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ENTER THE FUTURE OF INTERACTIVE ENTERTAINMENT

t is the evening of May 10, 2000. Tens of
n thousands of videogame industry execs are
descending like locusts upon LA. Somewhere in
the city, Hideo Kojima is telling confidantes that
he feels nervous. Tomorrow, his latest creation,
the follow-up to Metal Gear Solid, is set to make
its grand debut on a jumbo video screen at E3,
and he's not entirely confident that it will receive
a warm reception from cynical attendees.

If ever an emotion were misplaced, then surely
it was this one. Sure, it took a while for news to
get around. Indeed, when Edge’s travelling party
first visited the Konami stand at 11am on May 11,
only a handful of showgoers were gorging on the
nine-minute presentation. After that, however,
word spread like a virus, and by the afternoon of
May 13, the area in front of Konami's stand had
become an impromptu cinema overflowing with
hundreds of gamers seeking to witness how
Kojima-san is rolling back videogame boundaries.

On the other side of the hall, Oddworld
Inhabitants spokespeople were telling journalists
about the difficulties they were having developing
for Sony’s latest console. On the Sony stand itself,
meanwhile, a number of limp-looking PlayStation2
efforts gave credence to such gripes.

But try asking Kojima-san how his team has
found working with this convoluted architecture.
Edge did, querying the Konami team's use of
middleware. “We waited for the tools to arrive,”
Kojima-san admitted, “but they never turned up,
so we built our own from scratch.”

This, perhaps more than anything, is the reason
why Metal Gear Solid 2 is breathtaking — because it
is a labour of devotion. Instead of carping about
problems, Kojima-san and his team have simply
dived in, got their hands dirty, and let the results
speak for themselves. It's an example other
codeshops could do well to learn from.
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Metal Gear Solid 2 42

Solid Snake returns, older, wiser... and more extraordinary

When 62,000 people gather in one place in the name of
videogaming, there is a story to be told. This is Edge’s
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Cutting Edge. .

The latest news from the world of interactive entertainment
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MICROSOFT UPS CPU ANTE AS X-BOX DEV KITS SHIP

Seattle glant's console strategy takes new twist at E3, while publishers begin to pledge commitment to the format

Mg

ICrosoft has begun shipping X-Box dev kits to key
m partners in its next-generation console push. The
company has also confirmed to Edge that the finished
hardware will use a 733MHz x86 CPU rather than the
previously mooted 600MHz unit.

Tokyo-based Koel Is the first publisher to publicly admit
taking delivery of the hardware. The company was one of the
first developers in the world to show PlayStation2 game
images (with Kessen), and it is believed to be working on a
handful of strategy titles for Microsoft’s machine.

Meanwhile, at E3 in LA, Microsoft’s PR machine stepped
up a gear with its X-Box hype drive. The now-infamous girl-
and-robot demo was shown behind closed doors running in a
realtime state, revealing some extraordinary metallic surfaces
reflecting the action in a supremely realistic manner. Seamus
Blackley, Microsoft Games’ director of advanced technology,
maintained that the performance of the demo unit (containing
an NV15 graphics chip) represents ten per cent of the final
DOX's power, although other developers at E3 relayed to
Edge that 15 per cent was the figure they'd been given.

A lack of actual X-Box game demos was one of the

In the absence of actual biggest disappointments of the event for many attendees.

game code, Microsoft
wheeled out its glorious
realtime-visuals demos
once more. This time,
however, as well as
underlining intricate
graphical effects - such
as the slight rippling of
the water’s surface as
each butterfly touched
down on foliage (above)
~ tech guru Seamus
Blackley was at pains to
reveal how an X-Box-
specific DirectMusic API
could enhance a scene:
as the butterflies move,
the audio score adapts
a given composition in
accordance with motion.
The results? Beautiful

Jay Allard, Microsoft's X-Box platform general manager, told
Edge that working game demos were not being shown
because the company is not ready to publicise its portfolio
of titles, "but we actually have code running and a lot of
publishers writing it." He wouldn’t be drawn on the

development resources that Microsoft itself will be

N A

The silver X-Box hardware image was all over E3.
Some insiders suggest X-Box to be the final name
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The realtime girl-and-robot demo (all three shots) may not hold as much detail as the original
prerendered version (Seamus Blackley claimed not to have a figure for the amount of polys
evident in the scene), but the results wowed the Japanese coders Edge viewed the demo with

assembling for X-Box, but he did point out that the A lack of actual X-Box game demos was one of the biggest
company's current games publishing group would form a disappointments of E3 for many attendees. Microsoft

ready source of talent because of the obvious synergy that LD y
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exists between PC and X-Box architecture.

When pressed on the advantages of X-Box over PS2,
Allard highlighted the advantages that network connection
will bring: “When we looked at X-Box and its design, we said
we need to change the rules. We need to give developers
more clay. So more graphics, more sound, etc. We're very
proud of what we're doing on those fronts, but fundamentally
the hard disk and networking is the new clay for them to play
with. And you think about a Formula One game, where the
statistics get downloaded every Sunday after the race
happens, you think about a boxing game where you can
download new boxers because you've already played
through a new fighting game. It changes the dynamics in a
very powerful way, and the hard disk coupled with the
network makes perfect sense. | think console gamers are
ready for networking, and our strong heritage with the PC
and the Internet capabilities are going to come to bear here.”

He also drew attention to X-Box's hard drive: "Synthesis
falls short without persistence. So we think persistence Is a
natural complement to synthesis, and an important one.”
Taking the concept of dynamic terrain as an example, he
went on: “How do you save a game when you've generated a
fractal landscape? You have to save the fractal landscape. So
we think it will create a more realistic environment. Think
about skidmarks at Silverstone hanging around.”

In the face of Sony’s claim to be providing more than
simply a videogame console, Allard was bullish: “Can you

investment in the hard disk, the powerful graphics chip?
Why are we putting a 733MHz chip in the box? Not to
watch a movie, but play a movie.”

Retail comes calling

Allard also revealed that Microsoft has spent the months
between San Jose's Game Developers Conference and E3
talking to retailers: “The retailers are all lined up - all the
broad retailers are very, very, excited about working with

us and we're talking to them about floor space, about final
packaging, about having demo units in the stores, all that's
underway. And we've started to work with publishers in the
final business terms. What we've heard from consumers and
retailers is that it's very important to be consistent. They like
the consistent packaging, they like a uniform brand. One
thing they struggle with regarding PCs is the non-uniform
packaging, the non-uniform brand and the lack of Clear
compatibility requirements.”

Above all, though, Microsoft wants X-Box to be judged
on the games produced for it: "As you know, it's a publishing,
developer-oriented business, so we're signing publishing
deals to publish several different X-Box titles with several
different developers. The bottom line is that the partners that
are most critical are the creatives that are going to produce
the content. That's what's going to be material in customer’s
minds. They don't go to the store and say, ‘It's a black box, It's

New technology
for Sega coin-ops

PowerVR Technologies, a division
of Imagination Technologies, has
announced the development of
the next stage in Sega’s arcade
hardware. The PowerVR 2DC
graphics processor is currently
at the heart of both the Dreamcast
and the Naomi arcade board.

