graphic adventure must change or die, but will
it be evolution or Revolution? Probably both

s the ECTS Broken Sword il press
ﬁ | conference draws to a close
|~ | Revolution's director Charles Cecil
places his hands an the lectem and readies
nimself for questions from the 200-strong

congregation. A nervous Eurcpean joumadist in
the front row coughs, and raigses his hand

‘Heallo, .. | wa
what happens betweean George and Nico?" Thera
s no small amount of desperalion in his voice, He

s just wonderng. .. can you tell us

has cleany been warting some time (o hind out
‘Well, that’s the million-doliar 4ue:t|un sn't it?"

Cecll gnns but, wisely, it's not one he's preparad
to answer. Nervous tilts his nead down In
disappointment. He will have to wait a little longer
to find out how the trilogy concludes

Hevolution is a storyteller. | understands

amotional call and response, when to speak and

when silence says more. Al the start of the

presentation, Cecll smiles and racalls how he's
oftan asked about the future of the graphic

AR

While action gaming skills may cccasionally
prove an advantage during The Sleeping

Dragon, it's expected that the emphasis will
be on speed of thought over reaction times

i J‘. Jl‘i'.‘-'-'n'-'l'

u||| LELE
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Previcushy in E7 11

adverture. He taps a button, calling the first page
of his presantation onto the projector skreen:
“The Graphic Adveniure Is Dead.” There is an
audible gasp of alarm among the Broken Sword
devotesas, but this is a pantomime, and they are
ust playing their part. Secretly, they know the
saries is in good hands,

The graphic adventure isn't really dead, of
course — It's just going next generation, which
means a console-styied interface offenng
direction control over the lead character. That
shight shift in emphasis comes with a new
interface, led by the button icen map in the
bottom rght-hand comer of the screen. As the
player character approaches a key object the
ICoNs change, allowing the player to interact
appropriately with a single button press, A ladder
would cause one of the buttons to become
‘climb’, while a smaller abject on the floor would
586 one button mapped to ‘pick up’, ona to
‘examing’ and so on

This transfers through 1o the action events,
presiously panted as Shenmue-style OTEs but
actually more organic. The emphasis isn't 5o
much on mythm-action reaction as quick thinkeng

appropriate response. As the icon map
chang-s:_:. during fights or time-critical escape
sequences, so the player's options change. i
requires thinking on one’s feet, an experience
perhaps shghtly alien to many used to sedate
graphic adventure expenances, but one thal
Edge =xpects Ravolution to handle with care.
This is, after all, its story

‘Ona rmora guestion,” declares the joumo-
taming FR nngmaster. Nervous jumps In, coughs,
ums, ans, elucidates: "Will we be seeing any
other characters from the earlier games?" he
asks, tantatively, “Yes..." replies Ceacll, knowing
MNervous won't let the vagueness rest. Nervous
doesn't, "Can you tell us which ones?" he
spasms.  think some things are best Isft for the

players to discover, don't you?" responds =
the storyteller. Edge agrees. ===

The icon map system is clearly visible in the

screenshot above, the llluminated square button
illustrating an option available to George




Format: PlayStationd

Devi May Cry 2 ==

Raloase: Spring 2003

Edge meets with this charming man at ECTS, and discovers
Dante’s not quite as rawk as the gothic stylings might imply

nera 1S a certain pattern you learn
‘ | 1o expact in intenvews with

L | Japanese developars, That patten

IS UNS; YOU ask 8 queshicn about anything

= s T T L A ey Sl (e i Pl T
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EEsponse comeas; and the response is

BNsSWwer aoout tha number O Weapons in the
game. It comes as little surprise when Edge’s
round-table mesating with Dewil May Cry 2

girector Tsuyoshi Tanaka starts heading in

Bkl mdins: Toamalea sar b ookl
ol CreC s gdNaS -S53N 1S G STOCRY SILITE

wath spiy har and a specer attituoe, prone 10
EesSponding 10 queshons Wwith Wong-wear
Smilas and stock responses

it's not just a Dante-style, too-cool act,
though: he's genuinely a littke bored,

Decause, as he delights in telling the

assambled interviewers, heussdioba a
CENEs IDUIMaIsT ana e W NS BXaCTI
'I‘r'-"— Ve ] L. ¥ ;d_l ::: r_ E" _.'E'H' ':_ H ine
0s Né expects 10 answer — rnougnly
squnvalent to the things he's prepared 1

give away - are neatly packaged in his
answer {0 the first guestion. Unsurpnsingty
nis translator has practically lsamed the

response Dy heart: wnat ane e mau

- .-
o i st wy T - L ] 1
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= el LS . P NIl =
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every sense. 50 we have twica the resolution
gdouble the size and two characters, Dante
and another. And we are giving Dante twica

835 many moves, toc — he can Now run on

walls and shoot in different directions with

-
faea g 4 e B e a i B i Ta Riars i
— . L -~ - B - S
ciLd | Ul e s a Mo, 2

el A o T Sl aT T Lo e
L L e = LN ) S MEsy FROTmaicn

that will beofferad by Tanaka-san, and the
mportant stulf, Devil May Cry 2 15 just more,
more sNootng, more gothic, more of a
spectacke. Did he mention the shooting yet?
As for ¢

e other character, the grow

1S told this much: her name is Lucia, sha's

e — s ' r — - g T

L= }___‘ | Pt | ETNTTE S Ll

e F [P Arvbual  are mila ok .
W5 Wb i LN LM RS AN | AR NCRE . CR AT o C0 | M

|
Rl 1S Caram roules in the aoveniune
And it that's not enough ncentive for replay
Devil May Cry 2 also features costumes to
uniock tor both characters

The artistic direction clearly remains consistent with
the first game - structures are tall and gothic, colours
dark and moody, and enemies miserable and fetid

Given Tanaka-san's penchant for
Manchaster indie — The Smiths, The Stone
Hoses and Qasis, the one thing he loses

his nonchalance over — Edge has high

- e X T | =
MOES a8 NoOOas [DODESMe DO 10r / - B

g oy e q

Lucia and a receding quiff for Dante e Capcom's aim is to make DMC2 twice the game In every possible way, which presumably means twice the
Hey, hes quite the Handsome Diawil, = gore, too. Dante's swordplay Is neat, but it's his new comrade, Lucia, who provides the twin blade slice 'n' dice
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* Capcom Fighting Al Stars

Raging against the dying of the light, Capcom provides one last
curtain call to its arcade career with a surprise Street Fighter conclusion

t seams Capcom just can't say goodbye. Hawng shocked the

|:| videogame world with its withdrawal from the arcade markst, the
company is now promising one last roll of the de - and
approprataly, i1l be In the Stest Fghter ineage. Capcom Figfitmg A Stars
has the distinct flavour of an Arika-developed Streef Fighter EX tile due to the
30 modeling and the semi-rasksm of the backgrounds. However, whereas in
the past the EX range providad a hytrid of 2D and 30 aesthetics, AY Stars
luMps in the alter camp. aming 10 compeate with 3D big boys such as
lekwen 4. Characters show cetallad stying and fluid animation, and there are
rumours they also sidestep to avold incoming moves, a la Souwl Calibur,

The character kst contains velerans such as Ryu, Chun-U, Hiryu, Haggar

"""""

Mash and Akra. a5 well as newoomers DD, Ingnd and Luke. Lithe s clear yol
apout the ignting systam: there's a three-stage
specials gauge, a multicolour ife gauge, and a
smaller gayge, possibiy a stun gauge under the
ite one. As you read s, a playvable version
should be at the JAMMA show In Tokyo

it's rather @te in the day 10 be courting
arcade dwellers through Tekken-like fare, bul
Capcom & no gou thinkdng of the imminent
consose convarsons. With Tekden itsaff running
out of creatve steamn and Virua Fighter scaring

it's a {final) party and all of Capcom’s fnends
are invited. Well, some of them anyway. Play it
down your local arcade or {eventually) at home

off the mainstraam. il could be time. at i ,_-E'_
-
iast, for a Streed Sghier rebrth =

Format: Xboo

Hesiaans 'le'lt_e

The Raiden series looked to be dead and gone, but an upstart Xbox developer has exhumed the
licence for a new generation. Could Xbox be the perfect platform for such hardcore activities?

aidan s back The legendary vertical scrofier made its arcade daebut
=
-:Dj N 1590 and has Since spawned a meghty canon of saquets and

108830

[

rsions, sanding crangey Dit-mapped Diasts across dozens of

TR o
(e "

""t_, i
farmats. Sticking with this seeming relic almost killect off onginal developer

Saeibu Kahatsu, but now newcomer New Word Systemn, with a staff of only
14, sattempling 1o get tha senes gaing again. It seems Xbox is the parfact

'L

piatform for thes kind of endeavour — its siméarnity to the PC makdn

=)

accessibie 10 teams of sall-trained coders. If Microsoft has any sense it'l
encourage this bedroom athic. Xbox neads all the help it can get in Japan

Vieterans will recognise the title. Raiden Fighters is based on the ultra-
Iradional 1996 con-op of the same name, gving the player 3 choice of ve
chifferent craft in the usual tuturistic, Earth versus alken, INvasion scenarno
Enamy flak comes in relentless waves which can
e dispatchad with missdes and lasars - hold the
fire pUtion Qown and it charges ior 3 more
powerful blast. There are also loads of power-ups
to collect and vou can amploy four drone planes to
Ty around you for mong fire DoOwer

f ihes is all a littie too retro, the feam & alread)
WOrking on a second Raden title that's more in

tune with the capabiiibes of Xbax, With most

magazines Nnow routingly handing out sub-5/10
Those meaty bit-mapped explosions (left) and regimented

marks 1or anything that dares to be 20 vou L = -
bt o enemy attacks (above) reek of old skool vertical scrolling
wonder how long this rebirth can continue, = gameplay. Will Raiden Fighters find a modern audience?

040
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Archeological adventures have been curiously thin on the ground recently. Luckily Japanese developer

HighwayStar has seen the possibilities of combining Resident Evil with Indiana Jones..

| everal games have toyed with the concept of digging for treasure,
but usually in an abstract way, Dig Dug, Boulderdash, Mr Dniier — i, :
| Tomb Raider starred an archeologist Edge seems to recall, but she AL &;- ] '

did more pouting and double pistal firing than actual digging. Onhoo, in ] e b
comparison, IS virtually an archeology sim, You play a treasure hunter named . " " . ._

._ =1

Dank who hears about a newly discovered ancient site filled with valuable
objets d'art. Competing against nval antique enthusiasts, players must locate
profitable sites and start digging, or more precisely drilling, contralling the
force and direction of the dnll with the analogue pad so as to ensure the
tunnel doesn't coliapse. Dank also has a hammer to aid in the archeological

. via ‘Time Team’

SUCHOS process and both tools double as weapons: these tombs are guarded by

MUMAY ' SCORPIO
i . . AEREAR G FW
1) Y
SUCHOS

Fortunately the lead character's mining
equipment, which consists of a hammer and dnll,
doubles as weaponry. Each crypt is filled with a
variety of monsters from scorpions to mummies

ghouls and zomibes rather than inefiective curses. There's a constant threat

of traps and earthguakes o contend with, too.
Treasures can be brought 1o the surface and

exchanged ior goid or new items of equipment.

Apparently, it's also possible to hang out in the

bar and drink beer (o restore energy (Edge

wonders whether this will affect Dank’s ability

to control his dnll). The guirky gameplay concept,

combined with those kiddie visuals (part anime,

part ‘Lost Cities of Gold'), suggests a likeable

and innovative little adventure. VWhether or not

there's encugh here to sustain a whole, é;ﬁ‘

full-priced game is another thing. ===

Drihoo’s visuals have a bright, cartoon style,
bath in the external locations (top) and the
claustrophobia-inducing mining stages {above)

Format: dbhox
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Releasa: Autumn (Japan)

From Software digs up a post-Pikmin garden adventure,
but will it regret the decision to plant it on the arid Xbox?

a -

P

Initially, the Chibis’ only method of moving is to
roll around, but when one reaches a certain level
of experience, its arms and legs grow, helping it
get around the Geosrate more effectively. The
new appendages allow the introduction of new
skills such as climbing walls and swimming

box is far from being a must-have maching in Japan, with sales
X failing to respond even to a vast drop in price. Which makes From

Software a rare thing, a large Japanese publisher working hard on

Microsoft's console. From Software’s Thousand Land is an original title, and
ore that mixes realtime strategy and simulation. The player begins with an
alliotted piece of land, 'Geosrate’. In the centre of the land lies 'a tree of life’,
from which the player receives a limited number of Chibi units, tiny Pikmin-like
resources which, according to Edge's source “resemble nipples.” The player
is charged with raising them, shaping them, teaching them to care for the
Geosrate and also to fight.

A simple interface allows the player to give orders to the Chibis, who
gain expenence in proportion to the amount they're used. As well as the
unit management, the player can modify the
shape of the ground, as well as constructing
buildings and military installations. The ultimate
aim is to construct a Geosrate with your
adversary in mind, one that prepares for a
conflict, while also helping increase the level
of your Chibis,

Every military victory brings back
paints which can then be spant on more
aggressive units which, ultimately, will aliow
your garden emgpire to expand into the =5
territory of your opponant. F‘[ﬁ%
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From tiny acorns grow huge and terrifying online nation states. But fear
not, there will still be time to woo maidens in Wolfpack's MMRPG

t must be difficult for 2 developer to find an audience for a new

ﬁ MMRPG, With EverQuest and Ultima: Online pleasunng thousands
of onling gamers with virtual real estate, can there be any room for
anyone else? Shadowbane, however, is a little bit differant. Although you get
to create tracitional mythical characters (admittedly Edge’s Elvan-raised
Minotaur was somewhat on the unusual side) the game is Lnigue in that it
mixes potent elements of HTS gaming into the fantasy setting.

The idea is to clan together with other playvers and build a guild from a
tiny acom seed. So far, s0 dlichéd. But a large part of Shadowbane's appeal
is that guilds can build structures including cottages, houses, villas, citadels
and fortifications, expanding thesa to form cities, so that they can protect
themsetves from other aggressive nelghbounng nations. And once a
powerful city state has been created you can
axpect soclal and political manoeuvring both
within the community and fram without. Iits aiso
anticipated that large-scale wars will break out

i L i 515N
5 . ::"h-k_" 3 .
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. , R 1“ il should relations between two nelghbournng
R 'm;t T

i T o

tactions break down,

Unfortunately, the Shadowbane word is
still a little too sparse, both in terms of beta
testers and structures, to give it ether 3
thumbs up or a thumbs down at {his stage:
However, it's an ambitious prosect, and &
cne that s well worth followang. %gﬂ
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Shadowbane offers the usual MMRPG mix of
teamwork and friendship across time zones,
but will it draw enough subscribers to survive?

Warmor Kings: Batties

The game's main selling point is that you can
form strong communities and then begin
building structures to protect the group from
nasty neighbours. But if the RTS elements will
balance and work is unknown at this stage

Farrmat: P

Publsher: Emprre Interactiv

" Developer: Black Cactu
uru-::un T

Releass; Feb ruary 200

Black Cactus' popular Warrior Kings returns, but this time it’s
improved the hideous loading times that dogged the first title

| hres-hour long multiplayer battles ane not for everyone. But log
‘ T on to an anhne game of Black Cactus’ laudabie Warnar Kings

and you need to be sitting very comfortably. The skimrmishes are of
epic proportions and, clearly, not even diehard PC players can always spare
the time. But for the seguel! things should clip glong at a8 much faster pace.
The homific loading times have been reduced and most batties should only
taxe up the best part of a lunch hour.

However, although these problems have besn addressed the team has
spent most of its efforts on overhauling the CPU Al for the singleplayer game.
It boasts that the Al Is so sophisticated that you'll scon forget that you are
competing against a computer oppanent. The new Skinmish mode introduces
enemies with different levels of aggressive, defensive and stealth ‘mentalibes’
And depending on the cutcome of individual
encounters the Al variables alter, making enemiss (A
less predictable than they were in the first title. . My _ . A ol W B L ,,;.;:".},:1':-? ;

The code that Edge has seen running is : ' e
very appetising, and the ebb and flow of battle
has been captured with some spirll. The addition : ;
of druids and high prnestesses (which can . St h .-,':-u”.,,
transform trees into wood elementals and create : g "-'*Et. '
a ghost army, respectively) should also ensure i N,
that there's plenty of variety. It's one for hardcore S e TN
ATS fans, perhaps, but Warrior Kings: F‘ﬁ ! R X

b b A g Vi 'i'l '1'*‘_‘!’}‘
Batties is likely to be a sterling effort. L= R ey

.|'| l i o 1:“_. ;.p_” ll-'.p;l'.

each unit having great strengths, but also great

impraved and you can run rampant through
territories or take a more measured approach

Il L1k LE-

042

Warrior Kings: Batties is beautifully balanced with

weaknesses. The singleplayer campaign is much

As in the first game judging the line of sight is
important for success. Enemy troops remain
invisible until they come into view to raise tension



Reign of Fire
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Not since 1666 has it been so hot in London. Expect fireballs
and firefights in Kuju's entertaining take on the rather absurd film

______

The game doesn't deviate much from
driving/lying around and shooting things and
there's not a great deal of subtlety on offer

However, it can get very frantic and watching
dragons collapsing under heavy gunfire is fun

osl-apocalyptic settings are hardly new {0 videogames, but one
P populated by aragons is certainly worth further investigation. Forget

| tha histnonic film for a moment (while dragons sleeping dormant

i~

under the streets of London is fas-fetched in a film, it's a perfectly logical

premise to anyone who's expernienced a Final Fantasy game) Reign of Fre

has all the hallmanks of

an antertaining videogame
However, Iirst Impressons gon't exactly get the pulsa racing. Okay, we
are fransporied o a war-tom futuristic Britain, but does everything really have
to lock so brown? And its not just that the textures are different shades of
faun, thera's ittle sense of real depth or detall to the surounding landscapes
and structures. Femaps when the game gets closer to London, things will
mprove. But thankfully, when the dragons attack. the frenmed action s
anough (o take your mind off the poor visuais
Rexgn of Fre's man saling pont 5 that you
exDaEnence the uRioaNg tae Tom both soes Of
the confict. There are approsimataly 20 missions
in e game and hall are from the perspecive of a
dragon attempting 10 protact its brethren from the
numan resstance fighters, though Edge has yet
o gst 2 hands-on playtest of this side of things
HOowever, githough the vanaty s weicome there's
e evwoence of real spark O INNovation on show
15 St very competant DUt — wait for 8 —

s uniiksly to st the workd on fine =

dn P
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__ r_E._—
] i

The scanner in the top left-hand corner of the
screen displays both friend and foe. Homing
missiles can be used to destroy the large dragons

Breath of Fire \¢ Dragon Quearter

Capcom revives its long-running RPG series with a visually impressive PS2
incarnation, boasting several key innovations along with the stylised 3D visuals

As is usual RPG etiquette, lead character Ryu
{a Sreath of Fire regular) must meet up with
and recruit a variaty of allies en route

These encounters look rather familiar, But
Capcom has created a range of battle system
innovations to enliven tired random confiicts

@p

franchise, doin

resincing what a characier C

Format: PlayStation2

" Origin- Japan
Roleazo: Summer 2003

| Ince 1993, Capcom has been toying with the rules and regulabions
| of the APG genre through its immensely popular Breath of Fre

crazy stuff ke giving each object a weight, thereby

an carry. The PlayStation? mstaiment will be no

exception to thes rebalious ineage. Based on (or rather in) an Earth where the
populaton has been forced underground Dy Some S&smic acologcal
disaster, the game cantres around one young hero, Ryu. He decides to
venture to the surface, and s0 sets in motion a typical journey of discovery.

It is hera that rukes begin 10 ba broken. Betore standard random battles
players will be able to employ the Positive Encounter and Tactics System to

set traps and diversions for iIncoming enemies. The 'Survival’ gameplay

system — around which the whole structure of the gamea hinges - also offers

the chance 10 back out of fights or to time aflacks
cormectly rathar than plough in, n a tum-oasad
throughout the game in onger 1O gain access 1o
reny rore powerful combos and spalls,

Critical opinion has recently besn furming
against the Anal Fantasy senes (al least in
more sceptical quarters) for its precciably near
and CGl-driven gameplay. Now could be the
tme for Capoom's mons progressive Senes
to regain its position at the top of the RPG e
chain of baing 'ﬁiﬁ



Worid Rally Championship Extreme
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Play of latest preview code reveals an experience not that different
from Evolution’s first attempt. Then again, it's not that similar either

It's possible that switching to the Force Feedback
wheel will transform the handling exparience in
the same positive manner as |15 predecessor

farmikar three letter 10g0 over the competition.

And frankly, based on current code It's not ikely to be a bad purchase. e l,_r
True, the handling does feel light and sensitive al first but things soon settie '
down (it's still too frantic for Edge’s taste but & delicate touch can reap the
rewards). The visuals utilise a colour palette that lacks sparkle and oddly
makes things look less realistic than last year's WHC titie, and generally things

seam dumbed down for the typically ll-perceved
massmarkat approach (let’s nol forget how long
Codemaster's TOCA game - one of tha most

hardcore racing expenences around at the time —

spent in the all formats top ten)
The above concems aside, there's some
great rallying to be had here. Varous slements
such as presentation and some of the in-car
views are excallent and combine to provicda an
accompished (and the only officiall WRC game
Expect il to Qo up against Colin McRae
Rally 3 in next month's testscreens

dge Is still wondering what exactly is extreme about this rally title
E It would seem that it SCEE |s chasing an exaggerated and instantly
accessible rally experience then it's too late - Shox {see pd7)
aiready has that sector coverad. Ragardless, WRC's obvious strength s its
axclusive kcence. It aimost guarantess that any wdeogame playing mamber Qi A
of the continually growang rally fanbasa is likaly 10 pick up the box wath the
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Stage length is reassuringly substantial although
some of the pace notes tend to be read out too
late and the game’s menu system is not
particularly intuitive = things Edge expects
Evolution to correct before the title's release

Total Immersion Racing

Format: Xbox, PS2, PC

F’Ld:uhﬂher Elrpinlrﬂm'm
Dﬂgrn UK
Rolease: O4

— — = e —————

Drivers that hold grudges and a career that might end after one bad
crash. But can Razorworks’ racing effort do enough to stand out?

ofal Immersion Racing? A title In serious danger of breaching the
} T Advertising Standards code of practice if first imprassions ara P

anything to go by. imagine Al with a long-tenm memory. That's what

F T

developer Razorworks is aiming 1o implement in order 1o distinguish this from

every other dnving game on the market. The idea is simple: if you shunt a nval
off tha track in one race he'll try to get revenge at a future date. However,
current code shows little evidence of this. But that’s probably due 10 the fact
that the game is 100 easy in the early stages. Opponent’s won't even get a
chance to touch you, as you drive off aasily into the distance.