The new technology enhances
the PowerVR architecture with an
advanced co-processing engine,

hardware geometry transform and
lighting to reduce the load on the
CPU. Although previous Sega titles
have made use of multiple Naomi
boards - notably F355 Challenge -
the new technology is more
sophisticated, supporting the use

of multiple rendering processors
with a single geometry processor.

Sega is already hard at work
on several titles that are expected
to be released later this year, but
no firm details had been released
at the time of going to press.

play movies on X-Box? Yes. Can you play music on X-Box? a blue box, which one do | want?’, they say, '| want this

.-"J- =
Yes. Where is the technical innovation? Where is the game, and this game looks best on X-Box'." hl_§~
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KONAMI BRINGS LA TO HALT WITH PLAYSTATION2 MAGIC

Metal Gear Solid sequel proves more than enough to bring attendees of the world’s largest game expo to their knees

m ever in the history of trade
videogame exhibitions has one

Individual element — machine, videogame,

software company, whatever — stood so
head and shoulders above all around it as
at the Electronic Entertainment Expo at
the LA Convention Center between May
11-13. Konami stopped the show, literally,
on the hour, every hour, with a video
i ‘ presentation of Metal Gear Solid 2 (see
E-...-...! p42), the first game to give a real
epaptd. (A 1oL N RS

FLECTRONIC ENTERTAINMENT Exp

indication of what PlayStation2 can do
when tickled in the right places.

7 Not that other exhibitors didn’t make

i - a spirited stab at grabbing the spoils.
Microsoft, in an effort to replicate Sony's
show-stealing PlayStation2 pyramid at last

year's event, set up an X-Box booth

providing regular technology demos.
Apart from MGS2 and a handful of
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The weather in LA for this year's event was good - and Konami heated up the atmosphere further every time it
kicked off its Metal Gear Solid 2 presentation, ensuring it the attention of hundreds of dazzled attendees (above)
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other PS2 titles, including the likes of
Dark Cloud and TimeSplitters, Sony had a
wretched E3. Many titles lacked polish
(such was their early status), although a
number of SCEE projects will no doubt
merit further attention within these pages.

Nintendo did its best to spare blushes
In the face of technology on display
elsewhere, presenting Majora’s Mask,
Dino Planet and Mario Tennis to
discerning crowds of gamers. Predictably,
no mention was made of Dolphin,
although a number of new shots of the
IBM-developed Gecko processor were
distributed by Nintendo PR execs in an
effort to keep hype rolling.

But, just as last year, it was over on
the Sega stand that the widest range of
quality titles were to be found. In terms of
putting on a show, no one did it better
than the ailing giant, whose glitz-heavy
presentations of Jet Grind Radio and
Space Channel 5 sat alongside the more
sober video-screen debut of English-
language Shenmue, most games
succeeding in igniting the passions of
passers-by. With a networked Quake Il in
playable form, plus all manner of other
attractions from thirdparty publishers,
Sega staff had good reason to smile.

Of the thirdparty publishers in
attendance, it was clear that EA, taking
centre stage in the south hall and no
doubt paying top dollar for the privilege, is
betting all its chips - at least in console
terms — on PS2, the company's giant video
wall playing host to a presentation
overflowing with title after title for Sony’s
machine, from actioners such as TWINE to
titles themed around every imaginable
sport. With a clutch of enormously
promising titles on its stand, Activision
nad one of the broadest ranges of games
at E3, while Infogrames also underlined its
heavyweight status with an enormous
construction brimming over with licensed
titles and the occasional gems such as
Oddworld: Munch's Oddysee and Alone In
The Dark: The New Nightmare.

Catch up with the highlights of

915
E3 in detail starting on p50. '%




Microsoft's booth (left) attracted attendees eager to get a glimpse
of what X-Box can do, even at only ten per cent of its target
power and with no games to show. Nintendo drew its crowds
with Conker’s BFD (below left) and Mario Tennis (below centre)

Sega took every opportunity to show strength in numbers (above left), and even offered a glimpse at new hardware (above centre). It still wasn’t averse
to pulling a few marketing stunts, though (above right). The appearance of Quake /Il was crucial for a company now pinning its hopes on online gaming
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INTERIM ONLINE SOLUTION FOR PS2 IN OFFING

Bristol-based SN Systems announces release of TCP/IP Stack for use with USB modem

m espite Sega’s attempt to steal a march on
PlayStation2 In the arena of online gaming, Sony is

resolutely sticking to its broadband guns. Sega's willingness
to utilise narrowband technology has already seen the
release of Chu Chu Rocket in Europe, and Sega of America
launches its SegaNet online gaming network on September 7.

However, gamers who are hoping that Sony's console will
have network connectivity when it is released in Europe and
the US in October can still hold out some hope. Bristol-based
SN Systems, which was responsible for developing the official
PlayStation development tool chain, has announced the
release of the SN TCP/IP Stack to provide developers with
an interim network solution until Sony provies broadband
connectivity. The SN TCP/IP Stack is supplied as an IOP
executable file for use with a standard PlayStation2 dev kit,
and enables developers to add network capabilities to their
games via a USB modem.

In contrast to the creative range of uses for broadband
connectivity that have been envisaged, the main rationale
for a narrowband solution for PlayStation2 is straightforward
online play. As Andy Beveridge, co-founder of SN Systems,

says: “Everyone is raving about broadband lately but the real

Quake Il could yet provide a significant shot in the arm to Dreamcast online use, and there’s
no doubt that a PS2 version would placate users frustrated by the foggy broadband picture

reason IS likely not gameplay but the fact that it is a big future

Issue for electronic distribution of movies, music, etc.

connectivity when it is released in Europe and the US in October Tl chanee cfcaa]
"I suspect all the console manufacturers are planning People forget that developers have been finding modems sid
something more substantial than just an Internet connection quite adequate for a good number of online games for many Sega of Japan after the compan
- they will want to provide the whole service and there will years. Modems will probably remain the cheapest and revealed rd straight year o
De a lot they can do to provide additional value and easiest and most common way to get online for quite some apa’s b mpany Cs il
distinguish themselves from other ‘providers’. time yet.” This sentiment was backed up by a major publisher | |
“This has little to do with online linked gaming, though. that Edge spoke to, which seemed to be evaluating the : :_;._i.%1?._'.?-3'3215%?:'1-?.'5 :“'-_;,ji_".f.'_::%!-‘f‘f*-‘ 2, are tc
TCP/IP Stack purely in terms of head-to-head play, without . 3 | """
considering alternate uses such as downloadable levels. AM R&D#1 becomes WOW
The lengthy roll out of broadband infrastructure in Europe R&D#3 b daker
and the UK looks set to delay the implementation of Sony’s | Ao |
own network solution. “| think they're looking at the bigger
picture,” says Beveridge. “They want to provide a solution # k ke
not just for broadband connection from the PS2, but the |
whole network side of it.” -~ RE " ' i
In the meantime, while a number of thirdparty developers ; F‘ g e
are evaluating the software, it is too early to say how g [. .:- uson |
widespread use of SN's technology will be. With a common -2 I
standard for USB modems already in existence, though, there ~ sugge ;.-j_l‘ 1at Sega of

IS a possibility that online gaming will be available to EE

The SN Systems product should enable PS2 to
support online games such as Unreal Tournament

PS2 owners when the console launches.
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PLAYSTATION GAMES ON DREAMCAST A REALITY

Sega set to gain enormous software catalogue boost overnight thanks to efforts of innovative LA codeshop

he emu scene gained an unexpected host platform
on May 11, as the bleem! development :eam

revealed its PlayStation emulator for Dreamcast. LA-based

bleem!, Inc. intends to ship four iterations of the software

later this summer, each supporting 100 leading PlayStation iy e N

titles. All will offer technical enhancements, including a i b N 4 = -*‘--“" _.: 5-##‘1 5

640x480 resolution, and will retail for $20 (£13). Y
Seemingly such an unlikely occurence that it even

S

“

1-.‘
.-_...Ié

featured in a previous Edge April Fool piece (see E70), the
arrival of a PS emulator for DC was one of the talking points SUBNIN' BUBBER 7 7.07 4> BURNIN' RUBBER / 1.07 4
of E3. Cheekily reversing Sony's 1999 attempt to have the
PC version ejected from the show, bleem! armed itself with
an injunction against Sony staff coming near its booth.
Edge witnessed Omega Boost and GT2 running on DC
via bleem!, and was impressed by the quality of both.
Certainly the former benefited hugely from the added full-
screen antialiasing and bi-linear filtering offered by the
emulator — effects which PS2's emu system does not offer.
Although other parties currently offer PlayStation
joypad adaptors for Dreamcast, bleem! is to partner with a

‘major hardware manufacturer’ to produce a similar Bty 8 | -,.--";,r-'nuuur RUBBER /1.07 O e BURNIN' RUBBER / 1.07 ¢
device, complete with a VM slot for game saving. | " '

At the time of Edge going to press neither
Sony nor Sega were available for comment. E

Though bleem! used Omega Force and Gran Turismo for its E3 demos, it has since tested its emu
with Ridge Racer Type 4. The 640x480 resolution benefit on DC (right column) is clearly evident

Bringing 32bit games to 128bit: ‘ Molyneux to quit
bleem! VP explains (nearly) all oo PC for X-Box

Lionhead chief Peter Molyneux's
next project is likely to be an
exclusive X-Box project. Speaking
to Edge at E3, he commented that:
"I think the way forward is to
specialise. | realised that | have
never really done a console game.
So it seems the perfect to try
that challenge, doing something
on a next-generation machine.”
While claiming that the host
platform for his next title, code-
named Dimtri (which is unrelated

to Molyneux'’s other project, Dojo),

was yet to be selected, his
intimacy with Microsoft is well
Known. Of the game itself he
would only add that: “What I'd like
to do as my first console game is
focus on the fact that its very
different to doing a PC game. But
also try and do something fairly
unique and original and different
again.” Lionhead’s first title, the
promising Black & White, is due
to go Alpha on June 19.
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EDGE PREMIERES INTERACTIVE ENTERTAINMENT’S FRESHEST FACES

Past participant

could the true golden age of gaming be about to dawn?

dge is as guilty as any of occasionally
reminiscing about the ‘good old days’ of

gaming. A time when graphical considerations
were almost an afterthought to gameplay
brilliance and corporate publishers were more
concerned about customer satisfaction than
hyping a game. These were the days when the
likes of Starquake, Matchpoint, Uridium and Lords
of Midnight provided healthy discussion for the
playground. Lazy film-inspired games were still
thin on the ground, and those that were rarely
obtained the necessary licences.

That such an era existed is as ridiculous as
believing a sudden renaissance in art and culture
dragged Europe out of the Dark Ages in the mid

15th Century. Yes, perhaps there was an endearing

innocence and naivete about the industry during
its infancy. Coders would give advice, swap ideas,
even program routines to build a community and
encourage talent. This was just a hobby, after all,
not a ‘proper’ job. Most already worked nine to
five at the bank, or needed to relieve the stress of
revising for a geography ‘O’ level.

The golden age of gaming, this unspecified
period somewhere in between Pong and the
emergence of the Super Famicom, with a little

considered reflection was just as creatively
inconsistent as any period afterwards. For every
Tir Na Nog there were ten titles of the calibre of
Atari's ET waiting to be returned to the retailer.
Fact is, the rich seam of videogame gems was a
sliver compared to today's wedge. With the advent
of improved technology and graphical splendour
all that has changed is the difficulty in separating
the gold from the pyrite.

This year's E3 was proof that there has been
no better time to get into gaming. The medium Is
almost unrecognisable from its Pong roots, and
Sega’s stand, with its emphasis on online play, has
been the strongest indication yet that the Internet
will change the manner if not the essence of the
videogame experience. Such an application could
not have been envisaged 25 years ago — and 25
years hence? All that can be predicted with any
probability is that online play will be tame
compared to what replaces it.

With games like Half-Life, Phantasy Star
Online, and Black & White all coming to the
format this year, Sega has finally made its platform
a must-have for the hardcore and mainstream
consumer. Don't even ask whether you o
should wait for PlayStation2: just buy both. L\E

From Pong to Matchpoint, and the most recent iteration of the sport, Virtua Tennis, progress in
both graphics and gameplay is apparent. Would you really want to go back to the ‘golden age”?

Edge’s most wanted

Tony Hawk's PS 2

Metal Gear Solid 2

Identifying the hottest incoming blips

conker's Bad Fur Day

F355 Challenge

(PS) Activision

(PS2) Konami

(N64) Rare

(DC) Sega

Much improved sequel to
a surprisingly replayable

skateboarding videogame.

Refined control method,

better visuals, more tricks,

more parks, level editor...

Because it redefines the
concept of a videogame.

Because it looks fabulous.

Because it's the sequel.
Because it will obliterate
everything around it.

A very good game may
well be hiding beneath all
of the controversy that will
inevitably surround its
release. Edge looks
forward to finding out.

Sega embellishes its top
notch conversion of
Edge’s coin-op of the year
(see E82) by adding new
tracks and possible extra
play modes for DC.

PRESCREEN

Index

Prescreen Alphas

Battle Realms

page 28

Metal Gear Solid 2

page 42
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PRESCREEN

PRESCREEN ALPHAS

A NUMBER OF NEW FACES JOIN THE E3 OVERSPILL AS EDGE SIFTS THROUGH THE GAMING WORLD'S LATEST ARRIVALS

STUNT SQUAD & SRC

= \ R L _ Bl FORMAT: PS2 DEVELOPER: CRITERION

Two new PlayStation2 titles from middleware specialist Criterion Studios. The first, Stunt Squad, is a hoverboard-
Dased game from the team responsible for TrickStyle, but the developer is quick to stress that despite the obvious
similarities, this is not a sequel. SRC (working title) is a racing game demo put together in an Impressive six weeks
for the recent E3 show. Even at this very early stage handling is reportedly surprisingly advanced, offering great
feedback for a responsive, confident drive. Draw distance looks decent and it will be interesting to see, among
other things, how complex the Al of the civilian vehicles is. Expect more on both titles in next month's issue
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PRESCREEN

FORMAT: PC/PS2 DEVELOPER: MONOLITH

FoRscreT O R

e LTS
| ]

.