Clearty much balancing has to be done before release, but the game Is
lacking in other departments, too. Visually, it ranges from bland to crude.
Jagges are 50 bad (on the Xbox version) that you'll think you're watching a

two-year-old PS2 game. And while the handiing
5 good, the sound effects, framarate and ack of
SCenery make the racing seerm pedestrian. it's not
terrible, but there's nothing to make it stand out
from other more polished dming games

Once more work has gone into refining the Al
and game structure perhaps things wil improve
The focus on buliding a career and moving from
one taam o another will add mpetus to the on-
track action. But in ganeral, Total immersion
Hacing neads a bit more than a wax and
polish if t's to survive In a crowded genre.
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Although Edge doesn't believe that a licence
improves a game, it's hard to see Total Immersion
Racing doing well at retail. Sure, it ticks all the
right boxes, but it still lacks a bit of sparkie to
stand out from the likes of TOCA Race Driver

Presviously n E112
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Along with well known tracks such as Silverstone,
Razorworks has created a number of its own.
The sense of speed, however, is currently poor




| W / \lp*’]as This month’s announcements and updates...

Metroid Prime

Format: GameCube
Fublisher: Ninmtenda
Chvveioper: Rt Studios

Very nearly here (well, the US version at least),
the latest shots of Retro's three-dimensional
reworking of one of NCL's stronges! franchises
sugpest even further aesthetic improvemant

Star Fox Adventures

it Gomeubs
Punizne=r Nimtendo
_,.I-.'-| VO Hﬂm

Rare's last outing on a Nintendo platform sadly
failed to make it in time for this issue’s review
deadline. At E3 things locked maostly promising
- hopafully there are further enhancements

Sega Rally Championship

Format: Game Boy Advance
Fublisher Soga
Devsloper: Sega Rosso

A project to keep fans happy while the team
looks for more tima to develop Saega Rally 3,
this original 3D interpretation promises plenty
of content as well as the original music score

Metroid Fusion
Format. Game Boy Advance

Publiztar: Minbendo
Davelioper In-houss

It's been a long time in coming, but the trua

successar to Super Metroid should be with us

before Christmas. Could it finally topple
Advance Wars from the GBA top spot?

Maximum Chase

Format: dhox
Fubtilisher: Microsoft

Edge wasn't that Impressad when it first

saw this at last year's Tokyo Game Show but
recant code suggests an Improved experience.
A testscreen |s expectad to make it naxt month

Batman: Dark Tomormow

When a developer tells you there are hours of
cut-scenes you have to worry. At least they're
lovingly crafted and propel the plot superbly.
As for the game [tself? Currently it's a bit rough

Bomberman Jetters

Format; Game Boy Advance
Publister; Hudson A
Deveioper: In-house

TN
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Explore planets and thelr dungeons, select

the right bomb for tha right job and raise
Charabombs (small helpful creatures). Battle
game allows familiar fourplayer action (one cart)

=

Starsky & Hutch
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There's no playable code as yet, but the thought
of tearing around the streets of Bay City in the
‘striped tomato’ is mouthwatering. Of coursa, it
could just turm out 1o be another terrible icence
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ayStation Expenence will
nave found it dificult not 1o notica the
forthcoming abundance of platforming
titles. After a long, lean spell for the
genre, with barely a handiul of
highlights such as Jak and Daxter, the
cument crop of consoles is finally

ur

- o e S - - - —_F -
bracing itseff for a new wave. Ratchet

& Clank, Sly Cooper and the Thievius
Raccoonus and, of course Super
Marip Sunshine on GamaCube: these
represent just the tip of a particulany

\arge wceberg. Also at the tip of that

P WP | of | Y PR SIAK Ry NRg—— g | .
iICepeng, i NUlsIong-Dased raveiers
Takas e (e wirsy A [ ey | sl
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Having spant nearty three years
gdeveloping the title, the company has
got some massively ambitious plans
for Havern. Which is, of coursa,
something that every Oeveloper is
nly 100 happy to tell Edge about
thesr Etest work. But sitting down wath
company founder, Jon Burton and
producer Arthur Parsons at the
company’s headguarters, the scale of
that ambition rapidly bacomeas
evident. Not that it's clear from the

- = el ok o ol paa—— il
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not win any awarnds for onginality

. il I tyles together to
produce what might be the most eclectic game
ever, How successful each is, remains 1o be seean

Upon whch 1o hang a game

— ] - 4 = B — - - ——
panels, and a COmpenansive rande
o e
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—alled Haven," explains Burton

“His race was ensiaveda by the evil bad
guy, Vietch, who took over the hero's
home planet a long time ago and
nfectad them all with 2 virus. So if

they G0N | 9Bt a reqiuar anboote off

T

ot P82, Xbox, GC

Fublianar: Midway

Developer: Traveller's Tales

Hoinans; November 28 (PS2), 01 2003
g UK

Haven: Call of the King

Working from a shed in Nutsford, and better known for platforming-for-hire,
Traveller's Tales is an unlikely breeding ground for one of the most ambitious
platforming titles Edge has seen in a while
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After some platforming action the player is thrust into outer space for some on-rails
shooting. The flow between each section is handled well and there’'s little time to get jaded

nim they'd die. After they were
efiectively ensiaved they were moved to
another planet a couple of centurnes
ago. Al the start of the game, Haven
nas been hawing dreams in which a bird
appears fiying towards a golden tower.
But whenaver he wakes up he doesn’
ungerstand the meaning of ihese
dreams. So the game starts with him
trying to build the bird that he's seenin
his dreams,” And then rapidly segues
into collapsing mine shafts and a quick,
village-expioration tutoral,

It's here that the scale of the
developer's intent begins 1o become

||;II
'Il-.~.'

“I really think that melding genres is the way forward
for games. Why not get all of them together in one title,
and get it seamiess, with a good story behind it?”

apparent, as the team treats Edge to a
play through of the game's first planst -
recountad heare in full n a bid to impart
the bold reach of the title. The first level,
sel in a lava-filled mine, features the
kind of corventional platforming-style
gameplay that will be familiar to anyone
who's experienced the likes of Jak and
Daxter. Avoid enemies and lava, collect
the pick-ups and navigate your way to
safety. There are a few nice additions
though, for example tha minigame
operated machinery, and set-pieces
such as a searchisght area and the first
boss encounter are well enacted

Once outside, the action moves
sSwifthy on to a8 monoral section. Against

s F
J-ll‘l"l""" L
.'.1 .l

And then it's over to the kart racing... don't expect the sophistication and addictive
qualities of Super Mario Kart, but driving sections are well balanced and enjoyable

< 048 EDGE

the backdrop of a fractally generated
landscape that disappears into an
appropnately curved horzon, players
ara thrown into an on-rails shoot ‘em
up, featuring waves of attackers and
finally a substantial boss. And then it's
on t©o anather platforming section in a
lakesice town belore hopping Into a
powerboat 1o reach an istand in the
middie of the lake. Players then
proceed through a Monksy Ball-style
atlasphere sequence, before competing
in sume kart racing and a sort of
vehicle-based arena deathmatch, each
punctuated by platiorming sections.

Planes, trains and ferries
But it doesn't end there. The action
maoves on 1o another rail-based
shooler, this time on a ferry, which
bulids up to a veritable behemoth of a
boss. Then it's on to a hub section,
demonstrated at E3, which manages to
feature a Filotwings-style hang-glider
sechon, a glagdiator arena, an aeroplane
and an Indiana Jones themed
‘chamber of doom' complete with sat-
pigce puzzles. |In this latter section,
watching swarms of insects react to



and retreat from Haven's torch is
particularty striking.

And that's just the first planst. The
game continues with interspace
combat and further adventures across
six more, Although it's broadly inear in
structure there are plenty of bonus
areas and dversionary sechons. And as
should be clear, It combines a mind
boggling amount of different types of
play. "What we're trying to 0o with the
game that’s a bit arfferent,” explams
Burton, "is that though we're trying to
do every saction of gameplay as well as
anyone else has done it, we're trying to
tie them all together. | really think that
melding genres s the way forward for
games. Why not get all of them
togather in one title, and get it
saamiess. with a good story behind it?”

Common sense

Common sense, surely’? After all, what
makes an outfit more usually
associated with work for hira think that
it's capabile of delivering such an
elaborataly wrought combination of
germes? Well Traveller's Taies has
quietly sold 15 million games in its
14-yaar existence, which, as Burton
modestly puts it, 1s actually “guite
good for a shed in Nutsford,” As he
also argues, piatform games aren't

the easiest 10 develop. “There are set
rules, and i you don't know them,
youcantdon.

Hanang worked on titles such as
Mickey Marva, Toy Story, Sonic 3D,
SonicA and, most recently, Crash
Bandicoot. Wrath of Cortex, it can
hardly be argued that the company
doesn | Know them — thougn thens
Were ONe Or two aneas winch needed 10
be brushed up. "We onty a00ed Couie
jumnp really recently. Because | come
from the old school of platformers, we
originally had it so that pressing jump
twice would make your character stam

Haven began life as a floppy-eared

Traveller's Tales mascot, but focus testing
put paid 1o that. Big ears, it turns out, are
old hat. The cut-scenes are short and fun

. _.I' !I I_..j.l-..
B e g 1ty

into the ground. it was one of thosa silly
thngs el CoLId cassly Nave Maoe i
into the final game. but nowadays with
Jak and Daxter coming along with the
double jump as default, pecpie at E3
were getting exactly the cpposite
results to what they were expecting
when they pressed jump twice.”
Trifling matters aside, one of the
Ways 1N wihich the [ilie aireally
IMNESSes SN the range and
nterreiationships betwean (he vanous
game mechanics. Although tha moves
and mechanics are ostensidly simpie,
as Burton resls through them it
becomes clear thal out of such simple
bullding DioCks, quite a compilex
system emerges. There are several
basic collectibles in the game. The
most essential s anbioote, without

which your character will expire. But in

agaton 10 thes, there are Cogs that can
be used 1o power up machinary and
LINIOCH 0OOrs. And [hen there ane TWwo
types of feathers; pick up a set amount
(usually about five per level) and
Haven's mecharcal bird will come and
lend assistance — solving a puzzle, or
opening up a bonus area, for example,
Then there's Haven's metal yo-yo,
which can be used both as a weapon
and 1o suspeand from and shide down
metalic surtaces. Cr it can be used in
conunction with his shield 10 power up
special attacks. This shield can also be
used In a vanety of ways, all requinng
shield energy, which gradually gets
depieted as the shiald is used, It can,
for exampie. be used to power up
gdectnical conductors [hat are scattered
throughout levels, powsnng up
machinary, or activaling power-LUps

Players will have to hone all their gaming
skills to get through Maven. The titie's
hang-gliding stages call on subtie
adiustments and more considerad timing.
But will the masses cope with the variety?
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Picking up special feathers will entice Haven's machanical bird to provide assistance.
Although the game is mostly linear, expect one or two surprises and bonus areas

Infinite lives should ensure that Haven nayer

becomes irritating. Among the pick-ups
crucial 1o success are goblets of antidote
without which your character will axpire.
The yo-yo weapon is a neat touch

<« 050

In one level, for example, an slectrical
conductor intiates a refractive shield,
allowing Haven to negotiate a corridor
brigting with lasers, Significantly
though, this isn't the only way to reach
your destination; a vanety of weapon
pick-ups and other power-ups, such as
a temporary lasar, allow players to
navigate piatforrming sections ina
vanety of ways.

Adding to the possibiiities are
VAnous pots which are scattered across
Haven's landscapes. Some offer
onscreen advice, for example, whie
other, ‘prosimity pots’ act like mines.
And then there are the puzzie pots;
masiie pois that appear when Haven
jumps into a ingger pot. Or, adding to
the potential replay value of the titie,
pots thal contain sutably cute fire
dragons. “If you use your shield to
protect yoursell, you can release these
dragons and they'll follow you round if
YOU're using your shield. If the dragon
goes near any other fire pot he'll go and
hide i i, but there are some pots that

can only be smashed by a fire Gragon.
And there might be other rewarnds for
getting him to follow you to the end of
the level,” says Burton

Play it by ear

The only real disappointmeant about the
game at this stage is that, next to the
brightly coloured charms of Ralchst &
Clank, or the cel-shaded charisma of
iy Cooper, Haven might actually
appear shghtly bland. Designed by
acclaimed fantasy artist, Rodnay
Matthews, the character actually
started life as the Traveller's Tales
loppy-eared mascot untll focus testing
ciscovarad that gamers don't ke
floppy ears, Nevertheless, the rch
varnety of gameplay should offset any
aesthetic disappointments. Although
thera's a danger hers too, that the
game may even Comiang (00 marny
genres for the massmarket, Not every
mamstream Consumer will De abie to
get to grips with the reflexes needed for
a shoot 'em up, or the dextenty
required for vehicle-based
deathmatches. after all,

But thes is an issue that Burton's
already considerad. One possible
solution is a difficulty level that is
adjusted according to how frequently
players die (Tollowing the precedent set
by Jak and Daxter, players are granted
infinite lives), But in the long-term, it's
an issue that he hopes to address in
potential sequels, “The sequal will be

similar but igger, because hopefully
we won't have to lead players by the
nand. But the game after that, | really
want i to be s0 thal you can pick the
game you want 1o play — so that you
can just piay the plattorm sections
initialty, for example, and by doing that
you mignt be able to earn currency that
will mprove your performance in other
sections of the game. That would be
around PlayStation3 time though.”
Bold words given that the first
instalment has yet to be completad.
But having sat down fairly extensively
with Hawven: Call of the King, and
gven the technical polish of earlier
Traveller's Tales titles, Edge is confident
that such boldness is justified. Even in
the face of stiff compsetition from Aﬁ
ather high-profile platform tites. 5=

It Haven collects enough cogs he can power up machinery to open doors
or trigger cut-scenes. Traveller's Tales is already thinking about sequels
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Insert coin to continue
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Once the fastest-growing sector of US and Japanese commerce, video amusements
have now become something of a joke - a big-risk proposition with little chance of
success. How did the arcade industry fall from its heady days of Pac-Man and Street
Fighter |[I? Edge charts coin-op gaming’s history in order to discover what went wrong
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ha vanarable arcade industry has always
T supported and fuslied the progress of its

younger sibiling, personal consumar games
But over the last decade this adolescent brother has
grown maanear and stronger. The changing
refationship could best be described as the final
scenea in a game ol Mortal Kombat, wath the worts
‘Firksh him!' nnging over the broken body of the
arcade industry. And 1o be even more brutal,
whal's left over? A few paint-and-shoot gambiing
devices, the odd freak rorm Korea, and the
occasional video golf maching hiding at the back of
bars and pubs. So. whare did it all go wrong? To
find out, the best place to start is, well, at the stan.
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The origin of the species
When desacribing the arcade industry, the analogy
of walking down a seaside pier seems crueally appropriate, A
popular vanue of entertainmeant in a bygone year now left in a
Ciapscdated slate from past ghones

Entering the pler, “vdeo amusements’ were once seen as a
parasitic market feeding on the back of the then-eatablished and
profitable coin-operated amusament sactor. The coin-op
mdustry began to fiounsh in the "30s, with the explosion in
mechanical entertainmant systems personified by pinball tablas
(devedoped from the onginal Baffie Ball games) and mechanical

concepts that would inspire a generabion of video amusamants

By the and of the '60s solid-state cirouitry and video maonitors
reached a price whers they could be considered for application
bayond the [aboratory, Une of tha @mer Amencan mid-west
pinball manufactures, Nutting & Associates, invested
in ong of its technician's draams to develop a coin-operated
system that utiised this technology

MNolan Bushnell entered the scene. Investmeant was placed
intc his project and would later be called Computer Space, a
game thal woukd bomow hagaly from Spacewar, a itle Bushined
had ssen on the University of Litah's DEC PDP-11. However, a
mixture of temperameantal hardware, an expensive bulkd prce
and an ovar-complicated playing environment made this first
gaudily coloured production arcada machine underperform
when it was released in 1871

Bushnell took the $500 royalties from Nutting for Computer
Space and joned forces with two others, Ted Daney and Al
Alcom, 1o found Atan. Pong was the company's first project. The
Fope was again to find a pinball developer that would offer tha
necessary manufacturing and marketing support. Pinbal
manuiacturars, & must be rememberad, dominated all the sales
and distribubion avenues avallable back in the early ‘Tis

Indeed, it was in the middie of a mesating with a prominent
Amencan pinball developer, Bally Mioway, that Bushnsll recasved
a momentous telephona call from across the States n Calfoma
it concernad the first prototype machine that had been installed
in Andy Capp's Tavern. The operator had previously called 1o
compan about the unt breaking cown, and Alcom had wisied
the site in order to examine the problem. The fault? The recycled
paint can that had bean usad 1o collact the eamings dropped
into the machine was full to overflowing; the coin mechanism
was iterally Emmed.

MNegotiations with Bally Midway ended there and then
Bushnell iImmediately reafisad that Atan might be able 1o go
t alone and Fong went on 10 00 somathing very spacal: i

troke the stranglehoid the pinball manufacturaers had on the

Before the silicon revolution, mechanical games
provided entertainment in fairgrounds and bars (left).
Computer Space was the first video arcade machine,
but it took Pong to bring the form to the masses (right)
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Games that broke arcade gaminag's back \\

1971

The game that nearty caused vwoeogaming 10 be sfilfborn. The unious
manufacture and complicated controls proved that Nutting would be left
with a large supply of unsold stock (which ane now worth thesr substantial
weaght in goad 10 the retrohaads)

1981

Aoz

The quirky vertical shooter woulkd prove a big tadurs n the US for Nintando
with & warshouse full of unsold titles, but from failure came Incredibie
succass when a game was developed to salvage tha failled hartdhware,

and 50 Donkey Kong was bom

1983

-

tar Ao

Midway's LasarDisc bike mcing game that would play its part in starting the

crash’. In 1885 Saga would reeacs 3 Similer presentalion with its own ‘nde-on’

cabinet. Hang-On. a befler game in a better packags that effectivaly pulked tha
arcade sector out of the doldnumes.

1887

Midway again starts to shoot tself in the fool, regumitating poor games and
hiding behind past giones. This twoplayer twin-screen reworking of the onginal
fell wosfully fiat, boaring a disturbing resamiblance to another Midway tallure
from the previous year, Max AP

Round T L
SNICs first (and last) 30 driving gama on its abortive Hyper Neo-Gao 64 30
tech, the prjact would squander the last of the compary's RAD funds and

would begin the collapse of the amusament aperation some four years later

(=l

1985

!.-.|.‘_ -'
Sega’s g hope for the nvigorabon of & tail end in big 3DGC games from the
company. the workd of iIndyCar (afternpting to intarest the US players) proved

weadk, and left hundreds of unsold cabinets littering Saga’s warehouses.
1999

The penultimate arcade game from Atanl, and a very poor motorbike racing
garma that would cement the closure of the Atari R&D team. Not even the
following sunch of Rush 2049 could save the operation.

2000
iretic Thundet
The very las! amusement gama releasad by Midway, the game heid the fate of
the whoie R&D and manutacturing cperahon whan reasesd The Glure of the
gams to evan scratch the surface of suCCess caused the closure of the entire
oparation (though it's claimed that Midway almady intended to pull out).




coin-op market. Midway would still go on to acguire the Pong
property, but only after Atan had made miked the format and
sold 3,000 units. Indeed, Fong had quickly lost its momentum
Of the 10,000 units manuiactured the majority were copies -
many made by Mioway under the name VWinner. Yaars later the
brealaway Midway operation would go on o acquire Atar itself
- but let’s not ump too far ahead.

ronically, Pong had been a low-prornity programming
opportunity for Al Alcormn. Bushnell used the game as an
expanment 1o test Atars cabinet hardware, and though he often
shirks the subject, he had seen a Fong-type game elsewhere,
Halph Baer had developed the first consurmer videogame
system with Tennis for Two back in 1972, The success of

Fong, from the oniginal concept by Baer, would later haunt ...l..
Bushnell, and eventually embroled him in an out-of-court legal
settiement over royaities. 'T‘-

Bushnell has been a great spokesperson for the arcade
industry, but ha's also been accused of mythologlsing Atan's
past. Such claims have seen a rethinking his ‘father of
videogames' tag. The ‘stepfather’ might be more accurate
‘Bushnall 1A: Dissection of a Video Game Industry icon’, a book
currently in denvelopment, hopes 1o peal back the myth from the S
reaiity of Alan and its founder's role in the establishment of the L LED
coin-operated sactor

“Iif Higinbotham is the Columbus' (having created the first LS.
videogame in 1858 on an oscliascope). and Baer is the 'Edison’ v —
fwiho, along with Hignbotham, tinkered with and perfected the L
Tennis for Two game, thus evoling inlfo the Odyssey), then s 8.
Bushnall = the 'PT Eamurn’. | befeve that had it not been for '
Bushnall's flamboyance and his evangeical 'Pred Piper - . 'l :! l e
persona (which continues 1o be the lore that follows him, as } q }
cemonsirated Dy hs aehad folowers and padestal-worshipping
Atan fans), the videogame might not have ever caught on.”

Loni Reeder, author and former Atarian o

in fact Bushnell would only be at the helm of Atar for seven
vears bafore being placed in a token position and finally
uncaeramoniously fired by the than Warner Communications- = o
owned corporate giant. By this time he had set in motion Atari's
entrance into pinball, facility operation, consumer developmant,
and the 'golden era’ of arcade amusement.

wWith the ascendancy of Atan a siew of competitive video
amusement manufacturers appeared. Arcade operators, initially
concemed by the possibility of the theft from cabinets of their
valuable screens, soon came around to the idea of wdeo arcade
machines - once revenues started roling in,

Many technicians who worked for Atari would go on
10 establsh the other younger am of the business - the
CONSUMEr computer ndustry. Appla’s Steve Jobs would work
with Steve Woezniak to create BreakOut (19786), which sold an
estimated 16,000 units, and also intiate oné of the bitterast
feuds in the indusiry's early history, as the two supremos
argued over credits for the game.

The impact of BreakCOut also causad controversy in Japan
In Asia, these new wideo amusements weare captunng the
magination of a number of companies that had banked heavily

From simple upright
cabinets to the more
elaborate excesses of

the '90s (from top): N the application of mechanical games within their home market
Choplifter, Gauntlet, Spy (predominately mechanical cabinets and the way of life that s
Hunter, and a prototype pachinko). The ability to llcense successful games allowed

of Sega's Super Hang-On Japan to nspire a new ganeration of videogame designers.
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A reasonably sized Japanase operation with a previous
histary in fairground rides called Namco penned an agreement
with Atari towards building the BreakOut machines under
hcance. The manuiactunng run was so successful that
organised crime groups soon 100k an interest. Video
amusements encouraged the interest of this unsavoury business
partly because of the large number of coins that were being
generated with no receipts. Furthermore, video amusaments
were perceived to be oné step away from gambling, and were
often placed in seady locahons

By 1977 the Japanese markat was emergng as a force (o be
reckonad waih and would eventually forpe the future of the

-F, arcade sector. In the US, other manufacturers had joined Atari
- but the orginality in game design appeared to flag by the end of
Ir e the '70s when just about every vanation of mechanical game
- had been convertad into vwieogame format.

Several established companes N Japan were qusck to tan
nio this new craze for woeo amusament, InCluding mechanical
machine operator and manuiacturs Taito Corporation, playing
card and toy manuiacture Nintendo and mechanical game
service and sales operation Sega. But what came next was
bigger even than Fong. Tokyo was about to expenence 3
mansa o nlense that the manufacture of the ¥ 100 con would
hawe t0 De Quadrupiad

“| believe that had it not been for Nolan
Bushnell’s flamboyance and his evangelical
‘Pied Piper’ persona, the videogame
might not have ever caught on”

The Taitromc game, developad and programmed by Toshinero
Nishikado, changed the landscape of video amusements. On
closer inspection Nishikado-san's game bore a striking
resamblance to Taito's 1972 mechanical game Space Monsiers,
but that aside, the product created a dynasty. The Space
invackers franchise went on to generate 3500m in revenues and
aven spawned a themed dance in the hip clubs of Tokyo.

Space Invaders proved that video amusements were a vable
business proposition that could compete on an equal footing
with mechanical coin-ops. However, it wasnt long before the
first dangers of videogames emerged when people began
compkaining of ‘Space invaders wiisi”. Parents also complained
that thesr children were tuming 10 theft 1o fusl thes new-found
vidaogame adactions

On the other side of the Pacific a prosperous business had
begun for satelite manulacturers. Amernican companies such as
Michway iooked to the east for orginality and prosperous ideas.
Taito's Westam Gun (later renamed Gun Fight) ploneered the
way for videogame ficensing in 1975, and Midway reputedly
made a mint out of this and subsequent deals

Just a sprinkling of
coin-op cabinet diversity
from the late-"80s to well

Indead, Midway securad Th&S,DECEfﬂH‘EEH"E licence in 1880 into the '90s {fmm tﬂp]:
and sold roughly 80,000 units out of the 750,000 units claimed OutRun, Cruis’'n USA,
to have been manutactured worldwide. As far as US gamers Kart Duel, Virtua Fighter,
weare concemed Space Invaders was wholly American and the and fourplayer Indy 500

Japanese ineage was only revealed much later
Obviousty, some companies aither attempted (o copy

EDGE 21 < 057 >



successiul games directly (the cupboards of certain respectable
manufacturers IS full of such skeletons of this kind, such as
Midway's Winner), while others iBegally imported machines from
other countries, creating the infamous grey market that has
biighted the amusement secior SIince its conception

The first coin-op videogames were monochrome affairs, but
beyond the use of coioured sinps 1o simulate colour 1here was a
nead for more vsualy mpressive representations. The inclusion
of real colour would soon folow, along with the unique
apphcation of vector graphscs. The baginring of the '80s
marked the true goiden age of wdeo amusement and unit
sales regularty reached into the thousands. The structure
of the videc amusement industry was now astablishad,
along with the vanous gerwes

“It wasn’t long before the first dangers of

videogames emerged when people began

complaining of ‘Space Invaders wrist’”

From smoky den to glitzy multiplayer
gaming zone: the arcade has clearly
evolved, but it faces more change as
the industry seeks a new identity

< 058

“To my mind, this was the goigen age of the con-0p videogarme
industry. Not only did this period see the boam of the arcade
business, but it was aiso the most Innovainve peniod in the
naustry. Many of the games designed dunng this penod are siil
baing copied in some form o another on platiorms foday: ”

Ed Rotberg, designer of Battierone and STUN Runner

The populanty of dmving, shoot "em up and fighting games was
estabished, and Amencan devalopers oraatad the varous styles,
though | became more common for Japanese developers 1o
maximse the concept in the markat. In 1883, howaver, tha coin-
op NdUSiTy expenenced a dsastrous orash which saw the
market decimatad as oparators — many having espanded too
guickly — were forced to ciose ther empty arcade gentres. There
was no single factor responsibie for the crash Dut it's true to say
that the games of the tme smply stopped enthusing players
Mary manufactures had to ather rethink thesr developmant
model or simply shut up shop,

Established firms such as Williams Bally Midway recorded
vast losses, compounded by the fact that many had Invested in
new technology such as LasarDiscs (incorporatead In titles such
as Midway's Star Rider), and were left with vast inventones of
unsoid stock. North American revenue from videogameas was
astimatec at 55m at the peak of 1981, but by 1983 it had
plummeted to S3m. it was a market that rapidly lost business
and consumer confidence.

“Wiliams suffered greatly in the crash. Floods of cheap
videogames were dumped on the markst, and the much
heralded LaserDisc revolution of prerecorded track-switching
games bombed. The company [Willams Midway] reverted back
to the ancient '40s vintage Caifornia Ave factory in Cheago
making pinball machnes, and altholgh a few video flops were
proouced, ke Escort and Turkey Shoot, nothing of significance
was redeased until 1989's NARC. Basically evenyone thoughit
that videogames were parrnanantly dead, the hula-hoop of the
'80s, a aisco fever lameout scanano. Except Nintendo.
Eugene Jarvis, creator of Defender and Robotron: 2084

It would not be until 1985 that the market regained momentum
and began to become profitable again. But the scares of

the crash left its marks, and the coin-op industry remainad
nervous for some time. So, out of the flames a new era began,

EDGHE

An era that would be defined by conservative nisk takang,
standardisahion and the three-minute-one-play philosopiy

After the crash

Following the crash, it became clear that a dedicated model of
VIQe0 COn-0p Gevesopmeant was oo nisky, and that a unnverssl
standard of hardware development was needed. Arcade
operators were fed up with having to replace one machine by
one manuiacturer with a near-identical cabnet from another. The
difficulty of quickdy tuming around poor-performing machines
and the neadache of senacing Smilar cabinets, but with differan
Winng, neadead addressing.

Companies had previously expenmentad with universal
interchangeable systemns. The Deco Video Cassette System
launchea in 1980 was the first time the Japanese sector (Data
East in this case) had expenmented with a standardised plug-in
printed circuit board (PCH). But with the collapse of the market
and growing clamour for the trade associations to provide a
solution, the Japanese Amusament Machine Manufacturas
Association LAMMA) brought together the leading manufactures
and armved at a solution. In Japan, the grand old mean of video
amusaements {strong leaders of their corporations, acting like
benevolent gods) created the JAMMA standard during 1985-6

The technology concentrated on the key components of
videc amusameant. The PCE comprised the processor, HOM
chips and crcuilry 1o enable the game, but in a revalutionary
move uSsed an eage connector that communicated to the
comesponang components of the physical arcade cabinaet via a
wire loom. The joysick. buttons, audio, monitor, power and coin
Operation systerms were standardiced n thasr CONNSCHon 10 a
simple ‘swap-out’ PCB, its structure open 1o all. Coin-op, not for
the frst ime., bomowed from the consumer game sector that had
bean playing with cartridges using this hardware for years

lechnoiogy nas always fuelled the wideo amusement industry
axpan=on. The JAMMA standard allowed a major revitalisation in
the woeo amusement sector to the point that con-op was back
N busness In 1885, but from an Assan perspective. At this point
the old guarm of video amusement attamptad to control the
industry so that the factors that led to the crash would never
again rear their heads,

The vdeo amusement sector had comprised a widely
tamikar cabinet, the “vanilla” upright model. The JAMMA,
standard would allow games to be easlly disseminated on this
platform and so establish a firm core market for Japanesea
amusement. Obscure newcomers to video amusement prior to
the crash were resnvigorated by the standard and now had a
Wiling paletta for ther amstic outputs. Capsule Computers (later
1o be renamed Capcom), Data East, Shin Nihon Kikaku (later
to ba SNK), Toaptan, and Jaleco played their part in what
meght De terrmed the golden era for Japanese amusamaent

emergng from a collapsed market, Sega Enterprises created



a revision to the iixed arcades formula. investment In development
tatent by the corporation had resulted in the hinng of an
unknown programmer and producer In 1983, His name was

Yu Suzuki and he would go on to develop two systems building
on previous R&D software by his team. In 1985, along with the
first ‘nde-on' racing simulator (Hang-0n), Suzuki-san's team
created Space Hamer.

At this point there were usually only two flavours of
amusement machine: the bog-standard upnght cabinet and a
larger ‘deluxe’ variant which boasted a higher manufacture
quality and more powerful audio-visual capabiliies. With Space
Harmer Sega created a successful 30 shooting game
incorporating an over-the-shoulder view, but more significanthy
ntroduced three unique flavours of video amusement system:
the Sit-Down Type, the Upright Type, and, more infiuantialty, the
Rolling Type — a full-motion arcade system which blasted video
amusement into an area bordenng on farground ride and theme
park experience. Two years before Disneytand would install its
‘Star Tours' motion simulation theatre attraction, Space Hamier
offered an incredible vision of the possibilities beyond what had
existad in video amusament.

Saga would focus development on ‘Deluxe’, ‘Dedicated’ and
‘Uprights', braaking the mould, something compounded by the
success of the Deluxe’ mobion version of OutRun in 1986,
However, in offering the industry a high-end, expansive
amusement altermative option, an unforeseen danger was placed
at the heart of the amusement model. For when a2 vanilla upnght
cabinet falled, the price of iease or purchase could be weathered
by the operator — from profits gained from other acquisitions. I,
however, the operator had purchased one 'Deluxe’ system at
the expensa of four or five uprights, the impact of failure
(unpopulanty) was magnified tenfold. Nevertheless, the
development of fully immersive arcade cabinets would
continue apace with such pinnacles of the craft as Sega’s

rotating F-360 arcade system.

The move towards a maore 'immersive’
expanence from video amusement was at
odds with products from the more
corventional amusameant providars, In an
industry that saw the near stillbirth of the
Streat Fighter dynasty (Capcom’s disastrous
first attempt to use punch pads to control
the action in the first title in the series),
inroads in the presemtation of the various
gaming genres were attempted. Video
amusement had constantly toyed with new
visualisation technology, and Midway and
Atan would look into more realistic scene
generation with the use of rotoscoping to
Incorporate actual video Tootage into the
game scene, and builld titles such as the
infamous Mortal Kormibat,

But it was the technotogy ermanating from
the simutation industry in its application of
mission rehearsal systems (see “Wargames'

House of games - a potted coin-op history \

The beginning: 1970 to the mid-'80s

Once the home of pinball, bars and taverns were converted overmight into
arcade halls once video gaming emerged as a strong mongyspinnet. Tha
dark, smoke-filled dens hummed with zombies glued to the latest
videogame, the solifary illumination coming from monitors reflacted on
players’ faces. These sites represented the low status that local
governmant gave videogaming, its inks to the more unsavoury side of
entertainment seeing i treated as an iflicit, drug-iike gambiing obsassion
rather than a popular recreation.

Some axperdmentation was attermpted with videcgames when fast
food restaurants and certain retall storss attempted to place arcade
machines in their locations, with diffenng levels of success. The machines
found themsalves in bars and clubs, though the main audience in the

'B0s was the tesnager,

Pac-ing them in: the mid-"80's to late-'90s

Following the crash, the need to make videogaming more family frandly’
moved to the fore and in America the development of the Pizza Time
Thaatre facility (envisaged by Nolan Bushnell) evolved into the successiul
Chuck E Chesse themed pizza and children's videogame sita,
Videogames pulled in the audiences while the operator of the venue tried
o keap them thene with snacks and gifts,

The industry spiit into two forms of operation. The independeant
operator represented those street sites that had installed the first
videogames, and had managed to survive and expand. Thesa sites
purchased relatve numbers of conventional cabinets, but also purchasad
one large ‘Deluxe’ machine to keep their facilities fresh. The second
operators were the manufacturers themsalves, with their own factory sites,
hosting thesr own and competitors’ machines, the biggest players being
Saga. Taito, and Namco,

A brave new world: the late-"90s to 2000
The beginning of a new wave In video amusameant expenances cama with
ATPs (amusement theme parks). Namco developed the Wonder Ega
facility concept, a mixture of fun fair and theme park with deluxe video
amusement systems. The more conventional upnght cabinet was left out
of the aquation. Wonder Egg was followed by Taito's Cannonball City
facility, Sega's JOYPOLIS and SNK's Neo-Geo World sites - multiple-level
venues presenting the arcade as a full-scale attraction rather than

simply a piace to play videcgamaes.

The international market became the targst for the ATP concept, with a
number of Sega World sites built in Australia, the UK, and downscaled for
the US. The North Amerncan market was a hotbed of thame parks and
lampe family entertainment centres was a tough nut to crack for
manufacturs-controfied sies. In order to smoath the transition, Sega
teamed up with Universal Studios and DreamWorks LLC fo create the
GameWoris conoapt. At the same time the film industry and major
entartainment developers tried thekr hand at creating ATP-style venues.

The latest ‘'crash’ has brushed away only the most successful venues.
The GameWorks concept of a bar, pizza. coffee and arcade ‘urban factony”
faliad to enthral, but has hung on by its fingemails, attempting to
meinvigorate its appeal with a new core audisnce. Companies such as
Dave & Busters, Jilian's and XS Entertainment have bacome the naw
leaders and developers of the renamed urban entertainment centre (UEC),
with food and drink as important to the new mature audienca as the
videogames themselves. However, the amusement market i not dead!
$7bn s generated by amusement operations woridwide, and there is
sfill a hunger for new games to feed the need. But, according to Mamco
American president Kevin Hayes, “Hardcore players have long gone and
have been replaced by a more casual player. Games are now part of a
broader mix of food drinks and entertainment, in places ke Namco's X5
Orlando, GameWorks and Dave & Busters, or children-orentated places.”
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in E114) that interested the new RAD dvisions housed in the
reghly competitive heart of the amusement sector

The firancially unsuccessii but imovative | Robot in 1984
apphed the new tachnokogy of polygon generabon that would
rush the amusarmant sector Into a converging course with
consumer gaming. Atan developed the first true three-
dimensional computer graphics (3DCG] car game Hard Drivin’ in
1889. But at this point the company had been decimated by
past financial difficutbes and found itself In the position of having
the Japanese developer that it had once suppored acquinng a
majority ownership of its stock in 1986. Namco was given a
kickstart with this technology, developing its “Polygonizer’
hardwage for Winning Run.

The graphics arms race begins

At the same time as Atan and Namco, Sega was investing
heawvity I pofygon arcade graphics with its groundbreaking
Model 1 hardware. It would eventualy pave the way for the
Virtua formuia in 1892 (under the supenasion of Yu Suzuki) and
30 graphics would influence all gerves of video amusament
after Viriua Fighter was released in 1993, But the expense

of developing Modeal 1 - aiong with the inability to create
Mwmmﬂenm'

systams — forced the company into one of the many
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aliances that would fuel the technology arms race.

Sega would go on to create Modeal 2, with hardware support
by simuiator image ganerator manutacturer Martin Marietta. The
bnnkmanship that Modeal 2'%s appearance placed on Namoo saw
the development of the latter's Systern 22 — and ather
intermediate steps — that directiy lad Namco to compets with
Sega. Of course, the rivalry eventually saw Namco trouncing
Sega with the phenomenally successiul Ridge Racer.

But were these developments responsibie for the ultimate
dacline of the arcade industry? in the background, the
astablishment of a strong following for these 3DCG titles
prowded an opportunity for the reposiioning of such games for
consumer players. The
madamisng of home presence
saw cost reductions in 30D
technaology in this field. The
bndging of the power gap
became a stark realisation
with systems such as the
Sega Titan (ST-V) hardware,

a repackaged Sega Saturn
corsole for amusament

application.

The fimancal fllure of
Sega’s console asprrations,
with the Saturn console, was
compoundad Dy the
Dreamcast’s short ife. But
Sega’s amusement division
banked all on the possibity of
what an arcace-denvatve system based on this hardware would
offer in cheap and affordable high-power arcade technology. The
Maomi was bom, a system that would support the latest version
of the JAMMA standamd (JVS). At the same time Namco decided
to support Sony and its PlayStation console with an arcade
derivative system (the System 11), followed by the Systam 246,
supporting the PlayStation2,

Other manufactures ether nad (o sign agreements to hcense
30 hardware or enter into expensive R&D 1o develop their own
architecture. Al this point game prices rose to cover the spiraliing
eosts of graphical technology and to many consumers the tities
became less enjoyable. Just as in the crash of 1983, players
abandoned machines in droves. Availability of new hardware to
replace failed titles dwindied, while those that did sell carried an
extremety high prce tag.

By the end of the "90s the rise and fall of the arcads Industry
had run its dramatic course. iInnovation was still apparent, in titles
such as Arctic Thunder and Police 24/7, but at anything up to a
£1 a go they were naver likely to compete with the likes of Meta/
Gaar Soiid 2 on PlayStation2 or Halo on Xbox.

And now’! The wieo amusement sector is not waving, but
arowning. At the crumbiing end of the video amusement pier
there's some evidence of restoration work. But is the industry
making the same mistakes? Manufacturers are pinning their
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hopes on expensive simuiators, virtual reality, and mmersive called X The Bal in 1982 and then Baitie Toads
lechnology. It's a new chapter, bist will it be the story of a glorious Hare would be the first to sirke arcade goid thanks to its
renaval, or another tale of wos? close realionsip with Nintendo. As the Japanese amusamert
grant exited video amusement to concentrate on its nesdt .ﬂ'l

“For me, the retrogarning movamant is more than just nostalgia console, Hare developed an arcade game, To gain arcade l.'
of misty eyved Gan X-ers. I's a réaction to the currant graphical crecibility, Kiler instinct claimed to use the new Nintando 64
overkill, the sirmulation-obsessed gaming enviranment of the late console hardware, Midway would release this and the Eugena
90s. In our guest for absoiute graphical realism, we have Jarvis-developed Crus'n LISA title to great success.
forgotten the basics of gaming. Look at Virtua Fighter 3 versus . . .
Virtua Fighter 2. Uniless you are & proctologist, you can't find a “For me, the retrogaming movement is more than just
dime's warth of gifference in the gamepiay I & Clear that the
design eart EEMEIER SN AR MMM SR MW nostalgia, it’s a reaction to the current graphical overkill,
axpressions, awesome backorops, and 400-polygon, Ay
T L. the simulation-obsessed gaming environment of the "90s”
From home to the arcade “We created a proprietary texture-mapped 30 harchware system
Atar's early expariment in the development of consumer and used it to create the driving simulation games Cruls'n USA
amusement from its video amusament systams had sean home and Cruis'n Word. The lexture mapping hardware systam,
varsions of sallers such as Pong and BreakOut. In establishing known as the V-unit, was purchased by Nintendo for use in the
this market the first software companies were created and Nintendo 64 project.
started to bulld games independently to supEOr the growing Eugene Jarvis
home computer plationms, and then consoles.