Y Ty

SIETEEE

TR ERHO
X

i AT

Iu-"'liq
i l;l
i

%
b

o

prs
Jon
M W
. m;‘h e
ae e o L
- el ;:‘%
Ml

=
i
T

r L1
- -- - i - -
—— W el
- I"'n — mu.-u
d - e
e

T
.

S TNT S
'i"ll-lrli!il'TiH

-

- e
s f-'.l ‘,11-.".-.\_-

RPN A

£

w

s

=
3

A F..

i
¥

§

From the team behind the likeable PC actioner Shogo comes this story-driven
firstperson shooter displaying the kind of outrageous villains and wry humour
associated with "60s spy films as your character, Agent Archer, uncovers a
conspiracy that threatens the world. Edge played the game at E3 and found it
surprisingly compelling. In particular, the game's colourful graphics and mix of
out/indoor exatic locations prove refreshing after countless nours spent
wandering through mile after mile of brown-hued corridor. More than 30
weapons and gadgets can be found among the 15 oneplayer missions and ten
multiplayer levels. Motorcycles and snowmobiles can also be commandeered.
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PRESCREEN

SEGA EXTREME SPORTS

FORMAT: DC DEVELOPER: SEGA
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Offering a selection of competition-based sports events including quads, mountain biking, hang-gliding
and the slacker’s favourite activity, snowboarding, this is a package aimed at the Increasingly lucrative
‘extreme’ sector. At the time of going to press Edge was unable to secure any further details regarding
this mystery title (these images cropped up on Sega’s E3 press disc), though expect new events and
further gameplay modes to be announced as Sega Extreme Sports nears its late-2000 US release. With
UEP’s recent update of Cool Boarders proving underwhelming, this could be a significant DC release. “"-“l |.'|‘“

—

= FORMAT: DC/PS/N64 DEVELOPER: ACCLAIM

JEREMY MCGRATH SUPERCROSS 2000

With the excellent Excitebike 64 (see p88) having set the standard to beat for current motocross, Edge
SR o g e ‘“‘Hﬁsr"""' - o~ " oo IS hoping Acclaim’s McGrath-licensed Dreamcast supercross title gets closer to it than the PlayStation
R rmﬁ‘ﬂﬁﬁﬁi S ST =B OUting currently doing the rounds. The eponymous eight-time AMA motocross champion designed every

| .'-_ ;__;l bike and eight of the 16 tracks on offer here, but you can add more circuits by kickstarting the game’s
B S AR L

.
.

=
r

o

*
rll."..

level editor. An interesting addition — and something missing from Excitebike 64 - is dynamic weather
which affects outdoor track conditions, the added slip giving you more opportunity to witness the game's
motion-captured crashes. In addition to 125cc and 250cc classes, a stunt competition is also included.
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PRESCREEN

S | LENT SCO PE _ _ - P FORMAT: DC/PS2 DEVELOPER: KONAMI

Shown in a room away from all of the US press hounds looking for the next big ‘killer videogame', Silent

T{]T ﬁL“"T i\ ME UB 55"24 SEGHE DUGUBUE}EJ . s

oz, b LT - PLﬂ.‘ﬂEE_,L—I FEP...,_;- Scope was running on a Dreamcast (shots shown). Fears that without the coin-op's sniper rifle the game

T ot -*. a o ey ...._ﬁﬁ = f  would suffer irreparably were quickly dismissed as Edge picked up the pad for a quick shot. The sniper
L J.l “

i ___*-:.__,.,. ———— _
— . I I i Y- ..ﬂ-n. ,.,.H: ——— sight which appears at the centre of the screen is operated by pressing the right shoulder button and
BN \works surprisingly well in practice. Only the Arcade version of the game was open to play, though an
Original mode option clearly appeared on the title screen (Konami representatives refused to comment

on what this may constitute, however), Graphically, everything appears very close to the coin-op model.

roTALRAME DILSo56  SCORE 00003600
o PLAYER LIFEQR
LAYER

Katch out!
The enemy is aoing to shoot!

STUNT GP _ | _ | | . ~ FORMAT: DC DEVELOPER: TEAM 17

Looking as colourful and funky as ever, Team 17°s cute little racer is nearing its planned August release. ) s - ST e g et
Players are scored on speed, stunts and outrageous combos making use of the environmental aids i

available — anything from a standard jump ramp to flyovers, 360°s and loop-the-loops — In any one

of 16 significantly different vehicles. In addition to the many circuits on offer, a Free-Fall Stunt Bow!
enables some spectacular gravity-defying moves, while an accessory shop allows customisation of car
performance and handling ability. Control promises to be intuitive, and despite the various positions your
diminutive machine may find itself in the camera appears to handle the situation with remarkable ease.

TGERL T
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DEUS EX

Whatever damage to lon Storm’s reputation the predictably disappointing Daikatana may do (see p92),
It's more than likely to be recuperated by Deus Ex, one of the more Interesting PC developments on show
at E3. Showing a genuine understanding of weapon balancing, as well as the necessary implementation
of innovative gadgets, cutting-edge visuals, advanced enemy Al, structurally sound locales, strong
narrative, and believable rules within the game world, the developer has created one of the most
immersive, engaging and promising PC titles Edge has seen for some time. Eidos would do well to
unieash the game as swiftly as possible in order to assist lon Storm in the damage-limitation process.

— : e FORMAT: PC_DEVELOPER: ION STORM

|
B L Ry

I\.H T r -i'i:
_Ih.‘"';j *ﬂ.llf.& £

-:{__];-rh‘-.---
i -'hh-.’

- ] } -
SO AWML . WD | mETTRE || i

il e e LR

f"-‘—rrr-r-'r-\.'rﬁ-.-l-------—n----.——\.-.--.----...,- e ———
= . a

~o e ) B L 8

Tan
b Ny S

[ IR ERCYEEE #
LoSmMet DR m S emiga o Ll

Ly e

Originally designed as a cartoon, this has been transformed into a game which UbiSoft believes may be
Its ‘next Rayman’. In other words, a title that's big on character. That character is Cyprien, a Dennis the
Menace of a child capable of transforming into a "super’ version of himself (reflecting his apparent
obsession with comic books). A hundred characters populate eight levels of distinctively dark terrain,
which, from Edge’s brief sample of the title at E3, appear to be negotiated in conventional 3D platformer
fashion. The Dreamcast version appears to be lagging behind PC, but seems better suited to title.
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RC DE GO i e - ~ FORMAT: PS DEVELOPER: TAITO
Acclaim is set to bring this cheeky I e
radio-controlled car racer to western " " 8’
shores in the autumn where its L rbqt: i:rﬁ
simplisitic yet cute (and perfectly ‘q.;.‘,':"ﬁ:"ﬁﬂ]
functional) visuals combined with the ope |
diminutive nature of the vehicles
involved and fun gameplay will
hopefully see it perform well. A
series of challenges are included as
part of a training mode, allowing you
to get to grips with the rapid
responses associated with driving

a scaled down racer. Both off-roed
and circuit-based competitions are
offered with an appropriate selection
of vehicles (anything from hatchback
to Formula One and 4x4s to US sand
buggies) to match. While racing, a
turbo function can be used to knock
opponents off-course. Expect to use
it as you enter the later races.
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MAT HOFFMAN'S PRO BMX | o _ FORMAT: PS_DEVELOPER: NEVERSOFT
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Given the (albeit initially unexpected) stellar success of Tony Hawk’s Skateboarding, it's easy to see
now Activision's marketing bods gave the green light to another extreme sports title in a similar vein.
Using a very slightly tweaked version of the previous title’s 3D engine, Neversoft is crafting a game
offering vert, street and dirt jump levels, with various competitions and an Interesting twoplayer
splitscreen mode (how the PS will handle such action remains to be seen, however), Eight riders will
De available, but it's unlikely that nine-times world champion Hoffman will be passed over too often.