The establishment of the consamer games industry woud The possibility of cheap amusemeant console Crossover was seen
obrviously tather consideration of baing able 10 retum (0 arcade by SNK as agtrong opportunity in the early '90s. The company
amusaments with the goid generated withm the console sector, developed a multiple game platiorm which embraced the
thersby maximising possible profits (tresting arcade games as cartndge system of the consoie sector. the universal game
merely another platfonT to support). The success of a consumer capability of the JAMMA standard, and the promise of mamory
game placed gto the arcades was seemingly confirmed when card storage. in a revoiutionary move the company established a
Sega released a Chopiifter cabinet to great sucCess. modal that would sea gamers playing on the Nec-Geo MVS

This naive attitucle would see many console software (Muitiple Video Systam) in the arcades from a siew of high-quality
developers bum ther wings, victims of the highly insular 2D games from the master. At the end of the game the player
nature of the woeo amusement industry (comparad to the wolld save his postion, rent a home system from the arcade

. open attitude of consumer gaming) and the difficulties of and then continue whare they left off in the comtort of their
developing products that suit the unigue recuirements of tha oan home. A vastly over-priced home system was needed
core arcade players. Fredominantly fed on word of mouth and o avosd consumer units overshadowing the arcace.
Ne revenue-generating opportunities of new releases, the Thes Rolis Boyce console system proved difficult to sell, amid
- arcade sector was a brutal IaSionaster a better reaction from the operator. Bolstered by

The most notonous attempt at consumer developiment strong MVS sales, SNK tumed its main focus to the arcade
tuming to urmdaﬁwn.ﬁ:t?:le that of Microprose. The g cormponent, dropping the memory card {(a concepl ahead of
flamboyant American consumer simulaions company crestad a its tima), The loyal fans of the MVS, however, would not be
version of the sx-milion-safing horme game F- 15 Sinke Eagle as enough to save SNK, which fell by the wayside in 2000, its
a coin-op. In a vastly funded breakaway project, the company considerable assets later plundered.
attempted to break info amusement. Following & poor reaction in the depths of the second crash in video amusament. g‘;ﬁfw orss A
to its first game the company produced a second (BOTSS: the consurmer industry once again attemptad to step into the ~ R aias i
Battie of the Solar System). A third game was stillborm (Super breach and act as its saviour, Supported by a considerabils ek S0 this 88680, The N "".':
Tank Wan) and finaily the operation was merged with Japanese marketing spend by Microsoft and intel, the Arcace”C combination of food,

| ~manulacturer Jaleso in 1981 in the hope that Microprose's and Open Amusement Architecture {0AA) infiatve was alcohol and video

polygon graphics technoiogy could help the Japansse proffered. It was a sketchily thought out schame that would see amusements have proved
company compete in a changing 30 ndustry. PC software developed for amusaement appiication, attempting apupuiardrawinshlus

Other companies stuck a toe into the swirking water of woeo
amusameant. With Nintendo's encouragemant 1o port its games
to the company’s Vs, System and PlayChoice hardware (NES
consale games for coin operation), English developer Rars had l o
pnar arcade interests reignited. After three releases, begmning in
1986, the company created Rare Coin-It, producing a cabinet
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The fallure of the ArcadePC was eerily familiar to that of the
system developad by Bell-Fruit Manufacturing in 1895, which
launched with the execrable Aise of the FoODOLS. SUCH promises
o hiclclan gokd within armmusamant aiso anticéd Mastertronic with
s abortive Arcadia Systerm in 1888, Endaavours Dy arémiin
¥aphics and Acciaim were similarty folled, dashed by a close-
il and secretive CoIN-0p INdusiry, speaking a oresgn anguage
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sonsoliciation that we think was necassary for if 10 ne-ratf
tself and aflow itself to move forward

Al Stone, Sega of America

The remaining amusement developers were forcad Dy thesr
respactive directors 1o turn most of ther H&L) &iort Not 1o
amusameant and thair mulipie-ihousand UMt S&es DUt 10 e
dependable milion-saling consols sactor. [he grand oid men of
lapanese amusament brushed asde for console-cantric
axacUtve members; con-ops a nvoious afterthought

Tha Amencan amussment sacior Gwandad 10 a8 SpNnkhng
of marutactiures, Moway, hgwng aoquired Alan (a5mes
decicled 1o withcraw fom coin-op development altogether

A the ang weas o

‘Micway Games decidied o exat the joon-op| business in
ordler f0 focus on the growing cansale industry, Micdway found
that the pyoduct developmant! strategy necessary 1or SLUCCEesS
n both segments were no longer compatible. The coin-op
markef caters (o a8 casual piayer. .. the consumer wideogame
nadustry mcreasingly caters fo a player that demanas great
fepth in game
Mark Struth, influential exec in i_;__,z_;
the closure of Midway Games ===

Sega World centres (left) initially proved
successful but have since failed to keep
Japanese consumears enthralled since
home consoles hit the massmarket
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We were supposed to be connecting our frontal lobes to

cyberspace, engaging in gratuitous virtual sex and generally living

extra life?
S

‘ our wildest fantasies vicariously. But it's 2002 and all we have are
dodgy video pool titles, redemption games and a raft of derivative

‘ lightgun cabinets. So, where next for the coin-op industry?
“ ‘ he AM (amusement maching) the market,” claims Sega Enterprises of

‘ T business is in a bad way. The
‘ Japanese manufacturers (which stil
‘ “ dominate coin-op development) have

\‘ shrunken considerably from the glory days
; ‘ ‘ of the earty "90s, and those that remain

nave been forced into forming alliances in

order to share technology and ensure

HE&‘M prominence. The battle is now on to prove

'T"ﬂﬁ'ﬁ'l.ﬁvﬁﬂ:l'ﬂ':ﬁﬁ?m that video amusement can bounce back
S e and play a legitimate part in the future of

|.I'hl 1
T
|

ACace gaming.

One of the most cbvious indicators
P conceming the nOustry's heaith saw Sega
A i '...'.'..-'.:.:""' - | and Namco, once embittered rivals, forming
a close partnership, which brought Sega's
ndependent studio Wow Entertainment
fformerty AM#1) together with the FPac-Man
creator on Vampire Night. Sega got tc work
on the sacred Mamco System 246
architecture, while Namco benefited from
the creativity of the team behind the
legendary The House of the Dead,

But other covert plans have recently
come to the fore. As the GameCube was
being designed and manufactured, a secret
coin-op plan was being put in place. As a
replacerment for the Dreamcast Naomi
arcade hardware, the GameCube has bean
developed into an amusement vanant,
Under the TriForce name, both Sega and
Namco have developed games for this new
and flexible system.

“Sega amusement systems are among

the mast powerful and flexible systems on

EDGE #11¢

America chief Al Stone. “The graphic
quality and the flexibility it offers our 1,000
R&D engineers are second to none.”

Exciting times could be ahead. The
second and third TriForce games will see
AM versions of Star Fox AC (to be handled
by Namco) and F-Zero AC (in the capable
hands of Sega’s Amusement Vision,
praviously AM#4) emerge, and the use of a
dedicated tournament system for both of
thase games, linked to a storage card
feature, will be an essential component for
ultimate success. The use of networking,
seen in the popular VF-Neat systemn (applied
with the recent Virfual Fighter 4) offers
magnetic card use and an Internet scoring
system to encourage tournaments. This has
been a decisive factor in holding wavering
players to play repeatedly.

The TriForce has received a low-key
launch, with Virfua Sinker 3: Version 2002
being the first game to utiise the hardware
in arcades, but the recent announcement
to develop crossover TriForce products
jointly with Namco and Sega will hopafully
turn the GameCube memory card into a
‘must have' arcade accessory for 2003.

*New business modeis are emerging all
the time as the coin-op industry tries to find
a model to replace the videogame model of
the late '70s to the mid "90s,” says Kevin
Hayes, president of Namco America.
“Hardcore players have long gone and have
been replaced by a more casual player.
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Games are evolving, locations are
changing, and methods of payment/types
of competition are changing. Tournament
play is part of the new fonmula.”

At the same time, having seen the
System 246 at close quarters, and as chip

stocks dry up for the Drearmcast-derivative

Naomi 1 and 2, Sega has turned to another

Members of Amusement Vision generation of arcade hardware. Entitled

(formerly AM#4) contemplate the
future of the arcade industry. But will
F-Zero AC be enough to draw punters
back in to arcade emporiums?

CHIHIRO, the Xbox-based arcade
architecture has been incubating within the
belly of Sega. Using it, influential game
senes such as The House of the Dead and

network tournament games, the
development of new ‘mega’ graphics
ervironments are in the works.

Sega has at least two projects that use
architecture nicknamed "‘Naomi 3°, which
blows away the graphic performance of
Naomi 2 and TriForce, Nameoo's plan,
meanwhile, is simple: entice gamers back
into their local arcades by making their
heads spin. The vensrable company has
developed O.R.B.S (Over Reality Booster
System), a fully enclosed gaming capstie
which promises to power the next

did use Dreamcast hardware briefly and we
will be using TriForce in the near future. It is
no longer viable to use custom-designed
hardware for coin-ops, and | don't see that
changing. Companies such as Nalmt:-:. that
are heavily in the console market, will use
console-derived hardware. Companies that
are not [in the console market] are mainly

using PC-based hardware."

Massmarket gaming
The need for the player to play more, rather

than less, and feel satisfied about the game

“People are not interested in trying to be the best any more. That was only

ever going to attract the real gamers in the first place. People want prizes”

OutRun are set 1o be updated, offenng the
most direct arcade-to-home route to date.
However, a spark of non-console-based
development still bums in the hearts of
Japanese manufactures. The lavish
budgets that were once bestowed on AM
R&D teams have evaporated, but major
projects exist with the intention of
saparating out-of-home entertainment from

console gaming. Crucially, along with large-
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instalment In the Star Blade senes. The use
of the latest stereo soung technology, and
an all-encompassing sphencal screen 1o
drop the player in the centre of the game,
offers what is being termed a “better-than-
home" experience.

“Namco has beean using PS systems
since the mid-'90s and is currently using
P32 hardware as the base for its system

246," explains Hayes. “As you know, we

Taito hopes to inspire the sector with
games such as Battle Gear 3. The units
will be site-linked and should allow
players to record times on memory cards

experience has become a fundamental par
ot the new thinking In video amusement.
The development of tournaments and
networks is nothing new, but the latest
technology is being applied fo bulid a
complete network that reaches far beyond
consumer network gaming.

Imagine getting a call on your mobiie
phone when your score |s beaten. How
about receiving a challenge from a player in
a local facility the same way? The appeal is
obvious. However, the main objective of
‘site linking' facilities |s the abillity for players
in one site to play in realtime with players in
another, distant facility. The latest game
from Talto (Baftle Gear 3) will boast not only
a dedicated tournament scheme, but aiso
the hope for 'site link' competition. If
human nature is anything to go by,
competitive spirit could boast the sector.

In the Us and Europe the use of a
toumament system has been used for casr
prize applications, Incredible Technologies’
phenomenally successiul Golden Tee Fore
is a golf game that comprises an [Thet
tournament feature, with players across
the US and Europe battiing each other
for considerable cash prizes. Last year
Incredible Technologies paid out $3m in
prizes, with an estimated 20,000 units
hooked up to tournament networks. A new
golf game has been developed based on
EA Sports' PGA Tour Golf, ported for



.

e populanty of [ne 1oumament gama
i3S 586N arcade machines scaed gown It
a simpie toucnscrean lerminal that resnes

in bars and clubs. These simphstic games

offer very shart ourn entartalinmeant, DUt their

simpiicity belies an addictive nature that nas
alen sean [heir tournament schames
encourage ?":Ig|'l participation In this guisea,
video amusement has reverted o a clever
network prize system,

“The future for the traditional wdeogame
market might be to embrace the gaming
sector, whiCh Nas ramainsd popuiar
throughout,” begins Stephanie Norbury,

-

gditor of trade publication ‘Con-0Op UK

offer video SWPs [skill with prizes]: dnving
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ine Dest any More. | Nal was only aver

going 1o atiract the real gamears In the irst
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Hace. recpDie Wani acCasSite
ertarisinmeant. which s simpie anc

immearsive, Trying to remember button

Namco's O0.R.B.S encloses the player in a
veritable gaming cocoon. Expect to see the
next instalment of Star Blade running on it soon

-------
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Although marny arcage Ceniras ane Stnugghng
to pull in the puniers with new and slaborate
ndes, there has always been niche markeat for
retro games. Companies such as Unitad
Distributing Company are capitalising on this
wave of nostaigia and its refurbished canur;els,
are pecoming ever more popular in pubs and
clubs, not to mention exports to places such
as India and Africa. Prices are approximate but
enthusiasts can expact to pick up R-Type and
Salamander for around £1,600. Although UDG
also deals in more modern arcage games, i
offers a cabinet that contains eight reworkings
of classic titlas; Space Invaders, Galaxian,
Frogger, Donkey Kong, Snake, Pong, Breakout
and Pac-Man. Go to www.udc.co.uk for more,
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You wouldnt necessarily associate Plato with
videogames but his famous cave analogy (used
in “The Rapublic’ to llustrate his views on the
nature of perception and reality) became a
fitting inspiration for the CAVE project. The
virtual reality theatre, sometimes refermed 1o as
Cave Automatic Virtual Environment, was
enginesrad in the early "90s at the University of
liinois, though refinements are constantly being
made to improving the technology. The idea of
CAVE Is to fully surround the viewer, or viewers,
with images of such a quafity that they soon
forget they have been displaced from reality
However, though CAVESs have baen
implemented into places such as museums,
for fun education purposes, companies have
struggled to come up with comancing, and
profitable, entertainment scenarios for the
technology. Disney Quest in Orlando, Florida is
one axcaption. A huge area was set aside in
1986 to implemant the technology which now
sends patrons on epic jouMmEeys Over rapids
and flying through the air on magic carpets,
Ajthough the CAVES can provide reasonable
antartanmeant, methods to further invohse the
piayer, 50 that they can better interact with

the emvironment, nead to be found for the
technology to really take off.
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Out-of-home entertainment just gets
more slaborate and dramatic, and as this
tech develops, s0 amusement machines
attempt to simulate the experiences
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combinations in order to make characters
00 karate chop back fiips is ke trying 10
stuff a mushroom — too much like hard
work for very little satisfaction.”

incead, ona of the iNoustry's Tounding
iathers, Nolan Bushnell, did not r.-'1:55 the
possibilities of these short ‘play-for-play’
termninals. In atternpting to be a prominent
player in this amerging sector, he created
uWink. The company represents one of th
prominent developers of tarminal units for
the bar and club market,

"UWink was to have been the first out o
the gate to fully implement the ability to
‘pay for play’ by having a credit card swipe
feature,” says Loni Reeder, an ax-Atarian
and co-founder of uWink., “The other plan
was to have interstitial advertising betwesr
tournament game rounds as a means of
gensarating additional revenue. The
alverising could be nauonally Known
brands, as well as advertising talored to
the area the unit was in." The company
aisp promised free game downloads to
locations on a frequent basis.

A new hornzon

Anather emarging field, bizarrely, is virtual
reality. Once the buzz of the industry, the
term is now only uttered with an
accompanying snigger. Yet there are
companies seeking to explore VR using the
latest technology. It seems, then, that
virtual raality never went away - it’s |ust
been waiting for technology 1o catch up
with the 'high’ concept

Once the industry's Emperors New
Clothes, the science dlaimed 1o offer so
much, but the hardware deliverad so little
The video amusement industry rushed to
support VR in 1984 as a new means 1o
incentivise players back to the arcades
Both the UK-designed Virtuality VR
hardware and the licensed Sega denvative
were heralded as the new fronbier. The
games, however, proved feeble, and the
hardware prohibitively expensive. Some
gight years on, the concept has finally
found a place in the re-emerging market.

American outfit GlobalVA has produced

the Vortek VR platform, which allows the




e Vortek's abiiity to run converteg
consumer PL titles has made quite a

stir in the US. Wizard Works' PC port
Beachhead, a shoot "am up, has proved a

Feal money-spinner and |s ratad NuImber

SUCN as mus:C, pool, nOvellies ana
touchscrean waeo haroware and software,
axplans Steve White, the influential editor
of ‘RaePlay’ magazine

New arcade technology has created
unique ways o perceive the gaming
emaronment, interact with the game

EXPErnence, and compete with other

“Motion simulation, in specialist capsule systems, has become a big draw,

taking players on rollercoaster rides without the worry of tonnes of steel”

one In terms of popularity among venaors

YWithout the grand old men of Japanese

NOE0 amusament 10 drive the market

B e e e
a0s assoCialions and pubsCaions
nave becomea the gathann [ g ior v D
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We are trying to keep a good eye on
Nese emerging DUSINEsSsSes — WINnCH are

essentially modelling the ideas put forward
by Microsoft and Intel five years ago -
while continuing to serve the traditional

coin-op market dominated by staples

players, some even believe these
advancemeants have lad 1o a whole new
INQustry, rathear than SEMpy a ran-aI-:a:"nﬁg

ol the old video arcade sector.
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amusement mix. (ot Dig m ihe Us., the UK

picked up and camied again in Europe.)

Interestingly, the arcade sector is

=
i
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learming from the consumar gam
Maustry, Facility operators are now focusag
on buying systems that graw players away

from their home games. Thera are even

MaxFlight systems promise a seat-of-the-pants experience, but it's likely you'll have to look
around to find one. And you may get stunning views, but would you go back for more?

developmeants atoot to bulld systems that
USE NOmMea gaming contant in a neéw
amusameant mid.

Nicknamed 'Player Terminals’, and
bulding on the short-play environment of
iNe 1oUChSCraan Market, thase machines
offer casual gamers a thriling ‘burst’ of

T
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ng entertainment and Come Dackaged
N 8 systam that moves on rom
cornventonal upnght cabmets and are More
suitad 10 proectad locations (cinemas, bars
and retall outiets). Sean as a totally naew
strand Of INe amusamean! secior, thesa unils

are the new wave for the coin-op iNnausliry

Indeed. companies are investing huge
sums of monay In out-of-nome attractions.
The IALF (Imternational Association of
Leisura Faciities) and AMOA (Amusament
Machine Opeérators Association) now make
a distinChion batwean coin-ops and the
larger behamoth machines. These out-of-
home attrachons g ange, axpenance-
driven ndas that attempt to offer thame
park levals of anoyrmeant and onan have

a large throughput of noars,

PR R R ARy - . s
Artainty, motion SimuEabon, 1IN specl

CApsuUe Sysiems, Nas Decome a Ing oraw,
laKing piayers on ronercoaster nies without
the nead to wormy about hundreds ©
tonnes of steel. The lBading prowder of
such systemns 15 Maxiiight Corporation, a
company that nas instalked a considerable
number of its VR2002: Roller Coaster
systams around the world, Spinning the
two riders In a 360-degree, two-axis

maotion envelope, it's the most physical

Many manufacturers are linking
machines together to encourage
competition, such as Sega with World
Ciub Football Serie A. Touchscreen
technology is also driving the market

Namco's Ace Driver pulled in the crowds
with multiplayer appeal, but the future lies
with link play not only between cabinets
sitting alongside each other but between
machines located at separate arcades
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motion ride to date. Ang all at vour loca
shopping centre.

But what makes this technology stand
out 1 its ‘interactivity’ — In some systems
the player can even build thelr awn Insane
coaster track. And the company has gone
one step further with the development of a
monster truck vanant, allowing two playears
to anve their vehicles around an intensa
course. The system offers an expenence,
rather than just a conventional game, as
addictive as riding the latest stesl ‘coaster

“The MaxFlight platform is definitely an

Virtual reality systems such as the Vortek VR platform may be making a comeback, but it's
still hard not to look like a prat while using such technology. Virtuality's hardware (above)

“The vigorous motion offered by the TsuMo unit is an exciting addition to the

gaming experience, a hundred times more intense than a simple rumble pack”

Tsunami Corporation’s TsuMo
technology, used here to power the
sphere-centric gameplay of BumpaBall

< 070

out-Of-nome entertamment atirachon,

e =
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beleves Frank McClintic, CEQ o
Maxflight. “It provides the reason to gst up
off the couch and go to an enteriainment

hi TR

venue. MaxFlight systems are usually the

£

lead attraction to a facility. Once the
customer is there they will spend moneay
on other attractions anag services

The use of a PC-based arcade system
4150 allows these machines to run the latest
crop of PC games. Another successiul
motion simulator developer Is Tsunami
Corporation, which has created a singls-
parson motion seat that the player rides

while taking part in vanous games based

on successful PC content, Along with | _—"

Beachhead, Tsunami has incorporated
MechWarrior 4 and Crimson Skies, licensed
in a special agreemeant with Microsoft. The
vigorous motion offered by its TsulMo unit s
an exciting addition to the gaming
axperience, a hundred times more intense
than a simple rumble pack on a joypad.

=0, Can video amusements attract and
addict a new generation of players, and
mare o the point, brng in those who werng

once its lifeblood? The answer is unpeartain,

f-:

ﬂ‘fdﬁf .-r.-'-‘:-":"'..-'

but in order to emerge from the flames,
video amusements will have to offer
something significantly different from the
home console expenance. They |l also nesc
o be affordable and, more than anything
gise, a whole lot of fun. It is now up to the
coin-op industry to provide these players

with enthralling entertainment rather  r—

g e

than dream of past glories. ==
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Having spent the past 20 yéars working on a
plethora of seminal titles, ranging from Marbile
Madness to Jak and Daxter, Mark Cemy s a
man eminently qualfied to offer advice to
other developers about the process of
creating games. Which is why he was on
hand In London to delver the keynote addrass
at the recent Game Developers Conference
Europe, in which he elucidated the Cemy
‘Mathod' for making games. By devoting
more effort and resources 1o the
preproduction phase of development, ha ; Y
argues, publishers and developers will benafit A -.,w
from a more cost-afficient process that -
produces more accompiished games.
Having started out at Atar in 1982, Cemy |
went on to work with Sega in Japan and the i,
US, where he was involved with the ; _
development of Sonic 2, before working for el .
Crystal Dynamics and Unfversal interactive mm‘”“"”’“' m
Studios, where he oversaw the creation of
Crash Bandicoot and Spyro the Dragon,
Hawving established Cemy Games as a
game design consultancy, he's also worked
on existing titles such as Jak and Daxter,

and a number of forthcoming titles, such as
Hatchet & Ciank
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at are the major changes that you've
seen in your time in the industry in terms
of the way games are designed and
getting a game to market?

8 process has changed a ot In 1982 |
started in the jndustry st Atans coin-op
division and a team was just one person. With minigames, there s urtapped potential
You'd 0o your Gama deasian, your Decause mingames oon 't neaed to be part of
rogramiming., your artwork, your sound. o | sonsiste ric '

Do you think that we've explored the limits
of the videogame medium today then, or is
there still untapped potential that we've
yet to exploit?

Well, if yvou put it into a modem perspective,

what we werg making then were |1':i”=f:]:1|| Bs.

vou'd discuss any special controls that you f creations get lamer, they and a high

gt want wath e group that mars Controts evel of thematc integrity: doas your character
W and you'd discuss your special hardware

needs with the hardwar people. Interestingly character and to your world’? Because we

rF R
i

00 things that are appropriate o your

enough we still made game proposals and really cannot just roll out random experiences
subrmitted them to a committes. it was &iso gNd expect players 10 accept them

an unusual time aven for Atan bacausa il was
really chaotic. | jomned n January of 1882, and
that summer the bottomn fall cutt of the markst

NS ol

S0 why do you think audience tastes have
changed?

n the course of three yaars and four monins, | Have audence tastes changaed

% reported 1o five different peopie, and our

‘Uﬁ"' - , il company prescent changed five times
RN -'-- -, So what's changed since then? Obwvously
B rcams are a ot larger, and the hardware's fairy
Bl consistent instead of changing every tims,
e 've lost a ba of the ponsenng spt, |
=< At Atan duning the golden age of the
rcate, every time you made a game it had o
be absolutely onginal. It the gamepiay had
en done before In any way, shape or form,
Bn you couldn't do it that way again, Thal
meant, for exampla, that it someons had done
8 Street Aghier-style game, you couldn’t go (L
ou had to rmovato 100 per cent every time.
AN it wasn T just Atan, sither; f you looked at
im Skally's games, like Star Castle, Rip-Orf
and Reactar, or Eugena Jarvs' games, such
5 Defender and Aobotran, you'd see the
same phenomenon. We were all creating
brand new games avary time.

Weill if they haven't, why are we

making games that apparently cater to
different tastes?

V., if vou look al Battiezone it was a Clame
of exploration = you're out in this fantasiic
arvironment, with mountains in the distance,
and you re fighting enemies controling tanks

| e T arcel=ar ey
IS WouUld sOUNg ImMmeniaiely’ iamigr 10
: P e . . . il il e

Jamers ioday, but due to the extreme

hardware imitations at the time, explonng an
rvironment was little more than navigating
an area populated simply by cubes and
pyramids. The mountains in the distance
wene just a backdrop, you couldn't get there,

and there was a grand total of three enemy

types in the game
What cowe o &y What we 0o 1oday
have an overanching thame, because
Jayers do ke to ungerstand the larger

‘At Atari, every time you made a game
t had to be absolutely original. If the gameplay had been
done before, then you couldn’t do it that way again”

Dntexdt in which a gamsa s occumng And
then we popuiate our anmironments with a
more interesting set of objects. So perhaps
we aren’t that far from whera we used 10 be.