PLAN ET OF THE AP ES__ FORMAT: DC/PC/PS DEVELOPER: VISIWARE

While the PC version was announced at E3 last year, 12 months later it was the turn of the Dreamcast
Incarnation (shown here) of the polygonal adaptation of the groundbreaking Pierre Boulle book. Planet
of the Apes pitts you as Ulysses, sole human survivor in a land ruled by chimpanzees, baboons and
orangutangs, after your spaceship crashes on an unchartered planet 1,000 years in the future. While
doing your best to stay alive, your advancement through the game’s 15 massive levels slowly unravels
the mystery surrounding the world you now inhabit. Original characters from the film (Dr Zauis, Zira,
General Urses and Cornelius) also feature, and three play modes (stealth, normal, athletic) are offered.
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FORMAT: DC DEVELOPER: GEARBOX

HALF-LIFE

Shown at E3 in looping video form only, the conversion of the PC’s greatest firstperson shooter
appears to be developing very smoothly, with everything seemingly making it across for the
game's first console outing. Control is believed to have been reasonably implemented using
the DC's joypad, though Edge suspects keyboard and mouse support will make the final code.

HEADHUNTER

Another DC title hidden away among the 80 games found on Sega'’s stand was this action-
packed, Swedish-developed effort. Visually competent, no details were given out concerning
specific gameplay elements, though some bounty hunter derivative would appear appropriate
given the images. Sega Europe’s aural maestro Richard Jacques will take care of the tunes.

FORMAT: DC DEVELOPER: AMUZE
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truly multi-plattorm

open and tlexible
architecture

awesome performance

'‘Thanks to the power of

RenderWare3, Rayman 2:
Evolution on PlayStation,2
looks and plays magnificentl
We're supremely confident .
Rayman?2: Evolution will =
prove to be a worldwide h

Steve McCalla,
RayMan2 Project
Manager, Ubisoft

Siggraph Booth #2241

www.renderware.com/rwgames

L3 =) ¢l
Criteri rw-sales@csl.com

SOFTWARE

©2000 Criterion Software Ltd. All rights reserved. RenderWare, the
world-leading 3D game development toolkit, is a registered trademark of
Canon Inc. PlayStation is a registered trademark of Sony Computer Entertainment
Inc. All other trademarks are the property of their respective owners.
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F1 WORLD GRAND PRIX _” B e FORMAT: DC DEVELOPER: VIDEO SYSTEM
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Returning with an improved graphics engine, Video System's second Dreamcast F1 game currently feels
more approachable than its predecessor, something that should no doubt please newcomers to the sport _
of virtual F1. As is now standard practice, all of the stats, cars, circuits, scenery and other bits and bobs - ‘,""' ' "
are included, of course. The preview build Edge has received in the office proves very playable, and -~
everytning appears on track to satisty the discerning DC owner looking for an F1 title. So long as they're "
not expecting anything too drastically different to any of the previous generation of F1 games, naturally.

,-:;,
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VANIS HI NG POINT FORMAT: DC/PS DEVELOPER: CLOCKWORK GAMES

The Dreamcast version shown here has emerged over the last few weeks, obviously exuding a more
polished and refined look than its 32bit cousin. Both versions currently suffer from far too little traction,
with cars sliding around the road as if on a layer of oil, which makes keeping them even roughly pointed
In the right direction something of a struggle. One new feature shown at E3 was the implementation of
the 40 civilian vehicles, meaning you always have cars to negotiate as you attempt to make your way to
the front of 40 competitors. Assuming you can keep your car going the right way, that is. But a delayed
release until the autumn at least means the developer has plenty of time to sort these matters out.
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PC GAMEPLAY, AWARDED 9/10, GOLD AWARD

PC GAMER, AWARDED GAME OF THE MONTH, JUNE 2000
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PRESCREEN

EVIL DEAD: HAIL TO THE KING FORMAT: DC/PC DEVELOPER: T*HQ

Everyone’s favourite B-movie actor, Bruce Campbell, is providing the voiceover for this title (presumably
while ‘resting between projects’). The setup is predictable enough: as lead character Ash, you can use a
wide range of weapons, from axes and rifles to shotguns and chainsaws, as you set about unravelling
further secrets of the mysterious Necronomicon. TeHQ promises to incorporate the style of camerawork
that made Sam Raimi’s movies so distinctive, although there’s no word yet on whether or not the twisted
humour that also makes up such a large part of their appeal will also make the journey across. The game
seems destined to be either an underground hit or yet another waste of fantastically rich subject matter.

VIRTUA TENNIS FORMAT: DC_DEVELOPER: SEGA

e

One of the most playable (and easily the most attractive-looking) tennis games Edge has had the S Y] it

pleasure to experience in the last 20-odd years, Virtua Tennis builds on an already impressively faithful 2P thppﬂ”“"i Lot . COM

arcade conversion by adding a plethora of home modes, including full season options, addictive practice ["'"'"'”“___ _ ' | G i wiw_l“‘-:*;ﬁ%'f_ﬁf'~.
challenges and - perhaps best of all - a magnificent fourplayer game that devours time with frightening e ' i padises e A
ease. In creating a title that successfully mixes realism and playability, Sega’s execution has been flawless.

While UK DC owners face an agonising three-month wait for the September release, import gamers

should be able to pick up a Japanese copy in July. There's always the preview code in Edge’s office...
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EXPERIENCE THE FUTURE OF SPACE COMBAT

OUT OF DESPERATION, COURAGE IS BORN.

GhAR|ancen

i L g L i 'J' i l 2 TR T F I' PR I| n—— e - z : " 4
WWW SIHTINNeEET "N K -
J‘::'-"t‘ ‘E}rr i ln.-.-.. B L—- E W L_' Eq' Ili- r.’ :.I :I- . 5 | __; -!: J E.; ..i .]| ::-_II .:__'.' :! : .'_-l 'E.'.! - :.I- 'I-'l e .3" ,

FROM ERIN AND CHRIS ROBERTS, CREATORS OF THE WING COMMANDER AND PRIVATEER SERIES
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PRESCREEN FOCUS

To Ed Del Castillo, videogames aren’t a matter of life and death. They're much
more important than that. His company Liquid Entertainment is preparing to wage
war on a complacent industry with Battle Realms, its debut realtime strategy game

Format: PC

Publisher: Crave

Developer: Liquid

Release: TBC

Origin: US
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— ne often wonders what the
' O famous inventors of yesteryear
- would think of their creations
today. Would Henry Ford fume at gridlock
on the M257 Would the Internet engage
the interest of Alexander Graham Bell?