So how far do you think we've got to go,
and do you think we will ever leave these
sorts of appmachﬁ behind?

PSone to PlayStation2 was a huge leap. That
ncrease in the number of polygons 1o a factor
of 100 really did let us populate a universe
better than PSane. Or if you want to look at
GameCuba, Fkmin could nol have been done

aof the N4, Wil thers be a comasponcing

ncreasea in what you can do with

- , PPN L N & - 3 o - o=
Fayvaolalong £ 1Y e as arge it vesS INare
il be, because we really do still run into

hardware imitations. Somea scenes in today's
ames hRave several nundred aciors, out
satting that up Is very imea consuming and

|| h.lr. I T
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The rising costs of development are
obviously another limitation, and have
presumably been a spur for you to
goncratise your methodology. Could you
give a brief summary of ‘Method'?
SUM; thare are a few components to it. One is
that'the typical game doesn't sell very well, s0
ol have o make sure that your game is
anymhing out typecal. What you do 8 make a
ittla plece ofwhat the ultimate game is QoINg
30 DE and yol poisn it ke crazy nto what
ooks like part of a published product, Than
youask, "is this compeliing enough that |
shauid go ahead and make the rest of the
| game?" At that point, you have an opportunity
1 cancel the groject earty if it is just going 1o
b& an averagé litle, or pump MONe rNesSoWoss
o/ i it looke ke it could be very successiu

Alssupant of Method is to stay far, far
SWEY MM cocumentation, becausa i1 you
Write dlown what you're going to do on a
plege of paper bafore you start your game,
then guess what }fr:.':i.i’li end up discussing
and analysing words on a piece of paper -
when clearywe shoul@ all be looking at
playable prototypes.

The'final thing about Method is that for
YOUr game o be a smootn play axpenence,
yOu need to organise play sessions in which
actual consumers play your game and you
watch them, so that you'ean find out what it is
that's really working well in the game, and
what it @ that's not. And then you deal wath it.

D

Obviously one of the characteristics

of Method is that it front loads the
development effort and investment.

How far do you think that the publishing
community is mature enough to endorse
the process?

I Qrder tor it to work with the publishing
CoOmmunity it has to be clear that while it is
ront 1I0ading the expensa, it 1S regucing the
NSk and even regucing the overall average
mMonNgy spent on projects. Yhen you o« at
the typical publisher, the revenue’s coming
from just oné or two tilles, and there are &
CozZen other titkes thatl would have Deen kess
COoslly It they couid have beean cancelled aary
on, because they re not QoiNg 10 recoup thesr
development expensas, let alone theair

"=

o
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arketing expensas. This is actually

that publishers can use 10 keep COSI5S oW

“If you write down what you're going to do,
you'll end up analysing words on a piece of paper — when

clearly we should all be looking at playable prototypes”

Another thing that you touched upon
was the notion of testing gameplay.

Do you think that the development
community affords enough importance
to testing and testers?

Parsonally, |'m fantastically interestad in Now

pecple really play the games | workl on. In fact,

I've spent four weeks this year watching
CONSUMErs play games. You leam a
iremendous amount from that. | found an
amanng trung the clher Cay: a caram numoer
of players, about 10 or 20 per cant, were, in a
level that | had designed, walking along to a
cartam pont and then coming 1o e
conclusion that they had come to a dead end
and turning around. | can't expilain it rationally,
Al | can say 15 that at that port there was a
longer than normal jumg, So for Some reasan
2 SuDsal Of piayers conciuded ey Could go

NG further, You d never ind that without a

L

piaytest. That particuiar obstacle, if not fixed,
woLild have taken those piayers two or three
nours to gel get past. So yes, | think it's a very
Important hing that this Industry shouid
devote enargy towards

il llJ'ii.|.||J.”... i
[re "‘j”-il'lrl:"
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P That particular issue sounds like one of
player freedom; how far do you think
player freedom is important? On the
one hand you've got designers like
Warren Spector espousing player
freedom and joint authorship, but on
the other you have games designed in
Japan that adopt a more linear approach.
What's your preference?

| don't think there's any best way. Crash
Bandicoot was guite a linear senes, which

! unlocked its potential to appeal toa wide
T

BRI o ciience. We had Japanese customers
.\{I'-'l

wit ‘ Il
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western game. Right now I've been working
' on freer games, so | miss the linsanty

,"“i; -‘I.' '*?nuv&wnrhedmdapanaswelrasmme
¥ 5 s Jp*‘
e west. Do you think there are fundamental

¢ differences between the way games are

" in the west?

' “| talk to so many people

. made in the east and the way they're made

Obviously a lot of the games that
you've worked on have appealed to a
broad audience; how important do you
think that is?
It's not necessary 1o achieve broad audience
ADpPaal as long as you have geep appeal 1o
some portion of the audience. SO I you make
a very good fishing game that appeals to fans
of fishing, that should do very well, At the
same time, we are a commearcial business so
herg 1S aveays e Queshion O of WiElher [Nae
are anough peopie who'll want to purchase
gamas 1o ustly the development costs
But games such as Marble Madness and
Crash Bandicoot do seem to combine
depth and breadth of appeal. Why do you
think that is?
| 188K 10 S0 many peopla who think that family
gntertainment is dead, Well of coursa It's not
dead. Jak and Daxter is amazing. Jason

=T i Medieoes i e market has '.=I'"-"-'TE1::'. Ut

" \who think that family entertainment is dead.

structure there Is very herarchical — Japan is
still an environment N wiech sensonity and
promotion ana very closaly linked, for one
thing. But in terms of the nuts and bolts of
now they make games, | don't know that
there'’s any consistent methodology. Some of
the greatest prosect aisasters of all me have

OCOUTEd a8l Jaganese companes. |he top

wQ Thal coma [D i E' are Shenmue —which

mmmmﬂﬂmm@
Gaming contexts.

Companies are different in Japan, because the

Well of course it's not dead. Jak and Daxter is amazing”

when | look at it and compare it to the onginal
Crash Bandicoot, | can expiam the diffarential

N sakes for smple reasons, 1The first s that the

ariginal Crash Bandicool sold very well in

JAapan, which was anomaious. Another factor

g that Jak and Uaxter was migasad In

™ T A e s
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AN NOow, 3ier 8 reaiive aose '

plattormers. there saams to be something of a

=

resurgence right now = Super Mario

Sunshine. gak and Daxter, Katche! & Clank,
Sy Looper

Why do you think that is?
Well there's also Vexx, Haven, Scocby Doo

& Stitch, and even Tomb Rander and other
games that are penpheral but still very ciose in
gpint, One thing I8 that these are very difficult
games to construct, so they ake a iong ume
That's why we're seeing them all now. By the
Way, | mNol surpnsed that thang are so many
m surprised that there are so few, because

this has histoncally been a popular gaenre,
There hasn't been any strong selling hardware

DEtormMm without such a tibe

Why do you think that is?

It's family entertainment. it's broad and il F

gl

)
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taps into the child In all of us.
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Come again?

ltgnuwfﬂ-nrlsaym, wh&nhmmtcﬂdm
Edqulssnmﬂﬂ‘nhg of a punist. ﬁ;‘rﬂﬂﬂﬂimplﬁwﬁﬁd

‘have you believe that purists sniff atsaquaﬂ! and licences,
| only appreciating true, fresh, brilliant ideas. It is oftan
" Aaken for granted that sequels and Hnmmar&ﬂ'nﬁnnn{' '

UMMHMEEMWMEMEEEHﬁHm
out tahﬂua,ﬂwm&ﬂLmduﬂam destroying the
artistry in'our industry. They have [ittle to do with our

It has been an excellent month for gamers, whatever
mw-m;@mlymm hardcare,
softcore, Mills & Boon, whatever, Right from the start of
ﬁwmagazim'sm:lem’sbmﬂme&pﬂﬂwﬂﬂmn

- Super Monkey Ball 2, then Bumout 2 = ~ have you noticed |

the pattern yet? All sequels, all great, and while purists
might consider the Monkey Ball sequel to be slighitly

tmmwtaﬂsmmuﬁwmmﬁmquaﬂmmnsﬁn'-'

awnrﬂmhlhinmﬂ-ﬁﬂuamﬂﬁmm
games room has thrilled with muftiplatform excitement.

But brilliant as the sequels are, the real attraction in the.

office has come from somewhere st as hypothatically

mmnehrﬁaam:imm Rage’s brilliant arcade

hu:mmhhmﬂdmﬂhm and & worthy
accompaniment to them (flattery, as far as Edge is

_WMMMHMWWMMM

series will admire Rocky for its power and simplicity, while
fﬂmhuﬁswmﬂﬂlaabmngmmwmw;ﬁ
nmwemﬂmmdmwmmnh.m~
higmwmguyﬁmmarhetm mdmw\b
appeal has to bea good thing,
uuammmmmlmmmm luu.
dmmruﬂmﬂmmﬂwmuppnmﬂm
mﬂmmmm what Edge wouldn't ghe
for a ‘Breakfast Club' remake of Skool Dare, And. perhaps
nﬂhmmmqkay!mturha.ma&m
isn't in its name, be it branded, trademarked or just with 2
nuiiber at the end; it's in how much craft goes into.
mmsummhmmmmﬂ ~ take
note EA. But hold on, what's that on p857? It's Battiefield

1842, mEApmductwithanumhﬂmmw,Mnﬂﬁhm’ Y
" sequel nor 4 ficence; just a really good game, | A

Goes to show you can't take unyttungtnrgrarm_
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Multiplayer is much faster than Halo,
but the malleable structure makes It
worth the effort to adjust your reactions

TimeSplitters2

Formiat: PS2 (version tested), GC. Xbox Pubisher Eidos Developer: Free Radical Design

rom the moment TimeaSpiitters? loads,
F it confronts the player with oplions. That
15 NOt uNusual Nowadays, and Nor is it
necassanly desrable, because a lack of
focus can lose players from the start. It's all
vary well being offered the choice of where to
00, but how do you know where to begin’

Bagin, Edge supposes, with the Story
moadea, Not just because it's the first thing on
the menu, but because much of the crticism
aimed at the onginal TimeSpitters stemmed
from a singleplayer structure perceptibly

“The first level takes place at a Siberian dam.
it Is a deliberate, open nod to the videogame
community, a clear statement of intent”

One level in challenge mode sees you
destroying villainous cutouts. Points are
awarded depending on accuracy, while
hitting innocents loses you points

Q82

weaxsr than those who were exipecting a
next-ganeration Gofdentye would have
wanted, Here they have got st that nexd-
generation GoidenBye. as nformed by the
first level winch takes place 5t a Sibheran
dam. It is a dedibarate, open nod o the
videDgame Community, a clear statement of
ntent. Free Radical Design is percaived as
the heart and soul of GoldenEye, and it
appears o be along Dack what was its own

The Story mode takes the player through
12 different tme penods, each with their own
lsad character, enesmies, scanary and sets of
WEaPOoNs. Some are more rewarding than
others, the classic soi-fi level, for s@ample,
performs a pastiche of many a weak FPS,
with weak geek weapons and samey
scanary, and thus ends up weak itsefl; while
the poweriul revolvers and ghost town shoaot-
out feal of the Wild West level work brillianthy
Levels ama over guickly; they are racing
crouits where piayers s\am through, shaving
Seconas inm competion imes, and reaping
the rewards on offer 10 those who excel

And this is the interesting thing because,
A% IMUCH as the press and pubic demandad
them, it tums out that singleplayer Goldenfe
missions ane not what they once were. Post-
a0, we re used o sometning more organic,
based on player inteligence and reaction.
Here, much of the ime you il ind yoursed
under fire from enemy unseen, and forced to
reiaad and retry with foresight. There's a
place for TimeSpliffers2-style adventures -
it does what Medlal of Honor and Agent
Under Fire attempt, fooling the player into
thinking the comaor they re wandenng down
5 @ freeform world — but it is no intelligence
tast, just one of memory and reaction

Price. £40  Palease: Out now

While the three versions are superficially identical, the Xbox version benefits from superior loading times an
bigger storage space for self-made maps. However, the PS2 controller arguably suits the fast-reaction FPS

The Arcade League is the singleplayer
version of multipiayer competition. It gives
the playes 45 fights 1o win, working with
and against bots across a vast armay of
game modes. Each has a well-crafted
paragrapgh of ludicrous story backing up the
expenence. Passing the task results in a
ronze, siver, goid or piatinum trophy, with
higher grades uniocking characters 1or
mustipEyer. IL'S an excetent mcantive 1or
repaay. Dut then often just playing 1S enough
1 I8 S0 much more fresform than the Ston
mode, S0 funous, so last. So fast, in fact, that
1S OMhCult 1o comment on Al, SINCe anemies
find you and shoot you and hit you and
that's it. The pathfinding, on the other
nand, is clearly excellent. There are no safe
spots in the labynnthine levels, lust places
that are easer 10 galend, and that's where
inteligence comes in

Challenge mode is similar to the Arcade
League, but offars more esoteric tasks; clay
pigaon shooting with monkeys, for example,

or shooting the heads off flaming zombiles.
There's also a reprise of TimeSpiitters’
onginal Story mode that demonstrates just
how far the singleplayer component of the
game has come. Many players, though, wil
be buying TimeSoiiters2 far the multiplaye:
aspect. They will not be disappointed.

There is the level editor, of course, but
more than hal, every ophon can be changed
EVESS, weapon seis, Dots, chalenges, spead
and =0 on, and so on. 1he game still falls
victim {0 some things thal Hako avoided - the
Mierarchical nature of the weaponry, for
exampie, which plays down the tactics and
ups the pace — but the wealth ot
configuration options inevitably offer mone 10
everyone. Everything has been considered

That Is the thing that sets MNmeSpiitters2
apart: considerabon. it s so supremely
finished in every single way that it's difficult
to imagine a more comprehansive
axpenence of the specific type Free Radical
set out o provige. The character work |18




joyous, the cancatured art and character
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periecl, the scnpting nteligent and witty. Ir
larma orartisnc endeavolur! s prachcalky
peeriess, and while parts of the pure arcags-
reaction gaming might not be 1o everyones
iastes, everyone will find something to love
magne: he way sl nagrt-nana men ave
at a target and away om an expicsion, guns
blazing; the way a flaming crossbow bolt
thuds into an enermy’s side as another just
misses your head, the way scripted spy

ton adventures mix seamiesshy with stealth

and snowbound heaoshots. That s why the

BCK O 10CUS 15 unimportant, DeCause every

bit of the game 15 as worthy as the rest.
Without iIntentionally punning on tha

name ol Free Radicals forefathers, it is a

rare [ng: SO polished, SO Wonoenul, =
e
ol FCTE I1|--. .r .‘p'.:-_-:-:  —

Edge rating INIne out of ten
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Prevviousty in ERS, E102, E106, E112

One criticism from TimeSplitters players was that it was hard to tell
if shots were hitting home, so reactions have been accentuated.
Newcomers may still find the lack of blood confusing, howeaver
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Racing along the river involves using
the R and L buttons as your paddles,
and is initially confusing. The one-
button Soccer is much easier to grasp,
while Dogfight is just Target with guns

Super Monkey Ball 2

Format: GameCube Publsher: Sega Developer: Amusement Vision Price: 850 (£32) Releasa: Out now (US), TBC [UK)

t's no wonder Nagoshi-san's exhausted,
because — predictably, perhaps —there is
so much here, and it's difficult to know where

to begin. No space (o be smart, elther, so it
seems sensible to start by simply working
through the six new minigames that
comprise much of the title's appeal.

So: Monkey Shot is the simplest, but also
perhaps the most compulsive, a three-level
on-rails shooter, It's Time Crsis without the
gun, colouring-book Rez, dependent on
speed, accuracy and ammo consenation.
Monkey Dogfight is Monkey Target with
peanut guns and pineapple rockets,
thirdperson fiying combat. In twoplayer the
tail-chasing is repetitive, and the whole
experence would benefit from an easily-
executed aenpbatic dodge manoeuvre. In
fourplayer, like the prequel’'s Monkey Fight,
the lack of subtlety is rendered imelevant by
hystena, Monkey Boat Race is the weakest
of the newcomers, involving oo much
control delicacy to be immediate in
multiplayer. Although the finicky nature is
proporionata to the subtiaty, it will not
capture the attention of those for whom
Monkey Ball maans the chance to game with
those who do not game.

More; Monkey Baseball is claverly
implemented, a tabletop baseball game for
two players. It is too epic for parties, but
perfect for lazy Sunday afternocons. Monkey

“It's a larger game than SMB and a different
experience — not necessarily a better one,
and qualitatively erratic — but recommended”

In twoplayer mode, Baseball's bluff and
counter-bluff dynamic is amusing,
although it makes for lengthy games
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Soccer is the opposite; hyperactive,
haphazard, beautiful, chaotic — not random -
and provides the bursts of euphoria you get
in all football games from working a five-man
(monkey) move. The lack of a fourplayer
mode is the only disappointment. Monkey
Tenrs has that in the form of doubles, and
alzo, concelvably, possesses enough subtiety
to broadly negate the need for you to buy a
dedicated GameCube tennis game. In genre
terms it is closest to Manio Tennis, but cruder
and crueller.

All have the forethought and solichity that
marked the onginal six. Those — Target, Fight,
Race, Golf, Billiards and the cultish Bowling —
are retained and twisted, often in ways that
won't please fans of the onginal. Old courses
and habits are rermmoved entirsly; Monkey
Target, in particular, gets simpler landing
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The bonus levels that appear every so ofien during Challenge mode are much more complex this
time round, and managing to collect all the bananas within the strict time limit is a demanding task

zones and a simultaneous fiying faceiift that,

in placing the emphasis on mid-air coliection,

makes the game more frantic than graceful.
Some will regard this as a backwards step,
but they will all own the original, and it's easy
enough to put that disk in the Cube instead.
Perhaps that's the key point here — that
this is not a replacement for Super Monkey
Eall, or strictly a superiative sequel, but a
remix —and one that camies through to the
game’s focus, The main game can be
tackled in two ways. Challenge mode is the
same as before, with ten easy levels, 30
normal and 50 experl. However, this is
supplemented by a Story mode, where
groups of ten levels are provided, which
can be tackled in any order. Once a group
is finished the player, backed up by infinite
continues, can progress to the next,

The try/retry dynamic produces a set-up
which sits somewhere between Practice and
Challenge mode, giving a goal but relieving
the pressure, essential given the nature of
many of Super Monkey Ball 2's mazes.
Internet criticism has them as random,
weighted heavily with luck. Meither of those
descriptions is strictly accurate, since
success can always be replicated, but the
courses certainly don't conform to the
simplistic ethic of the onginal. Structures
there were aesthetically plain, the
predominant enemies being gravity, inertia
and the player's own lack of confidence, Here
there are switches, tricks and gimmicks. And
rather than there being an obvious solution to
each course, several are a case of trial and
arror. A case in point: somea require timing
rather than control, a burst of speed when
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the clock hits 40s, parhaps. If the idea of
trying, retrying, solving puzzies like that
apDeals over skaiing (ne oulrafeous Namow
ne onginal, then this game wil
sult. Punsts ara likely to be disappointad.

CUNVES O1' T

But pernaps that’s balanced by the othar
changes. It's a difficult one to call, because
while the exploralory tnal-ana-amor etng
means the once-subhme aifficuity cunve of
Challenge moda 18 now more porcupinge,
those upset by that should be consoled by

—

the wealln of poished suDgames |ls e

somuchhes, aloliodo. fisa

{45}

thing; there
Iarx_;]ur game than Super Monkey Ball and a
diffarent experience - not necessarily a

better one, and qualitatively erratic - L_" '_‘::_-,-
oUt ungQueshonably recomimeanoed. =

Edge rating: Bght out of ten
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Inertia plays a huge part in SMB2; here, Aiai
avoids slipping from a curved bank (and off
the level) by rolling fast enough around it

Arthropod is one of SMBZ's more controversial levels. It consists of lour rotating wheels separated
by short gaps, the last of which hosts the exit, and a four-legged creature pacing on top



Burnout 2: Point of Impact

Forreal: PlayStation2  Publisher: Acclaim Developar Crterion  Price’ £40 Ralease: October 11

rikey, Chances are that in the time it

would take you to break into your first
powerslide in most other racing games,
Bumout 2 has already thrown a handful of
heart-stopping moments in your path. Given
the number of racing games Edge receives
for review every year, anything that astances
itself so rapidly and 50 comincingly from the
depressingly similar, lazily thought out pack
has to be special,

Just like Bumout, then, And like its
predecessor, Point of Impact is a game you
leam, a game you get betier al. That may
sound oDVOUS but it's not simply a case of
memonsing the coursas and traffic patterns -
a particular state of mind Is necessary in
order to play this properly. Playing it properly
means taking risks: it means keeping the
rght analogue shck pushed fully forward

‘Burnout 2 is the perfect embodiment of
the ‘bigger, better, more’ sequel mentality.
Everything it does, it does at full throttle”

One of the more sedate bonus cars
(above) - the variety of vehicles is good.
Although not officially announced, a GC
version seems likely. Xbox owners,
however, may miss out which seams
remarkable given that it's exactly the kind
of game Microsoft's console requires

086

whan common s8ensa IS urging you 1o pull it
right back; lining your vehicle up 1o split the
two lomes coming towards you rather than
taking the easy way around; forcing yourself
not to let go of the boost button until there's
na nitro left in the meter; and having absolute
ponfidence in your ability to carve merciiessly
through road users at 160mph

Unlike Bumout, this is a far mora
compiete game. More than a higher polygon
count covered In ncher texiures, it's the way
"he entire experience holds together, For
instance, the mannar in which Face Off, Point
to Point and the new Pursuit (think Chase
H{) races are integrated into the
champianship structure thereby adding
vanely and extinguishing monotony. It's the
overwhelming sensation that the courses

i - 'T..q
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The Pursuit mode in action. It's slightly lawed
but i5 a worthwhile and welcome addition to B2
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Graphical guality is vastly improved - at timas the lighting is spectacular. The inclusion of superb point-
to-point tracks incorporating sections from two courses adds an extra edge to the already tense racing

have been extensively reworked and refined
1o maximisse enjoyment (and that they work
equally wall when reversed). Or the fact that
almost every elemant of the presentation
(bath visual and, particularly, aural) now ranks
aongsioe what you d expect from a
Japanese arcade racing speciakst such as
Sega. Bumout 2 feals far more confident and
Lettér reaised — a genuing evoiution.

Thare are one or two genatic mutations,
though, Pursuit mode suffers from the
Viireckiess complex (the force with which you
ram your Opponent's car appears 1o make no
difference to the amount of damage caused)
which g a frustrating and elementary ermor,

In addition, progression in the Customn Car
Championship is too rellant on first place
finishas. This feels unnecessarily restrictive
and isn't helped by the tendency for the
sama car o always win = just one bad race
and the likelinood of making up the points

difference is anorexic, essentially forcing you
to restart the senes. A shame given that the
normal champlonship is well balanced. Other
than that, Edge s disappointed to nota that
the P52’ link-up feature has again not been
taken advantage of (aithough spiitscreen
junkies should be sated).

But given the overall guality of the game
these are minor abnormalties. Bumout 2 is
the perfect embodiment of the 'Digger, better,
more sequel mentality and nothing about it
could be categonsed as tentative. Everything
it does, it does at full throttie and fiat out -
it just doesn't know any other way, Which is
precisely what makes it one of the most
exhilarating and rewarding videogame rdes
you're likely to encounter and the very reason
P52 owners should have this near the [ ==
top of their Chnstmas kst }:%-*

Edge rating: Bight out of ten



| Prssously in E112, E114

g1 d e

Crashes are now a lot more convincing and the

muiti-angle replay camera has been dropped
in favour of a continuous, panning alternative
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While the essence of the Burnout franchise
is maintained in this saquel, a few extras
have been added. Crash mode offers 15
segments taken from the game's courses for
you to cause ridiculously big, stupidly
asxpensive accidents, That it proves
Occasionally, your CPU friends mess up which is compelling isn't particularly surprising. That
particularly satistying (left). Traffic Al seems more it can easily provide an entire evening’s
adv_anﬂﬁd although it wasn't the most immediately | t:onore aok s SRk chet
noticeable improvement. Weather effects such as _

options such as Runaway (no brakes) and

snow are well implemented. Anamaorphic, 60Hz
and excellent Pro Logic || compatibility is included invuinerable open up as you play through

the game. Burnout 2 is a true digital toy box
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lkaruga

Format: Dreamcast (version tested), GameCube Publsher: ESP  Ueveioper: Treasure Price: ¥6,800 (E37)  Peiesss: Out now [Japan), TBC (UK)

n a cimate of extreme sports, identikit

racers and FPSs of unabashed mediocnty,
it would be considerad commercial suicide
for any modem publisher to convert an
ostensibly forgotten genre to a console
whose launch was infamously described as
"DOA" back in 1998, And yet this is exactly
what Treasure has done, by brnging last
year's Naomi shooter to Dreamcast, To the
victor go the spoils? Architectural similaribes
aside, (karuga is perhaps the finest and most
bafitting swansong for Sega's ii-fated
console, an apt summary of the notion of
‘hardoore’ in terms of graphics, gamepiay
and sheer aesthetics.

“The game is tough. Very tough. lkaruga
IS at the very least, merciless, often bordenng
on unfair. Bordering, mind, not crossing”

lkaruga's boss destruction sequences
result in a spectacular array of light and
smoke as the structure burns, before
exploding 1o pieces. The perfect reward

< 028 >

Those that have followed the progress of
the home port of lkarnuga will be aware of
Treasure's official stance baing that it doesn’t
make sequels. Forum fanboys have been
adamant and yet the familianty of the ship
design, the continuing storyline and the
tagline ‘Project RS2' suggest otherwise.
karuga s more a "spintual successor to the
seminal Radiant Silvergun, than an outright
sequel, irespective, the brickwork is there -
draswn conclusions regarding the
chronclogical status of the game are
unimportant, as pressing ‘power’ will prove,

Certainly, Edge will attest that graphics
make a good game, but they bolster an
already great one immeasurably, The
conversion (save for trace slowdown durnng
the spectacular boss demises) is flawless.
This is Dreamcast at the visual rediine. Details
are of little value, screenshots marginally
more so. Realise, karuga can stand
shoulder-to-shoutder with the best on Xbox
and P52 and be proud. Indeed, to play is the
only way 10 see. Sound matches perfectly
and everything has the Treasure soul that
tans will recognse from Gunstar Heroes
through Yuke! Yuke! Trouble Makers to Sin
and Purishrment.

Negotiating the game is simple. There are
choices for a Tutorial, or a Trial game, whem
the first two levels can be attempted in
Freeplay mode, Practice aliows the selection
of any of the game's previously-completad
five chapters and the game sums the total
number of hours played (gameplay, not
power-on timel. Unlockable extras include

f
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When releasing the charge bar, it's worth considering which alignment your ship is set to - the resultant laser
will gravitate to opposing enemies. In lkaruga strategy remains ever-present, even in the ‘'smart bomb' ethic

gallerles, sound tests and Arcade and
Prototype modes, where ammao is limited,
refillable only by absorbing enemy fire,

Conversely, piaying the game is tough.
Very tough. lkaruga s at the very least,
merciiess, often bordenng on uniair.
Bordering, mind, not crossing. Shades of
Layer Section, Gradius and R-Type pervade
n terms of the precision required o survive,
as well as committing enamy patterns 1o
memory. The system will be recognisable to
those who have experencad Treasure's
Sihouette Mirage for Satumy/PlayStation,
narmely the ability to switch the ship between
biack and white modes.

Aggressors appear in the same guises,
biack or white and destroying aither when
ahgned 1o that colour releases 'sulcide
bullets’ thal can be collected to fill the charge
bar - engage this lor a barrage of guided
laser fire, Moreover, flak matching the player
colour will not cause damage, although the
vessels themselves will.

Such a simple mechanic brings about a
strategy hitherto unseen in shooters of this
k. Where Radiant Sivergun had three-way
colour-coding, it was still passibile 1o finsh the
game without botharing to ‘chain-up’ multiple
hits of the same hue. Not so with karnuga:
one is often caught in the crossfire of both
colours and fiicking back and forth between
alignments is of paramount iImportance. The
end of the thed level is 3 mash that lorces the
piayer to negobiate tiny rotating gaps,
constantly switching moades while avoiding
physical bamers and opposing 3680-degres
fire. The fourth level 15 a Herculean task

Treasure has once again distiled a
potent, unforgving, stunning, dramatic and
overall monstrous number that, while not
completely innovative (having adopted the
self-referential colour systam), thrills and
enrages in equal measure. A case lor =
the cream of the crop? Undoubtedly., '..&

Edge rating: Eight out of ten
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Mayors are the sxpected multi-limbed hulks,
but the twist lies in their twin colour alignment.
Absorbing bullets of one colour still requires
dodging opposing fire {left). It's a dynamic that's
as carefully thought out as the rest of the game

Full tilt

Exponents of the 2D biasting genre will
remamber many vertical offerings for Satumn
that came with a "Tate mode’. fkarnga
resurrects this and, once activated, the
display is rotated 90 degrees to the right,
whareupon the talevision is rotated 80
degrees in the opposite direction. This
aliows the game 1o take advantage of a
bigger display whare much of the screen
would be wasted on a horzontally-
orientated 4:3-ratio television. Be aware,
though - flipping a TV set can result in
disturbing the shadow mask, causing colour
shift and parmanent saturation damage.

Chaining enemies of the same kind will up the point score, ergo, choosing to destroy attackers of the same
colours is an obvious benefit. Accuracy and bravery are prerequisite for learning to ignore specific targets
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Training is essential if you're to go on to
win the World Heavyweight crown.
Unfortunately, there's no chasing a
chicken to improve the foot work

Rocky

Format: Xbox [version tested), GC, P52, GBA, PC Futlizher Rage Developer; In-house FPrice; €40 Reloase: Out now

o, Adran!” “Ain't gonna be no ematch.”

"Cut me, Mick." “How's the turtie f0og
this week?" Classic quates from a ciassc
film. (Okay, admittedly the Bt ones in there
for hardcore ‘Rocky” fans) t's all powerfully
evocathe stuff and he story of 2 no-hoper
making good agans: a the oods contams an
unmestakabie postry. An aged kcence, a
cross-platform strategy, a team of coders
empioyed by Hage? Hardly credentiais to
inspire confidence. But Rage Newcastle
Studio should be heartily congratuiated — it
has delivered with an effervescent and adroit
reworking of a franchess that 10st its power
shortly after ivan Drago uttered the words,
“He is not human. He is ke a plece of iron.”
(The less said about "Hocky V', the better,)

As s0on as you sip the game disk into

your conscee aned the famous ‘Rocky’ theme
tune Kicks in you know you're in for a sterling
expenence, but what follows Is much better
than Edge had anticipated. Rage has

“Don’t be 100 surprised by the high mark: even
though it'll be too demanding for some, Rocky
represents the best boxing title on the market”

Get KO'd and you have to repeatedly
press the A button to recover. Stay
down longer to boost flagging energy

090

captured the essence of Stallone’s scripls,
moronic acting and OTT fight sequences with
remarkable flair.

Movie mode sees Rocky starting life in
dismal arenas fighting other no-hopers such
as Spider Rico and Dipper Brown, uritil
Apolio Creed makes an entrance. HiS
momentous decision to give a plucky
unknown the chance of taking his crown sets
the player on a journey that wwidly mirrors the
films' magic. Movie clips, samples from all
five films and tongue-in-cheek cut-scenes
combine to add atmosphere and impetus 1o
the boxing action. And all opponents,
including luminanes such as Clubber Lang,
wvan Drago and Tommy Gunn, can be
uniocked for the multiplayer mode onca
beaten, Hulk Hogan doesn’t make the final
cut, but then you can't have everything.

The boxing itself is easily the beast
3D interpretation of the sport to date and
makes all other contenders, such as
Ready 2 Rumbile and Mike Tyson's Baxing,
ook like punch-drunk hasbeens surviving
on past glories. To say the boxing is
‘convincing is misleading, however.

The ham-slapping, cucumber-crunching
soungd effects so evocative in the films has
been captured magnificently and when

o Y HOCKY IV

3

II.'... % \". ~.~ WA .I:'.‘.. 3

The singleplayer mode is superb, but get together with some friends for a session in Exhibition mode
and you can expect whoops and hollers to rival the best multiplayer games. If he dies, he dies

punches connect. they really connect,
The fighters' animation is accomplished,
and when you Iift an opponent fully off the
ground with a shot to the breadbasket it's
enough to make you wince.

Strategy and use of the ring is particularly
important for success and though the first
couple of boxers can be defeated with
button bashing, all later opponants require
tast footwork and skilful combos to take
down. There are occasional glitches in Al
(fenting around to the side of opponents to
deliver hooks and body shots proves
successiul In many cases) but in general
adversanes react comvincingly to counter any
one-punch strategies.

Indeed, learing the game’s Compos IS
absoiutely vital for success, though a hefpiul
sparmng mode will soon see the more
complex and effective combos masterad,
And it's here where the game excels. On
Contender mode the game is initially very
hard. Even to the point of frustration. But
once you begin to string combinations
together and leam how to press an
advantags, the game opens up. Eventually
beating a seemingly impenvious apponent in
a 15-round epic Is uniguely satisfying.

The game's only weakness is a learning
curve that could be more accurately
represented by a wavy line. Although it could
be argued that this faithfully patterns the




—T

/ .i : J

i Fui
|'.';_ I‘_l'.l (]
i

i !
(L
i el

The spamring mode is not just a gimmick, but
sariously helps to improve your technigque.
The opponent’s boxing style can be adjusted

DRAGD - - ROCKY

Each character has special super punches, which if
pulled off correctly produce a nasty splash of crimson

challenge/detence nature of boxing isaif, it's
too erratic and could see less determinad
phaayers hrowing in the toweal whean the
challenge suddenly amps up. A switch 10
Novice mode only resulits in a game that can
D& Deaten (00 aasiy.

Yet Hocky deserves great praise, if only
for a splendid revival of a licence many
thought was brain-dead. Don't be too

Licence reworked

Raoe is hardly the first company ©
resurmect an ancient licence and i the likes
of Rocky and Terminator: Dawn of Fate do
well at retail, gamers can expect a raft of
similar “80s fim tie-ins. However, although
Sega's excellant Rocky (1987) for the
Master Systerm managed to capture the

_ _ : When punches connect they really make an iImpact, though blecking and dodging are equally histrionic spint of the films it went pretty
surprnsed by the high mark: even though it important for success. There are great touches, too. Unruly spectators throw bottles into the much unnoticed by tha general public.
ba 100 ;_r-amaqrj'_ng for some. F'GL.'H] L-‘“uF"'EF'T|'§.r' ﬁl‘]-ﬂ and lplﬂﬂumd blood IEI"-I"'B'I'I'h.IuI]T','llr gtains the canvas. All for the Htl'l‘lﬂ'ﬂ]hﬂ'l'&. of course

Edge sincerely hopes that this lovingly
represents the bes! baxing title on the crafted effort fares better

market. And our prediction for the last [ =

fight in the game? Pain F_,;?é

Edge rating Eight out of ten
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Quantum Redshift

Format; Xbox  Fublisher: Microsoft  Dewsloper Curly Monsters  Frice: E40  Felssse; Out now

LM I'.:

uanturm Redshift updatas the
lechno-rocket-sked genre 10r AIROX

with a measured pixal punch 10 the retina.
A genuine contender for the next-
generabon futunstic-rater heavywaght lite,
some gamers will no doubt be thirsty fo
compare this to the Wipsout series
Guantum Redshift does lack some of the
vertiginous edginess of Wipsout Fusion, but
the balance and precision of the racing
means it steps ahead of the PlayStation2
racer on a number of fronts,

The pace and arc of the racing Is
giways on a ngh, athougn the music
colours and genaral ambience of the game
oy i . lack the frenatic amphatamine beat that

o - some future racers try to convey. The action
a3 41.1 - : 5 NO less anjoyable for this and offers a
Turbo:'0.0ns £ deft charm of its own, presenting each track
in the language of its home country ana
ieading with a baal ‘em up-style character-
driven dynamic, Each character has their
own home track and will ecelve a
_ ; personalised insult from rival racers. There's a
X S AN AR T L) o o typically spuricus relationship with the

1 E:I-E"I BN W o ' ' . | nemesis character 100, ending in a one-on-
“Shield ey one challenge race for each htle

The racing itsell s comiortably famiiar in
the way it leads the player's eye and
responseas amound the track and theme are
only occasional moments whean control is
i0st 1o the biur of scanery and the splatter
of spectacular lens-splash effects. Track
power-ups are wall judged oo, thair
placement on the track encouraging more
daring leaps and greater high-speed risks.

The standard weapons are offsst by
shields that can be usad (0 cover your
rocket-powered behind at the crucal

L]

moment of impact; you're given plenty of
waming whean the projectiles are inbound
When i runs out vou 'l rapidly be smaCcked
gown, ending the race a burming mess
Lintess of course you make judicious use
of the few seconds of turbo boost that

High-speed combat is executed with spectacular aplomb. The attention to detail in design is obvious at all

_ : are supplied to you, giving a precious
stages of play, especially with regards to the clear and informative heads-up display that you can see here

thrust-over-time rather than a single
one-shot boost.

This is a game that goes what you'd
expect vary well Indeed, leading beginnars
and twitch experts alike into familar realms of

Talent spotting

Hetween races you are abile to spend the ponts
eamed in combal and track-stunts on upgrading
shieids, weapons and thrust. it s simpie, but it does
ada noticaably to your machine. Characters also
have their own well-defined talents and the
progression over the short fournament Sessions

on-the-fly tming and hgh-speed uogement
Not worth buying an Xbox for, but certainly

worth buying for your Xbax, Cuanfum
Redshift is an attractive and welcome

. T
=
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& |

reinstatemant of the genre

makes a considerable impact on how your game Points are gained from combat, pick-ups and
evoives. Such features combine with the glittering from long-distance jumps. These allow you to
presentation to create a fulfilling package beef up aspects of your crafl between races =age l"ailr‘:f;;rf SE"-.IE'I out of ten



Auto Modellista

Fomal PlayStation2  Publkshor Capcom  Developar: In-house Price, V6,800 (£35) Rsisase: Out now lJnr.lanI'. 2003 (UK) Previously In E106, E112
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altering the appearance of your vehicle Wl Y 0:0
(Dath Dodykit and decal addtions), etc - 18

Deautiully accompisned and thorougnity
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enjoyabila. It allows you 1o personalise your

car in @ manner impossible inm st of today's
3
racing games Edge rcalises, is
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this. First, the oniine side of the equaton is
ety 1o be unsolvable by most playars
outside of Japan, tharaby '-'n:jE-I:!‘:-:! tne

game s potential (a worthy lesson should De
You get the occasional moment of slowdown but
most will be too enthralled In Auto Modellista's

grawn rom this for the planned AL release

sacond, Auto Modellista dispiays what gorgeous looks to care. A tle-in with Japanese
58 t0 be on hH o et fat e R/C giant Tamiya allows you to race a 1/10th

scale version of your car on the model makers
official track (left). It's a rather charming touch
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Irectional changes are required reguenily
and quickly. sadly. entire levels of COMsety
arg missin om the game's driving moces
Add in II'.I- glubborn stupidity displayed by
your Al opponents and the resulting
EXDEnence Is unnecessanly aggrieving

In its gelencea, Aulo Modalista s 1oCus

reaily 1SN 1 on e racing (a2 1act remoncen 0y
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gnire Oynami i given Now Capivaing lap lLime "
find the customising 00722 , Given the amount of tme spent

’ customising your car, Capcom obviously
thought it logical to Includa tha ability to
totally customise your garage, too. A huge
varlety of tems (toclboxes, trolley jacks,
tyres, shelf units, posters, atc) unlocks by
playing through the gama and you're free
to place them within your chosan
anvironmeant. You can then take the camera
on a tour around your environment. As with
the car tweaking, you'd be surprsad just
how compelling this can prove
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options avallable to them this just

seems terrbly wastaful B

i ~ rating Four out of ten

Auto Modaellista's handling model offers frustrating layers of understear — you get used to it eventually,
but it really Is stuck at an elementary level of vehicle dynamics and it reveals the lack of focus on racing
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Battlefield 1942

Format: PG Publisher: Infogrames  Developer; Eple/Digital luslons  Frice: £30  Fsalsaze, Out now

Previcusly in E114

he promise of a large-scale multiplayer
T vehicular title has seldom been realised
with much vigour on the PC, despite a wealth
of promises. Tribes 2 managed it, but with a
Nuge demand on player NuUMmbers anc an
excaptionally complicated game dynamic.
There hasn't been much else of note, aside
that is from 531‘1‘.'“.1‘?.-:';'.-1 1942

Arts dogsn't have hgﬁ hopes for this game
and as a result coverage has been rather
imited. In fact, it might not shift many units to
the PC massmarket, but it Is going to makea
an Impact that outweighs aimost anyihing
slse since the duel betwesn COuake and
Unreal in 1999. The eve-candy addicts with
an arcade twitch will be |usting after Unrea/
Tournament 2003, but it is the scope and
ambition of Battlefield 1942 that is raising
many syeorows.

Battiefield 1942 puts you In the pasition
of an infantry trooper, chogsing between a
number of different classes. With that soried,
you enter one of the many battiefields of
World War Il. From Iwo Jima to Kursk,
Stalingrad to Omaha Beach, all the highlights
of that most vicious confiict are Included.

The central game mode sees both
sides struggle for control of key positions.
The more of the map you dominate the
slower your reinforcemeant tickets are
depleted. Take the whole map and axhaust
the enarmy and YOLI Ve Won This premise
will sound familiar to anyone who's played a
recent PC shooter, but the difference in
Battlefield 1942 is the intuitive implementation
of over 30 vehicles. From planes o gun
turrets, jeeps and half a dozen tanks, to
bombers and even an aircraft camier: you
can play with it all,

The ease with which this has been sat
up and the scale cn which the tightly
locused combal takes place make
Battlefield 1942 an awe-inspiring and
endiessty vaned multiplaver expensnce.

The possibilities for organised team combat
ana simply staggering, though you'll need
more than ten-aside tc make the most of
mary of the gamea’s vast environments.

Edge can't help fesling that the
maps might end up being a little empty, with
Europe simply not having a large enough
community to sustain it. However, for sheer

ambition alone Battlefield 1942 wears a

badge of courage, rewarding It for I =2

actions beyond the call of duty. =
Edge rating: Seven out of ten
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LR NS L SRR all the vehicles in Battlefield 1942 they provide a
- massive boost to the objectives of the infantry

1 - A taste of the uh::l

It's the versatility le expearience that

makes Battlefield 1942 so refreshing for
PC FPS fans. Manning a fiak AA gun or
driving a jeep comes with the same ease
as sniping an enemy at 2000 yards or
bailing out of a plane. Although each of the
maps is huge, to accommaodate the
vehicular antics, the battle is defily focused
on key objectives, helping to implement a
feeling of actually being involved in the
battlefield action. This Is one game that
really does live up to its name.

Different types of troops come armed with different equipment sets, including medical packs, snipar
rifles and anti-tank weaponry, Anyone can use any type of vehicle though, regardless of their initial class
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Shox

Format) PlayStation2  Publisher: EA  Developer; In-house.  FPnce £40  Helease: Out now

Precaualy in E114

he competiton s ferce. Nol just n

this game, but in the ganme as a whole
As a resull, driving games may seem like
they get a bit of a beating from Edge.
Nothing could be further from the truth and
(4] g[—:[ a SiX g JellTie must be enayalie,
technically accomplished and better
than most of the other bland efforts that will
be hitting retall outlets from now until
Christrmas. Shox is all these things, but for
all the game's bombastic overtones it
fundamentally fails to thrli as much as the
EA Big brand label promises.

There's a valiant attermpt at noveity,
and for thal EA should bé heartily
commendad, but the Shox Zone feature
has less impact than we anticipated. On
each circust there are three timed zones,
with gold, silver and bronze awards gven
dapending on how fast you negotiate
each zone. The idea, of coursa, & to try and
attain three golds belore the end of the race,
Achieve this and a compietaly ndiculous
Shock Wave featurs is unleashed on the
player (see Lite through a fish-eys lens).
But entering the wave merely Nncreases
the money eamed for your race, which is
where ine game (ais a ithe &at.