Videogame technology has moved so far,
so fast, that the question is less rhetorical.
What would the producer of the original
Command & Conquer — and thus the
entire realtime strategy genre - make

of the desperate stagnation of such a
promising game mould?

Edge asked him, and his answer was
unequivocal: “Individuals in the industry
who have done decent works are arrogant
enough to think that they know
everything. But this industry is not that
stagnant yet. Every year, everything

------------------------------------

doubles. Our capacity to make a better
game doubles. In an industry where
everything is twice as good, every year,
it's ridiculous to me that people are
putting out another... Red Alert."

As producer, Ed Del Castillo
was one of the key people behind
the groundbreaking RTS title. He is now
president and co-founder of California-
based start-up Liquid Entertainment. He
doesn’t seem to have lost his interest in
games - or talking about them - either:
"Are you guys nuts? Can’t you conceive
of using the theoretical maximums of what
you have today - or what you're going to
have tomorrow? Businesspeople are so
happy using the Microsoft model: ‘Give
them just a little bit more. Give them some
cream cheese on their bread this time.

FERTTEEr B EE S S A F B B SRR R R AR B S R T B R R S R F R R A S T R R A R R B
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Name: Rob Sandberg

Name: Ed Del Castillo

Name: Mike Grayford

Job title: IS manager

Job title: Partner

Job title: Partner

The relatively low
number of units in
Battle Realms has
allowed artists, like
Feng Zhu (above),

to up character detail

4 30 EDGE’

Saute some onions for their bread this
time’. But it's still the same old bread.”

Del Castillo is more vocal about games
than almost anyone in the business that
Edge has met. He wants to make games
that change people’s lives. Early games
such as Sea Battle on the Intellivision and
Richard Garriot's Ultima 3 convinced him
he didn’t have to become a lawyer or a
doctor. He wants to do the same for
others in the same position.

“Their model is one for an industry
whaose technologies have stagnated. You
can get away with arrogance in cinema
because a new camera comeas out maybe
every ten years. But for us, it's like we're
getting Technicolour every year.”

The lyric of Liquid

With words falling over words and
tangents breaking off to follow new
tangents, sitting through a demo from Del
Castillo is like listening to verbal jazz. The
game on the screen before him looks
pretty enough, but the picture Del Castillo
paints is stunning. Battle Realms the idea
engages as the real one won't for another
12 months, but Edge can't wait. After the
anti-climax of E3, Battle Realms comes
as a breath of fresh air.

In devising it, Del Castillo and his
partner Mike Grayford (another
Westwood veteran) went back to basics.
An idea for realtime strategy game grew
out of Del Castillo’s childhood obsession
with martial arts movies. Battle Realms
features the clashes of four fantasy-styled
clans, with dark magic as well as katanas.

“In our universe, Yin and Yang have
separated and these wars that are
happening are as a result of them
struggling to get back together again,”
explains Del Castillo.

But rather than simply swap the tanks
of C&C with Samurai soldiers, Liquid is
rethinking the genre from the ground up.

Realtime strategy suffers from myriad
problems. Besides the fact that the games
still often look dull and lifeless, there's the
key problem that in nearly all, harvesting
and managing resources takes
precedence over fighting. The player who
can build the most farms or mines wins.
Strategy favours the general with the
most troops in a huge mid-map maul.

“In most realtime strategies right
now, combat is the most uninteresting
part of the game, which is ridiculous,”
laments Del Castillo.

Liquid has two key ideas to address
this: to put strategy back into the
gameplay, and introduce life to the game.
The company’s bid to achieve the first goal
has required a change of direction.

Where other games boast of
increasingly large armies, Del Castillo
expects the populations in Battle Realms
to be relatively small, with a total size
close to 50 units. The player will be able to

closely control a smaller number of units,
and to position them effectively with
respect to their peers and the terrain.
Capturing the high ground or fighting with
archers at the back and spears at the front
IS therefore a realistic ambition, and one
thet will be rewarded. You'll also be able to
choose from various battle-plans that take
the fiddly work out of much of this, by
putting selected units into loose groupings
appropriate for, say, a cavalry charge or an
archer cluster. On top of this, individual
units count. The weaker units are relatively
hard to kill and all have individual health
and energy bars — the former representing
damage, the latter the ability to cast magic
or perform feats of strength. Both restore
over time, which means it makes sense to
withdraw units to preserve your force. Del
Castillo hopes these factors will be added
to the best of existing RTS combat - the
'Paper, scissors, stones’ combat skeleton,
say — but does away with pointless free-

different spells in their arsenals. Casting a spell drains a warlock’s energy

| The mages of the four different clans (Serpent, Dragon, Lotus and Wolf) have




To prevail in war, you have had to win strategic victories for resouces and to take
control over key land such as ridges. Destroying your enemy’s base will take tenacity

PRESCREEN FOCUS

for-all mélées that pass for strategy.

Life-giving Liquid
More strategic issues arise from the
second goal of bringing life to the game.
“Everything we do is to create a
realtime strategy set in a believable
world,” says Del Castillo. “We know that
that's impossible, but it’s in striving
towards that impossibility that we'll have
the chance to achieve something great.”
The immediate beneficiary will be the
graphics. The game looks great, with birds
soaring across the skies, clouds and rocky
hillsides thanks to a strong proprietary 3D
engine. But these trappings are for much
more than decoration. For example, In
most games trees act as walls. In Battle
Realms, though, some units can pass
through woods, affording cover or an
advantageous sniping position. Move t00
fast and you'll disturb roosting birds -
giving away your position to a watchful

enemy. Shadows cast by the clouds give
clues to the weather, which can quickly
change from sunshine to a downpour,
slowing down troop movement while
refilling your reservoirs with precious
supplies of water. The 3D hills and valleys
afford true line of sight, making high
ground important in your tactics. Fire
looks fantastic, but can also end up
setting your buildings alight. water from
that cascading waterfall can douse the
flames. The rocky hillsides offer boulders
that can be fired as projectile weapons
or even rolled into enemy bases.

't works the other way around, too,
with the emphasis on the finer side of
strategy affording more room to the
artists. With fewer units, there’'s more
opportunity to develop the animation
of particular soldiers. Where normal RTS
battles feature grunts hacking at each
other like myopic, angry tennis players,
in Battle Realms they twirl and stab as if

There are four main resouces the player has to manage in order to offer
the best chance of success in the game: water, rice, horses and peasants

Levels will be drawn from a contiguous world map. Players will
even be able to revisit villages they built earlier in the campaign

inspired by all those kung fu movies. Idle
units fiddle with their weapons, practice
cuelling or chat. Again, this feeds back
into the game - swordsmen get a bonus
after a training session, while peasant
farmers will see their productivity rise
after swapping gossip with a neighbour.

“| frustrate the hell out of the artists
because | am constantly saying to them
| don't want ‘good enough’,” says Del
Castillo. “I want excellence. | want every
little thing In our game to make people
£0 'Wow, wow, wow."”