The problem is, the cash hangouts
for compisting each racs {any of which
can be attempted a kmitless number of
times) are just too genenous, effectively
devaluing the game's currency and
rendering the Shock Wave feature
somewhnat redundant. it's also possible to
gamble your cash on new vehicles, but
again, fall 1o win and on the naxt attempt
the CPU will ganarously offer you the
same vehicls for half the gambling cost.
Any compeatent driver will never fesias i
their balancs is ever in jeopardy.

The racing itsell has teen bult around
the 'every comer sideways prncipie and
s immediate, fun and engaging. However,
a lack of sensory feedback, both through
the DualShaock's rumble facility and in the
audio department, results in a car that
never quite fesls as though it's fully
connected to the ground. Certainly, the
sanse that you ' re drmang across different
road surfaces isn't conveyed as well as in
World Rafly Champwonship, for example

Shax is a decidedly professional package

buifed up to deliver enough thrills to keep

any driving enthusiast content forafew £ ==
days. A typical EA product, then, 4 ,g—,.,-"

Edge rating:

Six out of ten
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Expect enthusiastic commentary and glitter T d
when you complete a Shox Zone segment. Three . u_ﬁl’ﬂ,‘f"" Wi .

golds will trigger the disorientating Shock Wave 1, (A ,.,.;_.__a‘-‘”"."-';'.!.,_.ﬂir eV S

Been for an aye tast recantly? Shox
manages 1o capture that pre-test aye
droplel blur with alarming accuracy. Once
the Shock Wave has been tnggered it
passes along the track carrying along any
vahicla that manages to keep up. The
adges of the screen distort while the sound
mimics somathing approaching waves

washing against a pebbie beach. Don"t
axpact it to iImprove your drving, however

Thame's no spead boost, just an
ovarwhalming feeling of disembodiment

The multiplayer games {left) include traditional head-to-head races and tag games which are neither
original nor avertly thrilling. A driving game would hardly be complete without a bridge to traverse (right)
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Way of the Samural

Format: PlayStation2 Publisher: Eidos (Fresh Games) Developer; Acquire  FPrice: £40  Helease: Out now

Previousty in E105

Thoughtful swordplay is well rewarded,

as only good technique earns you the more

complex moves needed to progress

Freeform gaming

Way of the Samural's multi-path adventure
element was perhaps the biggest factor
behind the game's success in Japan.

And though it would be easy to overstate
the freeform nature of the game (because
cartain avents and finales seem to crop
up whether you seek them or not) even
whean Edge tried to repeat adventures
exactly, it failed. More impressively, with
game scenarios that encompass the
discovery of illicit inter-family liaisons and
the guarding of prams, Way of the Samural
can also lay claim to an uniquely powerful
and diverse narrative too.
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As in Ocarina of Time, specific moments throughout the two days of game time trigger a range of tasks.
The subtitles add to the serene but surreal atmosphere, though dubbing would have been preferable

fter the high-concept Japanorama of Mr

Moskeeta and Mad Maestrol, Agquire's
Way of the Samurai initially appears an odd
third release for Eidos' Fresh Games imprint.
Sat in the dog days of Japan's feudal system
and featuring a somewhat unwieldy combat
system, the ragged-looking samural sim that
s Way of the Samural hardly screams for
yvour attention, Add a small and al-too-bare
gameworid to the mix, along with many many
subtitied-because-they-couldn’t-be-
bothered-to-dub-them cut-scenes to click
through, and the prognosis looks worse

But while the look and feel of WotS is
generic at best, the central game mechanic
ls exquisite. Launching you straight into a
bitter inter-clan conflict between the
Akadama and the Kuruo, WotS gives you
two game days of relative freedom to settle
the conflict once and for all. As soon as
vou've named and robed your hero, only
your actions will determine whether you enral
n either clan, or flioat somewhera between
the two. As an adventure it plays like
Onimusha meets Deus Ex meets Ocarina of
Time. Or rather it has pretensions to do so

Slowly the gameworid starts to make
sense. The pleasura to be had in WotsS
comes from replaying sections again and
again until vou rescive the conflict in a
manner befitting of a samurai, That's not to
say the game is humourless or alienatingly
authentic — because, as soon becomes clear,
the initially daunting 1878 setling works as an
expressionistic piece rather than a period
drama. Witness the comedy Afro-Amencan
Samurai, or Chelsea, the English princess on
the run from a Gauitier wardrobe. Indeed,
after a while, your eyes become completely
samuraised, as the plot unravels and you
pick up nuances of character, plot ana
comedy that were hitherto invisible.

The fighting system also improves. As
you master the delicate parry and pusn
brutalities of samural fighting so exhaustingly
detailed In the game's near endless tutonal
you earm more moves. Experment further
with stances and timing and your fighting wil
improve further still. And there are sword
upgrades to be fought for, or bought, too,

Wherever you look there'’s evidence
of subtlety and care. Way of the Samurai
might be slight and hold ideas above s
station, but the curious will find it an
intaresting martial arthouse alternative %’é
to Onimusha's box office blockbuster. p==

S out of ten

Edge rating:




Sega GT

Format: Xbox  Publisher; Infogrames Deweloper: Sega  Price: £40  Releass: Novemnber 1

T he level of detail that goes into racing games is a
massive variable. Some rety on the punch of visual

splendour for success; others seek to swing the buying
pecision with realishc physics or licences. Rarely does a
game hit every nall on the head, consacutively and
squarely. Sega GT is just such a game. It's accessible
enough to appeal 1o the casual gamer, but scratch the
surface, and you find an experience rich in detail. Taking
its cues from the Gran Tursmo senes, Sega GT
nvolves trading and racing, spending winnings on
performance-enhancing upgrades, and progressing
through a senes of licence tests in order to raca In
fougher (and more lucrative) events.

Sega GT allows the gamer to progress at their own
pace. You can choose to generate cash racing the
same events, but when the challenges tail off, the
athvanced licences beckon, and tougher events are
unlocked. The constant drip-feed thrill of the upgrade.
more comimon 10 RPGS, 5 guaiiied by the detalled
physics model, which emphasises the broad range of
performance and handiing characteristics between
different cars, While Sega GT's conceptual ’A‘;I %

orginality may be in question, its quality is not (==

Edge rating: Seven out of ten

Petit Copter

‘Format: Xbox  Publisher; Aqua System  Developer: In-house  Price: ¥6,800 (E37) Sskesse Out now [Japan), TBC [UK)
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Previously in E114
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The Chronicle mode is one of Sega GT's
finest aspects, and also distinguishes it
from Polyphony's Gran Turismo series.
Other neat touches include a snapshot
function that lets you put photographs of
your favourite race moments in your garage.
As for the driving? It's more than competant
but hardly sets a new genre benchmark

It's possible to interact with objects to a
limited degree in the game. Pressing the
‘fire’ button produces a reticle that opens
some doors and can even turn on
computers and TV sets. Hover close to
smaller items, like the desk calendar, and it
will begin to shift revealing the star beneath

ou won't ind many western developers taking a

punt with a helicopter simulation game - and even
iewer gamnbhing their reputation on one Invoiving
remote-controlled models. (Especially after the disaster
that was Shiny Entertainment's BC Stunt Copter,) Bul
Agqua could always anticipate nicha nterast among
Japan's hardcore RC enthusiasts, and they've delivered
with an impressive wideogame transiation of the noboy.

Certainly, it's the best "toy’ simulation game Edge
has seen for some time, and the feal of controlling tiny
vehicles has been captured beautifully, Adventure mode
sees the player hunting for stars in a typical Japanese
home, with areas opening up once certain targets are
reached. Bul many of the stars have been squimeled
away in drawers, cupboards and hidden panels — all of
which can be opened by pressing the 'fire” button
The excelient handliing makes for a relaxing and

entertaining game, wnich makes the disappointment of
complating it in an afternoon all the maore profound.
There's a Challenge mode — with Super Monkey Ball 2-
style mini-objectives, but this too should only take a
coupie of hours. Hopetully, Agua will deliver a =

rmore comprehensive package in the near fufure 1=

\

Edge rating: Six cut of ten



Marvel vs Capcom 2

Format: Xbox (version tested), P52 Fubiisher: Capcom  Developer: In-house  Price: ¥6,800 [£35) Felease: Out now (Japan), November (UK} Previously in E&1
PRFSS STARY BUTTON . T e R G 1 5 R it o, while Cube owners get Capcom's sequential
m&‘ﬁ e SR P 0 T R vt g v battle with arch-rivals SNK, Microsoft reqeives a
,,,,, i e e T - A ) —ld port of the second ludicrous clash with Marvel., It is
\m"'j “ *“.i " AN Y ' ; AN itk woarth peinting out that there was nothing fundamentally
ST AR AT TR, - ' W © AN oL wrong with the GameCube edition of Capcom vs SNK
i - o il 1 I|_ , L r . 'y = mn 7Y - o

2, other than the fact that the non-conformist nature of
the pad renders it unplayable in standard mode and the
| b _ M b o game is retarded in EO mode. The Xbox version of
______ 1 L . w QUL W RS ' RUHR. L Marvel vs Capcom 2 suffers a similar fate if you try and
AR b, N : | | T A L ' play it with the westem pad — but this is a Japanese
game, intended for Japanese machines and Japaness
controflers, and with that it works acceptably.

Still, the game is better on the PS2's pad, where
the D-pad and digral tnggers hold up better to the fast,
ludicrous combat, There's nothing new here, of course;
it is still quarter turm and punch, still the same dynamic
Capcom has been trading off for over ten years. But it
is still good fun, and while the wealth of options, fighting
styles and charactars may be confusing to newcomers,
the slapstick three-on-three action and superstupid
specials will be a draw. it might be more a party
game than a pure fighter, but it's difficult to sniff {%
at the gquality of the entertainment on offer. %-

Just as the first game, Capcom's characters
come from several genres, extending right
across its back catalogue. It might not be
the purest fighting game around, but it's
unguestionably one of the most insane

Edge rating: Six out of t&

The Thing

Format: PG (version tested), Xbox, P52 Pubiisher: Vivendi  Davoloper: Computer Artworks  Price: £35  Felease: Out now Pravicusly in E102, E104, E114

s the relationship betwean films and videogames

becomes ever more snug, John Carpenter’s 'The
Thing' finally gets a videogame outing. Picking up after
the events of the film, you play a soldier tasked with
uncovernng the horrific events which ook place at the
Antarclic research base.

At.the core of The Thing is pressure: pressure to
kaep NPCs from becoming scared, homicidally
paranoid or dying from the cold, along with more
standard problems such as ammunition, mission
objectives and plain old survival. The Thing also
manages tension weall: it's quite some time befora you
first fire your weapon in angear, despite dramatic hints
that danger is ever just around the comer. But once the
mutated alien monstrosities start coming, they hardly let
up, and judicious use of the satisfying flamethrower is
necassary (o deal with the larger monstars.

_ _ U7 AN | AR
A visually atmospheric expenence — the bleak, N——— - A7 AP 1 I"-’;: (! b'"'1 | ._ N L L IRANN : | The weapon effects are particular good and
terrifying Antarctic is particularly well-realised —is not let W ' | Rt l.' ' ' " your flamethrower will soon become your
. d ' ] best friend. But let's face it, your colleagues
down by the fact that the game is essentially a linear - "r :
ey b \ : 1 ' are hardly to be trusted. One criticism of the
series of set-pieces. Only the intrusion of too many | . B & .: :!'l'\ g ' i gt game is its insistence on linearity. Keeping
unnecessary help screens at the start breaksup § 2 ' fellow men from the brink of insanity can be
; : n ' i i hen th
e oth : = rewarding, but this is destroyed w ey
otherwise coherant, thriling experence. p i aitate iy dn Weitable sol e
Edge rating: Seven cut of ten
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The making of...

DI

Ignored by the videogame intelligentsia, loved by the masses,

Dizzy was the blockbusting videogame phenomenon of mid-'80s Britain.

And the story of how a smiling egg came to dominate the software charts
for three years is one of bedroom coding taken to its absolute limits

Lok

rigginal format: Spectrum
Fid u-:.";-_-r Codemastems
Developar: ﬁﬂmvﬁ Phillap Ofeer

= -_._-,'-:- 1586
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he take Of NOow the Liver twins

qot o the idaogame iNnaustry

s one of those Britsoft yams,
comparable 1o the one about Gremiin
starting up above a computer Shog i
Pater Molyneux and Les Edgar kick
starting the development of Populous
after receiving free Armiga hardware that
showld have gone to Torus. not Tauns
The brothem, recen purchasers of i
HHC Micro, entantd a competition on a
Saturday marming Kicks show [“1sla St
Clair, Tommy Boyd. Jeremy Benadle
remembers Andrew Oliver) to design
videogame. Thaey won - bang the h

onNes to send an actual game rathar e

a desagn idas draam N CrayoE ]
ater SO0 (et 10 ACOmED 1or | ¥
Spoftng the Money Making

potorital of wileogames. Anchrew nd
HFhilp spent The ned yaar Dashang oul
com-op clonss and aducatonal
softwarn lor a vanaty of bucigael
publishers intally on the BBEC and later

on the Amstrad 6128 Then n

seplamber 1985, the twing attaéndaa i

first aver ECTS where they met Richard
and Dawd Darling. The fulure
Codemasters foundars were satting up
o thar own and Needed freslance

POy ar T “Uine of ther e was it
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The original Dizzy featured familiar '‘80s
gameplay elements such as collapsing SoORE _I}"' o s M s e
platforms and pixel-perfect jumps W @ il 83888 tl [‘ZE'”] &6 4 i @ o

HOLDING

< 104 >

you write a game for us we'll give you
£10,000." recalls Philip Oliver. The catch
was, it had to be out by Christmas so the
brothers nushed home and wrote fiip-
screen platiormer Super Robin Hood in
six weeks. It sold 100,000 copies.

It was dunng work on the brothers’
that Philip started fiddling around with the
basic character design that would lead 1o
Dizzy. As he explains, *| was sitting there
working on the star of Ghost Huntfers,
drawing his face, and | had three pixels
high, four pixels wide and four colours,
You can't be too creative with that, so |
just got bored and started sketching
ideas. It occurred to me that what we
really needed was for the player to get
empathy with a character, and the only
way that would happen is if they could
actually see the face. So | thought, I'll
blow the face up, so it becomes the
whole character. So we did the face as
g as possible - we could prnt
something like 32 pxels wide by about
48 pixcis high, and still move it around
fast. And of course once you've done
that, there's no point in trying 1o create a
realistic human — you've just got to create
a cartoon character. S0 we drew on ayes,
a mouth and nose, stuck some feet on.

Arms are always expressive so we stuck
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The Oliver brothers managed 1o tease
impressively intricate locations from the
rudimentary Spectrum hardware
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them on, too. And that's it really... it
Iterally took half an hour to come up with
the Dizzy design.”

Ghost Hunters went out with a more
realistic human protagonist, but the twins
woulkdn't let their egg-shaped character
go. They started imagining a game
universe to suit the character, This
creative freedom was a luxury of the
haphazard way in which Codemasters
worked at the time. In the early days,
deveiopment stalf were employed on a
freslanee bases, which usually meant
sngie-man leams designing and writing
games from home. On top of this, coders
were responsible for managing their own
projects. As Andrew puts it, “They never
and we'd never get advances. You wroie
games and gave them finished masters.”

Ultimate adventure

With Dizzy, Philip and Andrew set out,
rather ambitiously, to create “the ultimate
cartoon adventure.” As unapologetic
populansts, they wanted to capture a
mass audience - which at that tirme was
mostly young and inexperienced with
technology. So they hit on the idea of
theming a character-based
puzzie/platform/adventure game around
fairy tales ~ “they're rich and varied, and
everybody all over the world knows
them,” asserts Philip. He continues,
“Our basic mechanic for the gameplay
was pick up an item and take it to where
it can be used. Obviously, peopie had
done that before, but they'd always
done it with keys and doors, and if you
maka everything logical it becomes

extremely boring.” So these real-world
devices were replaced with fairy tale
systems, A magic bean, dropped in the
right place, would grow a beanstalk to
provide access to a high platform; an
impassable giant rat could be coaxed
away by playing a pipe borrowed from
the Pied Piper. Simple yet charming and,
as would become clear, hugely effective.

The production process behind the
game was umguely shck for the time.
Says Philip, “We spiit backgrounds and
foregrounds. so one of us did scenery
and one would take all the moving

characters. Don't ask about music, that
was just a complete bodge.”

By now the Spactrum was a much
bigger market than the Amstrad, so Dizzy
was developed for Sinclair's system. The
brothers hated the squidgy keyboard,
though, so they wrote the game on their
Amstrad, getting an electronics expert
friend to design a rudimentary serial
cable capable of streaming data to the
Spectrum via the printer port. “All we
actually typed on the Spectrum - after
writing a little load routine in ten ines of
Basic — was LOAD * <enter>"," claims
Andrew. “Then we put a tape in and that
fired up the download software. Both
machines were running ZB0, they wene
very similar. They had shightly different
graphics formats, but because we were
generating the graphics inside a little
editor we just put some ophions n to
save out in both Spectrum and Amstrad
Xbox, GameCube and PS2," says Philip.

The Amstrad had other benefits apart
from a decent keyboard. The machine




boasted an axcellent disk drive offering
random access, high speed and
reliability. There was also a handy chip
called MAXAM, which could be plugged
nto the expansion port at the back of the
machine. It cost £80 and gave the ability
to write ZBD assembier and compile it to
machine code. Thes, of course, is one of
the reasons the Olivers could write
games 50 quickly - they weren't tied fo
the slow, unreliable tape-based system of
writing straight to the Spectrum.

The brothers also developed design
techniques and coding shortcuts to give
Dizzy a singular look. “We created the
backgrounds from a barik of 255
imegular-sized sprites, about 50 of them
being the alphabet and numbers. Our
editor allowed us to move any sprites
around and drop it at any position on
screen down to a pixel resolution,
overlapping and ‘mixing’ with anything
under it. To draw a tree we'd slap down
several chunks of trunk on top of each
other and then add some randemily
placed foliage ‘balls’ above it, hey presio,
a tree. To vary it a ittle further our sprite
prnter allowed us to flip sprites
horzontally and vertically, allowng us 1o
make things looks more unique and less
repetitive. This made Dizzy games look
quite organic and very different to other
games of that time which all used aligned
BxB graphic blocks (characters). With our
method, you could describe a whole
screen in a lar less memory too, which let
us create bigger and more interesting
maps which contributed greatly to the
success of Dezzy.”
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Later Dizzy titles tampered little with the
classic gameplay - even when the Olivers
sub-contracted the work out to other
studios such as Big Red Software

The first Dizzy, released in 1986, was
more of a slow burner than an instant
chart smash, with word of mouth winning
the game enduring sales. "It went out fike

any other Codemasters game at the time,

with no real marketing, and it didn't really
sefl particularly well, although
Codemasters recened thousands of fan
letters. And what they noticed was, every
game they'd ever released sold for about
a month and then died, but Dizzy just
kept selling and selling, And a year later
when we did Treasure Island Dizzy it was
still salling. And when Treasure was
released it went straught to number one.™

From here on, the Oliver twins turned
into a two-man production line, writing
game after game in intense six-week
bursts. By Fantasy World Dizzy the third
titke in the series) they were knocking out
two maps a day, drawng them on papear
first belore coding. The game was
finished within a month. In 1986, the
brothers were responsibie for seven per
cent of all games released in the UK, and
they estimate that in the following year
around 50 per cent of Codemasters’
output had ther names on it.

Daily grind
During this intense panod in the mid-
"80s, the pair were often programming for
20 hours a day, seven days a week. They
became experts at sucking the fat out of
the development process. “We wrote
map editors, sprite aditors, we re-usad
code - we'd write a sprite routine and
use i for ever more. We chd a random
routine that was written in 1985 that we
still used up until two years agol”™ Later,
after the first Dizzy titles, the brothers
started farming sequels out to other
developers and took on other Codies
projacts such as Pinball Simulator and
Jet Bike Simulator. As Andrew explains,
"To relieve our boredom we just did Dizzy
game, sim game, Dizzy game, sim game,
and every once In a while we'd chuck in

Codemasters released around 14
Dizzy titles across a muiltitude of
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platforms, the basic gameplay rarely
straying from the original blueprint (apart
from offshoot titkes such as Fast Food, a
Pac-Man clone, and Dizzy Panic, a Tetnis-
nspired puzzier). High review scores
healthy sales. Indeed, Dezy was
undoubtedly the company’s most
profitable pre-Micro Machines francivse,
helping it 1o survive its lumultuous
courtroom dramas with Nintendo and
Sega. lronically, the only instalment to
win any kind of industry award — 1991%
The Fantastic Adventures of Dizzy on the
NES ~ would be the Oliver twins' final
Dizzy release. As Codemasters plunged
into a mega-money lawsuit brougit
against it by Nintendo for bringing out the
Game Genie cheats device, the twins falt
game development was suffering in the
intensaly political atmosphere and lefi
so0n after, having completed a couple of
In 1991, the brothers set up ther own
development outfit, Interactive Studhos,
which changed its name to Biitz in 1999,
Intriguingly, the legacy of Dzzy lives on in
the company's current output. Recently
released cel-shaded Wamer Brothers
licence Taz: Wanted and forthcoming
adventure title Zapper both feature sharp,
colourful environments, well-realised
characters and surmeal puzzies - the
building blocks of the Dizzy saries. The
charming the masses, and slipping

under the radar of criical attention. E

They are content with that.
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The name Dizzy comes from the fact that the Olivers’ egg-
shaped hero does cariwheels as he moves. This leature was
only included because the brother's proprietary sprite editor
had a sprite rotation facility written in and they fancied using it

< 105 2




[

RESE [

Examining gaming history from Edge’s perspective, five years ago this month
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Had Edge s purple
class A narcotic? Had destructive incisive copy finally
It was nelther, Edge is

afrald; the tape heid Edge's third CD to the cover, and

clammed an Industry victim?

markad the first review of DMA's Grana Theft Auio

“A uniguely angrossing and magnificently playable titla,”
wrote Edge
for all the wrong reasons, b
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1. The onginal GTA
remember when blood was
measured in pixels, not

polys? 2. Sailing! Al Shipl In!
Psygnosis'! Overboard!

i, Quake Arcade, based on
the principle that some
Quare players might leave
the house 4, Gaming: a
hobby to be proud of
5. Rival Schools: United by
Fate - "could be the start of
something big" €. Satum 2
or Internet mockup?
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wmbers Dune 2 The Battle for Arrakis
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Dune 2 was Gaz's top game. Westwood really knew how to get a fresh game experience
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Core Design might have wall have the same
platitude in mind with regards to the rumours of a Tomb
Raider nude cheat, investigated in a sidebar in Edge's
'‘Girl Trouble' anticla. "Caore danies It [axists], as well as
the rumours thal it started the rumours in the first
place.” stated El:lge, plainly not corvinead. The article
was more torthright In its criblcism of saxual
stereotyping. It closed with the request that developers
spend as much time "developing personalities and
in-game roles of female characiers as they do i _r~

developing those characters’ breasts.” L=
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In 1992 | managed 1o blag an Amiga with a
bunch of games to review on a Saturday moming
show | presented and produced. That's how | came
to play Dune 2: The Battle for Arrakis.

Dune 2 is now known to be Westwood's first
successful stab al realtime strategy, leading to the
Command & Conguer phenameana, but back then |
had no warning that this game would cause my life
to go missing, and, in later years give me ‘Nam-style
flashbacks of Ornithopters, | close my eyes now, and
see spice harvesters forging a path inlo an otherwisas
black scraen, and hear the metallic clicks that
responded whenaver | commanded my House,

EDGE #1168

The clarity of the voice sample "Acknowledged”
resounds in my mind's ear to this day.

| spent more time in Pause mode figuring out
what to do than in frantic action, but it was somehow
maore exciting for it. Thosa damed Omithopters were
still getting the better of me when evants brought my
battle to an end: | met my hero, Buzz Aldrin, and
bought a PC. The next five years wers spant tnang 1c
get Buzz Aldrin’s Race Into Space to run on it.

Later, | gave my Amiga to my brother, John, who
lives in a part of Wales where post-DOS technology
has failed to penetrate, So, 13 years on, the =
House of Jones is still waging war on Arrakis.
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FAQ

Mark Sample

aving spent the last 12 years working in
H the videogame industry, Mark Sample
proudly lists Actua Soccer and Driver as
two of the projects he's been involved with,
He recently finished work as assistant producer

on the excellent Rocky (see pB0) and so found
the time to fill in this page.

What was the first videogame you played?
Battlezone was probably the first videcgame |
played. | remember this because at the time |
was too short to see through the view-finder of
the cabinet, | used to play by looking up at the
screen from underneath.

What was the first computer/games machine
that you owned?

A ZX Spectrum 48k, bought way back in 1884,

| was close to buying a Lynx 96k instead of the
Spectrum, but thankfully a friend persuaded me
otherwise after showing me Wheslie.

What was the first thing you ever created for a
computer or console?

A Defender-esgue shoot 'em up. | replaced the
spaceship for a helicopter and the enamies
became jet fighters, jeeps and tanks.

What was your first job in the industry, and
what was the first thing you ever designed?

| got my first job at Flair Software as an artist on
the Commodore 64, That was in the good old
days when blocky sprites, character celis and
colour clash ruled the worid. The first thing |
ever designed was a personal expansion Set

of rules for "Talisman', a very old Games
Workshop board game.

“It can get quite depressing when yo
life on one game hoping it will be a w

What's your favourite game ever, and why?
Racing Destruction Set on the Commodors 64
by EA. At the time I'd never seen or played a
game that allowed you to drive so many different
vehicles. It even had its own track editor, shame
It came on two tapas and took around 45
minutes to load.

What was the last game you played, and what
did you think of it?

Battlefield 1942. | think it's a great game.

The vehicle diversity adds immensely to the
overall playability.

How many hours a week do you actually
spend playing games?

spend around 6-8 hours per week playing
pames. It used to be more but times change,
aybe |'m getting old.

hat's the first game you look for when you
alk into an arcade?
t's got to be Strider. | really enjoy leaping around
e levels like a madman, great fun. it's not so
zasy finding the old arcade games in working
prder anymons, thera's always an emulator

fhougn. ..

at's your favourite book, album and film
of all time?
eorge Orwall's "Animal Farm' = to me this
DOOK just about sums up everything in life,
English Settlement’ by XTC — a brilliant aloum by
g much underrated band and Sam Mendes'
Amencan Beauty' — Lester Burnham rules.

ich Website do you most regularly visit?
often visit hitp://Remix.Kwed.org, which isa
great site. If you're a fan of Commodore 64
remix tunes you'll find hundreds herz. | also wisit
Gamespot, IGN and Eurogamer 10 keep up with
the daily gaming news.

What game would you most like to have
worked on?

ISuper Mario World. For me that's still the perfect
platform game. Instantly accessible, superb
replay value, fun characters, plenty of levels,

the list goes on...

Of all the game you've been involved with in
the past, what's your favourite, and why?
{river's probably my favourite because the team

Iil spend two years of your

nner when it hits the shelves”

was extremely focused and efficient. It was very
Exciting to work on the game and even better
that It turned out to be a smash hit.

What stage is your current project at?

FHocky is completely finished and shouild hit the
shelvas in early November, Work has already
begun on our next project, but yvou'll have to wait
and see what that is.

Which aspect of it do you think will impress
players the most?

MOCKy S addictiveness 1S very impressive. Once
two players get going it's very difficult to get the
harjs back of them and the intensity of the battles
matches that of the films In every sense.
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‘What new development in videogames would
you most like to see?

iThe ability to play videogames without the use of
ia control pad - just plug your brain into the
Econ‘m:ﬂ port via & lead and off you go.

disappoints you about the industry?
Long development times can be annoying. Each
r games take that little bit longer to complete,
land it can get quite depressing when you spend
around two years of your life on one game
inoping it will be a winner when it hits the shelveas.

‘What do you enjoy most about working in the
videogame industry?

| enioy baing able 1o work with people passionate
about making games. | also enjoy seeing daily
Improvermeants in the games | work on, Each day
It gets a little bit better,

Whose work do you most admire?
Sega - for still managing to show how true
arcace games should be made.

What new gaming platform are you most
looking forward to?

| laok forward to all new platforms. Each one
gives me a chance to continue making games
on cutting edge technology.

What are your thoughts on mobile phone
gaming?

Personally | can take it or leave it in its

current state. Small blurry screens and
difficult controls are two of the biggest hurdles
it has to overcome.
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I've always felt somewnat uneasy with
videogames centrad on wars that nave taken place
in Iiving meamaory, but realise that generaticnally and
culturally things mean different things to different
people, Howeaver, when one of my Muslim
colleagues at work was visibly bemused at reading
vour review of Confiict: Desert Storm (E115) it
brought up a lot of old Issues for me, and
moreover an increasing disappointment that Edge
doesn't seem to pay any mare attention to ethical
issues within games than it did a year ago when
the point was first raised.

Confiict: Desert Storm is a videogame centred
on events that happened not just within ivmng
memaory but within one generations memones. UN
estimates put the number of lragi dead direclly
from the confiict at 250,000, be they civikans or
conscripted soldiers. There can be no more jarring
inchctment of our juxtaposed cultures than on the
one side, thousanas of families Iving in poverty and
presumably stil mourning the deaths of thair ioved
ones from the confiict, while on the other, we
re-enact the whole situation on conscles that cost
more than 80 per cent of the world population’s
monthly wage, for our own visible enjoyment - not
to mention the thought of playing the game in
three months' time while the real-life homor
happens all over again,

Once again, the Issue Is not one of censorship,
which |s a futlle exercize and only staves off the
discussion as opposed to engaging with it. But
that's exactly what's not happening at the moment
- videogames can be executed with the utmost
finesse in terms of gameplay and graphics, but we
have to treat the subject matter with as much
serious attention, and ask certain things - will the
garne alienate minority sections of our society? If
it's based on real-life events, are they accurately
portrayed? Is there any hidden agenda gaing on?
They're difficult questions to ask, and the
temptation is to just not bother, but without them,
we're left yet again looking like an industry whose
ways you can blow somebody's imbs off

Communicate by post:

Or email:
edge@futurenet.co.uk

supersedes all else. At the end of the day, if Edge
of all publications 1sn't going to ask these
guestions, nobody else will,

Mark Whitfield

Edge is, first and foremost, a videogame
magazine, With space at a premium, conveying

the rmerits of a particular game takes priority, even
over social or moral comment on events of global
significance, however horrific. The publication’s
primary function is to look at titles from a purely
gamepiay perspective, in affect disassociating the
game from any real-world event that ‘inspired’ it.

In refrospect, the prescreen you mention could
have been plvased more tactiully. Ulimataly,
Confict: Desert Storm 8 3 good game, and it
WwOUld sl ba a good game without its licence.

Iz it expioitative? Of coursa - but in no more a
mamner than the many offensnely patronising
and sterectype-filled Hollywood produchons
out there, for instance.

However, this is by no means an axcuse 1o
commented on what it has considered 10 be areas
of potential concern. When appropriate, we will
continue to do s0.

| find Paul Ibbotson’s comment
regarding Intellectual mhm when
compared to other pastimes fairly invalld, Can the
puzzie-solving antics of Aiven really be compared
to a read of 'The Lord of the Rings'? There Is no
brain-teasing mystery to a linear narrative. There
are no ‘open puzzles' for you to figure out. All plot
matters are divulged from chapter to chapter and
are handed to you on & plate; all you have to do is
read the book. The inteligence to be found in
reading a novel 15 in considenng the greater
meanings and consagquances that come from the
social, political and cultural context of the text.
Ironically when consicdening this, the one game
that Paul criticises for not being Intelligent enough,
MGSZ2, turns out to be one of the games most
worthy of inteligent thought and discussion.

Letters, Edge, 30 Monmouth Street, Bath BA1 2BW

Many an academic mind could write an essay on
the Psycho-Mantis level and its relationship
between text and reader in terms of
postmodernism and the direction in which this
pushes interactive entertainmeant. While I'm sure a
study of Metal Gear Solid 2 In a post-9/11 climate
would yield interesting results. My suggestion to
Paul Is that if he wants his games to be more
intelligent then he should himsalf approach them
with a bit more intelligence and think of them as
culturally significant products rather than just
something to pass the time. Perhaps there is a
lesson to be lkearned here from the mainstream
press and high-end acagemics too.

Ashley Day

While it's true that Hideo Kojima has cleverly played
with the conventions of videogame rarmative in
both Meta! Gear Solid and Metal Gear Sobd 2, it
does not follow that the stories themselves are
aither profound or sophesticated. Indeed, many
might argue that there’s more substance and
emotional depth to be found in Tove Jannson's
Finn Family Moomintroll books. But your pont is
well taken; videogames are as worthy of study as
any other medium, We just need a few more good
narrative artists {0 do the form juslice.

In reference to the articla in E114 about
companies delivering games and other digital
media via high-speed Internet conneations, | just
thought | would make a point on the subject. | feel
that these companies, as well as Sony and
Microsoft that seem to have similar plans,
underestimate the fun of buying. There Is a clear
difference between buying and paying for
something. A large part of the fun, or whatever you
want to call it, in buying games is associated with
the actual physical product. | believe that many
that have downloaded pirated software from the
Net agree when | say that it is just not as fun as
buying the gamea. Morals aside, | think that most
people will agres that a large part of the fun comes
from the physical aspect: going to your store or

“Videogames can be executed with the utmost finesse
in terms of gameplay and graphics, but we have to
treat the subject matter with as much serious attention”

EDGE 511t




picking up the package at the post office. Looking
at the case, reading the booklet and physcally
putting the game into your console or PC, for that
first play, should not be underestimated as sources
of enjoyment, | believe that many people also like
the look of their game collection, when it is put in
the bookcase, The same things apply to Edge.
Most of the information s available for free on the
Intermet; why should peaple spend money each
manth buying Edge? Because there is a different
feeling to a magazine, holding it, reading it in bed,
at breakfast or in the bathroom. Ficking out that
favounte issue from three years ago and reading it
again is another example associated with the
physical product, S0 my point is, do not
underestimate the fun, and power, of buying.
Jesper Koefoed

Edge heartily agrees. The physical slement of retail
therapy should not be underestimated.

| am a long-term reader though nave naver
yet felt compelled to wnte to you, but when |
recently read with great interest the 'Siracy in tha
Playground' articie (E113), this changed. [ am 18
years old and own both a GameCube and an
xbox, along with the major ‘last-generation’
machines. Being 18 means that | have just
completed my A-levels and lsft a college where,
like at any school, videogame piracy was rife and
opinions were similar to those of the puplls who
took part in your survey for the aricle. | was one of
the few who were actually willing to pay £40-plus
for a (good) game, and didn't own any copied
disks. Some found my lack of interest in copynght
theft strange, but in reality | have built up a far
more appealing collection of games than any pirate
could manage, purely because they aren't cheap
copies and | know I've worked hard for the money
exchanged for them.

Indeed, many of the pirates at college believed
that they wera even doing the mdustry a favour
and citing the success of the PSone as justification
for their actions. | see this attitude as dangerous for

Final Fantasy IX, the worst of Square's narrative-
based games, and one that turned Andrew Shaw
off gaming. Where's the passion nowadays?

the industry as a whole and fing it hard to believe
that the major players aren’t deing more to counter
the problem. Surely they can see that one copied
game (almaost like a pair of fleas) can produce
hundreds more, and yet they do nathing to stop
the infestation of lllegal disks on the nation's
markets and carboot sales. | do believe that a
software price drop to around £20-25 would
greatly diminish the number of pirate gamas; but |
fear it is a problem that will never totally go away.
Either way, my stance will remain unchanged. | see
no reason 1o ever purchase an lllegal copy of a
game and fund the pirates, aven if the BAP of the
real thing is still too high.

Dan Walton

Over recent years my intzrest in
videogames has declined to the point where | have
no intention of buying into any of the nexi-gen
consoles, and | only piay shareware/freaware
games cn my PC. It's testament to what a great
read your magazine is that | still read Edge.

Now my passion for videogames 1S no more,
but I've inherited from my game-playing days a
fascinabion for Japan and Japanese culture, and to
replace videogames my new hobby is Japanese
anime and manga, some of which, rather
embarrassmgly, Is supposed to be for kids, But the
amazing beauty of the artwork, and the coherent
and uplifting fantasy storylines transcend age, and
it's all a world away from the cliched, cynical cash-
Ins that have put me off videogames, However, in
companng my old hobby with my new one | have
some observations to make on some of the regular
themes of your letters page:

1. Videogaming is a very cheap nobby. 've
spent over £1,000 this year on import DVDs,
books, stc. Studio Ghibli films cost $50 each and
I'll probably only watch them twice. Racing games
or RPGs costing £30, on the other hand, have
given me hundreds of hours of playing time, on my
own or with friends. Even if you take the consoles
into account, which the manufacturers make a loss
on in any case, videogames are fantastic value.
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2. Now if only videcgames would match the
quality/content of anime they'd be unbeatable
value — compare the terrible script and dialogue of
Xenogears with the brilliance of Clamp’s "Clover’.
There's really no contest. Too much time spent on
flashy graphics and FMV, and little on storyling or
character development. When did | ever actually
care about a game character? Aeris dying in FFWI,
and, er, that's it. With manga on the other hand, |
care about what happens to Sakura and her
friends, | felt sad for Suu at the end of ‘Claver’, and
| instantly fell in love with Chi from ‘Chobits’. This
50t about siiconised "emotion engines’, it's about
having the talent and skills to make you believe in
the creation before you, to make you really care
about the characters and their fate. Compare with
Lara Croft — does anyone know what her
personality really 187 Does she have ong?

3. Piracy — | would play and have played (in the
distant past) pirated software. But | would never do
this with anime despite the easy availability of gold
disks on the various auction sites. | have far too
much respect for the manga artists to do this.

The passion of these artists for their work comeas
across on svery page, in every brushstroke of the
pencil. But | perceive no such passion in
videogames. | saw it in APV, and FFVIN was
oway, but FAX? I'll never go back to Square’s
games. Jomb Raider and Tomb Raider 2 were
great, but TR3 and TR47 'l never go back. And
how much passion is there, even for the sport of
tootball, in a FIFA game?

Pearhaps I'm baing harsh. Videogames are unlike
any other entertainment format. But if | can get
passionate about ordering an import "Chobits’ DVD
in a language | don't speak a word of, but nat give
a damn about a PlayStation2 and a copy of
Final Fantasy X, | have to ask myself wihy?

The answer is | just can’l believe in videogames
any mare — they're fake.
Andrew Shaw

Edge is sormry that your passion for videogames
has waned, but there’s clearly a difference between

‘I do believe that a software price drop to around
£20-25 would greatly diminish the number of pirate games,
put | fear it is a problem that will never totally go away”
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following a character in an anime senes and that of
a4 game icon who might get an airng once a year, if
you're iucky. Be mindful of the moment
Videogames - at their basl - offer a series of
dramatic predicaments 1o test the nerve, the brain
and the reflexes. Try Super Monkey Ball 2, Super
Mario Sunshine or Fro Evolution Soccer and you
might rekindle that old flame.

“You’re a console gamer You'rs dumb.
You're stupid. You're unevolved. Hell, you'ra not
gven in the gene pool — you're still waiting In line at
reception behind the contestants from “Big Brother’
to pay to get in it, You must be a 'casual gamer .
The lowest common denominator. Compared to
us, your games are mefely a void where innovation
should be, you PlayStation protozoa.”

An exaggeration of some PC gamers. But only
just, mind you, To be frank, certain members of the
PC gaming community seem 1o be desperate to
label themseives as gamers at the cutting edge.
That wading your way through all the bugs.
glitches and ropey operating systems somehow
means that you're right on the cusp of gaming
innovation. That paying way over the odds for an
entertainment system really 18 justifieg. That If you
want the best, you've gotta pay for it with continual
graphics card/memory upgrades. And take all the
above downsides on the chin with all the bravado
of a porn actress.

if you don't go through all of this then you're a
cop out — you must be a console owner. The
owner of one of those wretchad boxes which take
away all the hassle, gives you virtually bug-free
games, an ergonomically intelligent input device
[that's a joypad) and a stable platiorm which, uniike
a current PG, will still be capable of playing new
games in three years' time.

Because of these benefits, in the eyes of some
PC gamers, console games then must be
unsophisticated. They can't push the envelope
unlike us, the PC game playing pioneers. They're
way too mainstream. Middle of the road.
nariginal. Sequel-ridden.

Smug PC gamers will soon have reason to worry,
argues Adam Phillips. With ambitious titles like
Fable coming to console, is the PC on the way out?

Oh, yeah? Lets see what gaming innovations
the average PC gamer has been buying into over
the last six months or so: Return to Castle
Woifenstein (shoot things in the face); The Sims:
Hot Date; Soldier of Fortune 2 (shoot things in the
face); Milk It Ticoon; Jeai Knight 2 (light saber
things in the face; fall off ledge to death) The Sims:
Enema Edition; Medal of Honor (console-1o-PC
updaie), elt.

What about those timeless nnovations,
though? You know — Deus Ex? Black & White? Fair
enough, the PG histoncailly has excelied in this area
and still does. No argument there — thoss two
games were part of the reason | spent a fortune on
upgrading my PC. indeed, console owners had to
wait (or are waiting) for the aforementioned titles to
comea out but never mind, thay were playing the
mnnovative Halo and Grand Theft Auto I to keep
themselves entertained — how long did you have to
wait for the latter on your PC (and its awful
framerates)? And just how long exactly will you
have to wait for the former?

As for the future, well, console owners will be
enjoying Hafo 2 and the much-anticipated RPG
Fabfe on Xbox (not PC) and indulging in the likes of
lco while they're waiting for Deus Ex 2 to be
converted. Oh, and as we know, online
multiplaying is on the near horizon as well,
console-wise.

And the funny part is that you can buy all three
consoles currently on the market for the price of a
kick-ass PG and still have encugh money left over
to have a holiday in, say, Australia. For two weeks,
By the beach. Or alternatively spend the leftover
money on a second-hand PC {or Mac) to do that
pasky word processing.

Perhaps then being a diehard PC owner who
won't look beyond his mouse isn't so smart after
all. Perhaps that's why PC sales continue to shrink
because people can get their gaming kicks from
other sources without all the hassles, costs and
patches. And software companies surely know this
- that's why innovative titles in their own right do
surface on consoles or are ported over increasingly

as gamers embrace consales because they are
interested in gameplay rather than in increasingly
irrelevant loyalties.

So for those detractors of consoles, stay smug.
That warm glow of superiority will keep you all
toasty. Which is important because one day, you
may well find yourselves left out in the cold.

Adam Phillips

| refer to the news that the Greek government
passed legislation in July outlawing all electronic
or mechanical games, which appears to have
taken a rather peculiar twist into a McCarthy-

style witch hunt of Greek gamers. It is reported
that cybercafes are being closed down and
computers confiscated in a bid to stamp out an
llegal gambling epidemic thought to be worth
€320m per day.

The issues relating to the alleged gambling
epidermic aside, the vision of a poor innocent
(Greek gamer happily engrossed in an onling game
of Counter Sinke suddenly being arrested by a
rapid response unit and dragged into an armoured
van would be comical If the reality were not so
serious. Even the Conservative-biased press in the
LK — who, over time, have attemptad to pin
evarything from schizophrania to autism to viclent
criminal behaviour 1o terrorism on gamers — would
pe hard pressed to support the apparent current
actions of the Greek government.

The lack of logic and intelligence with which this
legisiation appears to have been operationalised is
stagaering, and | wonder where it might go. COne
would not have to search toa hard to find an
Amerncan politician who would advocate a total
ban on gaming, probably claiming personal
backing from almighty Gawd.

| suppose an analysis of the root causes of
gambling and the socio-cultural reasons that may
have resulted in the alleged 'epidemic’ in Greace
would have been regarded as plain ‘crazy’ by the
establishment. Unemployment is up again.

Computer games that is. Eﬂ(g__
Jay Smith g

“You can buy all three consoles for the price of a kick-ass

P and still have enough money left over to have a holiday

in, say, Australia. For two weeks. By the beach”



From the forum

A selection of choice cuts from Edge-Online’s discussion outlet (http://forum.edge-online.com)

Subject: Stupid Games Design #2: Orgy of Evil
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Is Britney's Dance Beat too immature for Edge
readers, as Afterbirth suggests? No, it's just a poor
game. Dungeon Seige, meanwhile, would benefit
from sophisticated monster interactions, argues
Kenshi. If only they could talk to each other...
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“This is silly. Shouldn’t these most evil of beings be trying
to kill each other or simply stealing the treasure? The living
dead should be going after the nearest living things around”
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Next month

KED?

Why Edge swears Mlcrosoft s console is becoming the new Dreamcast
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