Even the most hardened strategy
gamers seldom express excitement &t the

“I frustrate the hell out of the artists,
because | don't want good enough, | want
excellence. | want everything in our game

to make people go "Wow, wow, wow "
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Photography: Elena Dorfman

The move away from
massive armies has
afforded the Liquid
art team more time
to work on its designs
and animations
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economic model that underpins games,
and so determines the recruitment of
armies and the expansion and fortification
of bases. Yet Liquid’s plans deserve a
'‘gosh’ at the least, since again the outfit

IS doing it differently.

A Liquid market

All units in Battle Realms begin life as
simple peasants who are trained to
become warriors, cavalry, magicians or
farmers. That already happens in the likes
of Age of Empires, but crucially the
peasant birth rate in the game will be
moderated by a mathematical function
rather than by building more peasants’
huts. And just as in real life, the birth rate
will be logarithmic. As a village gets more
densely populated, the birth rate will
decline. Again, this realistic yet simple idea
nas a big impact. The starting phase will
be less boring, since villages will grow
rapidly, and if you take a beating you'll be
able to regain strength fairly rapidly. But
winners will face the issue of an eventual
decline in the birth rate. If you've
conquered half the map with a big army
but you've trained nearly all your populace
to be fighters rather than farmers, you
may find a shortage of resources abruptly
nalts your progress.

Life’s little details

If it's pertinent to dwell on the structural
changes that promise to make Battle
Realms something different, the player

IS most likely be more immediately
gobsmacked by the rich milieu that Liguid

The Liquid Iifestzle is enhanced by offices 20 minutes out of LA in a low crime
act employees share in 50 per cent of the company’s profits

suburb and the

|

IS conjuring up. Thanks to the emphasis on
detail, each of the four competing clans in
Battle Realms is likely to offer a well-
realised civilisation. The differences are
less apparent in the first two clans the
player can control: Dragon and Serpent.
The former is a very moral race, the latter
strong and prone to cruelty. But overall
the unit types are similar.

The other two clans are more
outlandish. The Lotus clan Is sinister
and magical, with body types warped
by forbidden magic. “They go through
a grotesque middle level of unit which
consumes them, transforming them into
guys who vomit up black masses of magic
or spill over with black magical maggots,”
explains Del Castillo. Eventually the
Egyptian-like race gains control over the
force, becoming powerful warlocks. In
sharp contrast, the Wolf clan is a primal,
feral race that has broken free from the

Lotus clan. They're strong and brutish,
with squat endomorphic bodies that give
them awesome strength, enabling them
to carry siege weapons on their backs and
punch people out cold. They ride wolves
Instead of horses, and the horse resources
are actually used by the clan to feed
breeding wolves.

Exact details of the different clans
units are yet to be finalised, but Del
Castillo expects the battle plans and
tactics to vary more than the basic unit
types. All the clans are likely to have
variants of Eastern archers, swordsmen
and cavalry plus, of course, the hardy
peasant. Incidentally, the latter will be
much stronger than in Warcraft or Age
of Empires, and will mount a reasonable
defence of his village.

It IS the hero who will add real
Character to each clan though. Full details
nave yet to be revealed, but it has already

The peasant birth rate will be logarithmic, and so as a village becomes more
densely populated it will decline. Building new huts alone won't see it recover




Nearly everything in Battle Realms will have a sound effect, from crickets
at dusk to the cranking of a ballistic siege weapon. Music will be dynamic

been decided the system will be based
around Zen masters. These masters are
unigue characters with special abilities.
Some are individually good fighters or
improve the performance of groups of
units, others are spies or boost the
economy. You'll also have the opportunity
to recruit monks or ninjas to your side,
depending on your style of play. The two
sides are locked in their own timeless feud
representing the struggle of Yin and Yang.

A different kind of magic will also set
each clan apart. Again, much remains to
be decided, but there are already units
throwing cards or performing Chinese
paper magic. The attention to detail means
yOu can expect more than just a flash of
smoke from your wizards.

“One of my favourite spells is used by
one of the heroes who is always drunk,”
says Del Castillo. “He has a huge distillery
that he carries on his back, which he
drinks sake from all day. His first-level
attack is to blow a flame, his second level

Rob Sandberg demonstrates the
team'’s real dedication to Liquid

of attack is that he blows a fireball, and
for his third level of attack he releases
‘the Phoenix from within'."

Cool and refreshing Liquid
Battle Realms is halfway through
production — at exactly the point where
initial results and enthusiasm can make
both journalists and developers overly
optimistic. Nonetheless, after the
uninspiring slog through what E3 had to
offer, Battle Realms shines like the great
hope for a moribund genre, where pretty
graphics in the likes of Ground Control
are no disguise for gameplay going
nowhere. It takes a lot to impress Edge,
but perhaps even more will be required to
make Del Castillo happy.

“The best indication of success is
what happened to me one time with
command & Conguer,” he remembers. “l
walked into a store and somebody was
raving to his friend about C&C and telling
nim he had to buy it. That's real success.

D o o e T o e

Ed’s world

The games industry has got it all wrong, says Del Castillo
when Edge mentions its disappointment with the recent
E3 show. Del Castillo says too many non-games people are
making decisions based on the fear of losing their jobs. He
thinks this mentality is quashing creativity and contributing

to a reduction in interest in videogames.

"At the high end, the business is all about mathematics
and spreadsheets,” he notes. “Earnings per share, return on
investment and the salaries of the different people. But at the
lowest development level it's completely organic — it's my dog
died, my grandma is sick, | ate something that didn't sit at all

well with me today.
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Life in Liquid
Not many developers’ front doors lead
into @ mock-up of a submarine with
water bubbling through the portholes.
And not many developers offer a pool
containing a 50 per cent share in all
company profits to their staff. But Ed Del
Castillo and Mike Grayford are doing
things differently at their Thousand Oaks-
based studio, founded in April 1999,
Until Liquid signed a four-product
deal with Crave Entertainment, Del
Castillo was juggling debts spread over
half a dozen credit cards to keep the
company afloat. But neither partner
wanted to make a deal for merely

financial reasons.

“The first rule at Liquid is to give

the joy of gaming to as many people as
humanly possible and to worry about the
money second,” says Del Castillo. “My
parents taught me that if you really love
what you do, you'll never have to worry
about money.’

Twenty minutes on the 101 from Los
Angeles, Liquid's location seems almost
wilderness, with-window views not of the
usual glass-eyed buildings of a
Californian business park but of
mountains and a suburb with the lowest
crime rate in the state. Del Castillo wants
to integrate Liquid into that local
community, and to make Liquid a
supreme working place.

“We want a company that values the
people who generate the value,” he says.
“It can’t be fair any other way. I'm not the

only one busting my gut”’

That meant more to me than all the sales.
"When money is the motivatoryou
develop soulless products. Builld what you
love and the detail in the product naturally

smerges, and when that happens the
consumer rewards you with more riches
than you could ever imagine. And not just
on the fiscal side but with respect and the
kKind of grandeur that comes with awe for
the things that you do. That doesn’‘t come

when you're trying to make
something like Deer Hunter.” GE

As well as the
straightforward
warring, Battle Realms
will feature magic and
heroes of the Zen
Master persuasion

Ll I B T I T = e

“The bigger companies cram that science as far down
the pipe as they can, when what they should be doing is
trying to absorb the organic upwards. They should try to
embrace the development process.

“Every largely traded company is trying to make the best
short-term decision to maximise their quarterly revenue. What
they end up doing is burning up licences and brands and titles
that could have generated money well into the future.

‘| feel I'm too passionate sometimes, to the point where
| say things | shouldn't. But the games business impassioned
me. It imbued me with thoughts and desires | had never had.
To see that world withering - it hurts me!”
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Format: PlayStation 2

Publisher: Konami

Developer: In-house (KCEJE)

Release: End of 2000 (Japan)

Origin: Japan
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Konami has underlined

its commitment to lending
Seven Blades a cinematic

,,,,,

feel by recruiting director Kaizo
Hayashi as supervisor, but how
is the relationship working out?



Like the protagonist in Kaizo Hayashi's ‘Legend of Zipang,, Elayers will have to choose the weaponry appropriate to particular opponents. Also like the

movie, players will be faced with waves of oncoming attackers, but a ‘lock-on’ system will target them sequentially as their colleagues are chopped down

inematic inspiration has been

PRESCREEN FOCUS

0 Bosn sennlalt snnales o~ " B
Havashi-san’'s worl on this project...
brought an entire vision, an entire world o
.:'L.ir:- " Ll o T ﬂ"f I = . 1 5 I
the game. It you consider a title like Tom
- - l ' I - —_p .y .-.-.“if}-
Raider, there is aimost no story to spealk of”

responsible for a significant
number of low points in
videogame history, from diabolical
interactive movies to uninspired

licences. Every so often, though,

titles such as Metal Gear Solid and
GoldenEye manage to capture that
movie feel, sparking the imaginations

of gamers and spurring other developers
to look to film for stimulation.

KCEJ East appears to have gone one
step further than other developers with
Seven Blades. The title is a heady mix of
18th Century Japanese history and sci-fi,
and is based on ‘Jipang’ (released in the
west as ‘The Legend of Zipang') — a film
directed by Kaizo Hayashi. It would
appear that Konami liked the director
so much they hired him.

Hayashi-san — whose other movie
releases include ‘Cat’'s Eye’, ‘The Trap’,
and ‘Stairway To The Distant Past’ - is

the direction supervisor on a team of
around 20 people working on the title,
which started development roughly
two years ago. Atsushi Horigami, the
producer of Reiselied as well as Seven
Blades, stresses the advantages that the
director’s experience in the film industry
has brought to the project: “Hayashi-
san's work on this project is very
important as he brought an entire vision,
an entire world to the game. If you
consider a title like Tomb Raider, there
is almost no story to speak of."

But it would appear that his
background in film has proved a bit
of a double-edged sword in terms of
creativity, as Hayashi-san himself points
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Gokurakumaru and love interest Yuri reach the island of Dejima for different reasons, but have a common goal. PlayStation2 technology allows a range of
visual effects, and a huge number of characters onscreen at one time - including several supporting characters to fight independently in aid of the couple
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out: “On a movie you have to deal with
human relationships, but with polygons
they do exactly what you want them to
do. However, because it is a videogame,
you have to consider the gameplay first,
so | have not been able to include all of
the features that | would have liked.”

Nonetheless, the director is keen to
emphasise that his background does
lend Seven Blades a little something
extra over similar titles: “I would stress
that it is not simply an action game.
The story is an important part of the
game. It should really be viewed as a
movie with action elements.”

His movie has certainly provided
Konami with a distinctive premise on
which to base the title. “The game
takes place during a famous period
in Japanese history. The Japanese
authorities created a special area to
gather western foreigners on an island
called Dejima, but a religious group
arrives on the island wishing to make it
a separate state from Japan,” relates
Hayashi-san. “The Japanese send many
ninjas to investigate but none of them
came back.” Which is where the two
lead characters come into proceedings.
Despite the historical setting the
game also incorporates something
of a sci-fi bent as the tale unfolds.

“As the heroes get more deeply involved

in the island mystery they will face a
very hi-tech environment.”

The two lead protagonists will
each have very different gameplay
and controls, project director Shinsuke
Mukai explains: “Gokurakumaru, the
man, is strong and is focused on close
combat with large blades. Yuri, the girl,
is more vulnerable, but is more agile
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and has access to guns.” Indeed,
Gokurakumaru has access to a total of -
the eponymous - seven blades, which Is
again a result of Hayashi-san’s fertile
imagination. “Like a golfer, he will have
seven katanas or blades available, that
are selected according to the situation,”
he outlines. “As a film director, | found
the idea of a samurai equipped with
blades in the same way a golfer is with
his clubs very interesting.”

Yuri also has access to multiple
weapons and, according to Mukai-san,
this is an important aspect of the game:
“All the blades and guns have been
designed to suit a particular situation
or enemy. Most of the blades are based
on real weapons from Japanese history
but some are totally original.

“We tried to introduce interesting
gameplay and fun with some of them.
As for Yuri, she will have about eight
weapons and many are original, like the
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Yuri's superior agility allows her to traverse rooftops and pick off
enemies from above with one of the eight weapons available to
her. There are times when her opponents may get the same idea

“On a movie you have to deal with human
relationships, but polygons do exactly what
vou want. However, as it is a videogame,
you have to consider the gameplay first”

machine-gun. Of course, the player
will have to find them and a few have
limited ammo so if the player runs out,
they will have to throw the weapon

away. Secret weapons are also present.”

The game is structured around a
series of missions, or scenarios,
including saving a woman in a limited
time and negotiating a long street lined
with rooftop snipers. A cast of
supporting characters will provide the
two protagonists with assistance at

various key points throughout the game.

According to Mukai-san, controls will be
simple, with a lock-on targeting system
in the style of Zelda: Ocarina of Time,
and several different camera views,

D < Kaizo Hayashi (left), Shinsuke Mukai (above left) and Atsushi
Horigami (above right) have assembled a team of around 20
people from different parts of Konami specifically for the title
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The paths of the two heroes will meet at several points in the game, but
some events will only make sense when the game is completed with both
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including both first and th'irdpersa:m.
Power-ups will be in the form of items of
food, and thanks to a ‘cooking’ system
they can be combined for greater effect.
In developing the game for the
PlayStation2, the team was also inspired
by the movie, albeit indirectly. Horigami-
san explains: “The number of polygons
was decisive. There is a crucial scene in
the movie in which Gokurakumaru has
to cross a very long bridge, but a huge

“There is a crucial scene in the movie where
the hero has to cross a long bridge, but a

huge number of enemies are coming

from

the other side... | wanted to keep the spirit”

4 40 EDGE

number of enemies are coming from the
other side. The hero kills 100 enemies in
this scene in just one cut. When he
arrives on the other side of the bridge,
he says, ‘I'm tired’. Gokurakumaru is
such a strong character and in Seven
Blades | wanted to keep the same spirit.

“Actually, when we started to think
about this project, we thought it would
be a PlayStation1 title. But with such
limited hardware, we would have only
been able to display three enemies at
the same time. Imagine enemies
appearing one by one with all the awful
pop-<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>