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The future of electronic entertainment

. y now, you'll all have seen the images of GameCube

w Zelda, and discussed its merits (or lack thereof). Certainly

= when the first blurry images of Link resolved themselves,

1 fif eyebrows in the Edge office (among those unlucky
comrespondents not actually attending the event itself) were

| duly raised. Had Miyamoto-san, after years of intense game-

related concentration, finally taken leave of his senses?

Then several more images turned up, and things looked
promising. Clearly, Shigeru had decided the super-realistic
imagery of the E3 demo reel was an aesthetic and creative
— cul de sac and performed a Yoshi's Island/Paper Mario
stylistic volte face. Fair enough.

And then (despite Miyamoto's protestations) the first
movies filtered their way into the office, and all became
stunningly clear. This GameCube iteration of the Jelda
franchise is no cel-shaded graphical whimsy; no ordinary
videogame with cartoon trappings. This looks like the real
thing: a cross between some bizarre Warner Bros outing
and early amimé — possibly with a hint of dark, '50s
Hungarian animation thrown in for good measure,

Creatures move with unbridied energy, imbs
extend and jaws drop in true Looney Toons fashion.

In the same way that Disney has expenmented with
varnous styles for the likes of ‘Hercules’ and 'The Emperor's
New Groove', so Miyamoto has decided to stretch his
creative muscles. Naturally, some gamers will be deeply
upset by this tum of events, and understandably so: if
you ve had your dreams of a hi-res, curved-surface,
exotically detailed Zelda game crushed, then you've
every right to be downhearted. And if you're deeply
frustrated, there's even an online petition for a ‘mature
Zelda’ you can sign (albeit an utterly futile exercise).

But Nintendo makes no promises, and this new iteration
shows much more invention than would a straight evolution
of the species. Indeed, with many of Nintendo's recent titles,
the company has been driving out iIn various visual directions,
from the pseudorealistic Luigi's Mansion to the minimalist
angularity of Dobutso Bancho, aka Animal Leader.

While other developers hurtle towards ever-grungier levels
of photorealism in their work, Nintendo seems quite happy
to extend the artform tangentially into compiletely new
areas, a move which Edge wholeheartedly applauds.
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GameCube off to a slow start

Despite Nintendo apparently shifting just 300,000 consoles over the launch weekend,
the company remains confident that its next-gen project will prevail in the long run

N intendo's GameCube was launchad
in Japan on Friday October 14 10
a shightly muted reception in Alkhabara.

With onily 450,000 units availiabe over

the following weekana, CoOmpansons Wit
the PlayStation2 launch aren t entirely

’ approprate, I.:-ur :'.1|'-;1"1|'I the t:-r'_=.*'1f_':‘-‘-r'l"u..'1rl~.
sel oy Sony, w ), 000 units

at release T::.'-h:-,--:::':'. gaming district was

eerily quiet In comparison,
| A more relevant comparison waould

be the Introduction of Sega's Dreamcast
or evan Nintendo's own NB4, In terms of
units sold and the selaction of sotware
initially available, there were uncanny
similartes with the launch of the
company’s 64bit console. Except, of

L 37

course, that for the first time gamers

| =,

~vare able 10 DICK upD 8 Sega title 10r thear

Nintendo hardware. Plus ca change

Preorders spread purchases
! y case. Akdhabara probably wasn't
| the best place to monitor the launch of
ke, YWith a preoraer

yas similar 1o ina

one accomparying the Game Boy
Acvance launch, Nintendo's distribution
channels ral ged more wioely. v While such
a strategy wasn | likely 10 engineer arny
publicity-meandly crowds., it s more
appropriate for hardware that 15 widaly
percaived as a platform targeted at a
yvounger demographic. Queues of up to
450 pecple in Akihabara were composed
largely of weastarn gamers aager 1o snap up
= -.'_'-’_‘.-"l.‘.'-:-l;"lli.-':- in achvance of the unit's European
and US launches. Thea raal action though
was at -:'_J-:-.;_.u.'un nent stores like Seibu and
Tobu, where parents lined up 1o get their
Nangs On a pregroers d machine

F‘-q-'-'--,.'.sﬂ"rrle.u_'-r-_-'..'-:, MKk reponed sas
ity 300,000 units over the course C
weskend, winich 15 a signtly
pardormancsa in kKt C

e n one ey Mo WO
orts amerging on the Inteme
3 igure COUN Nave Deen M

with software sales ComaspONCInGly

T T T — meaagre. No doutt the poor weather and

T yra f
-'H’H‘“mﬂ"ﬂ""' T 101 the fact that the launch took place on a

TR DA il o e T T
ad i T

¢ —— school day contnbuted 1o a sparse tumout
' Hgﬂffﬂl’ f ‘r'flr-‘l:::ll'lu.f;:: J ! r'. i ' . . and the mpact of the Norr ific evants :

World Trade Canter three days earlier

i . For those who did brave the early
Wi | , M!m ‘I '”'II TE - can't be estimated. But it's also fair 10 morning rain the reward was one
- ‘J 0 1 d i

inin T, T Tee——
L . H” J|I|-|”|| Hl:.*" (O ] TR , say that within Japan the line-up of of three titles to accompany the quite

RN e | : .
Luigi's Mansion, Wave Race: Biue Storm beautifully petite GameCube itself




Shigeru Miyamoto put in a personal
appearance to endorse Shinji Mikami's
decision to port Biohazard to GameCube

Uncharacteristically for a title appearing
on Nintendo hardware, Capcom's
re-imagined Biohazard features some
fairly gruesome photorealistic sequences

< 008

and Super Monrkey Ball, was not
considered to cater to the tastes of
the traditional hardcore gamer, a fact

acknowledged by specialist retailer Sofmap.

Biohazard for GameCube
Should there be any doubt about
Nintendo's determination to extend

its audience in coming months, though,
these should have beean laid to rest the
day before the launch. In an unexpected

move, Capcom announced that it is to

restncted to an audience of children.
Certainly, the power of the GameCube
has alowed a fuller expression of
Biohazard's characteristic gore. While
the static backgrounds remain, the visual
splendour of the game is far in excess of the
standards set by Code Veronica, Onimusha
and even Devif May Cry in recent months.
Although It retains the core essence of the
Playstation onginal, realtime ighting effects
complement some quite astounding
packdrops that are barely recognisable

Analysts have been less concerned by the
empty streets of Akihabara. Instead they point
to Nintendo’s profit structure, which is the most
competitive of all three hardware manufacturers

develop an exclusive GameCube remake
of the onginal Biohazard (released as
Hesidant Evil in the west), It will eventually
be developing a remake of each emsode
in the entire serias, Including the first three
chapters and Code Veronica, More
importantly, Biohazard 0 and Biohazarg 4
will be developed exclusively for
ameCube. Although the press
conference took place too late to buoy

sales of hardware over the launch weekend.

it will be followed by another Capcom
GameCube announcement at the
Tokyo Game Show in mid-October
Significantly Shigeru Mivamoto joined
Biohazard creator Shinji Mikaml on stage
o discuss the tie-up betwseen the two
companies, a move that s surpnsing for
two reasons. First, Nintendo rarely sends
a representative to thirdparty product
announcements. And second, as the
miost recognisable face of Nintendo,
Miyamoto-san gave the official seal of
approval to the decidedly adult tone of
the Bighazard series, pointing towards
the days of the Famicom in which the
appeal of Nintendo hardware wasn't

from the 32bit incarnation, Footage of a
sequence that takes place in a wooded
area provided a tantalising glimpse of the
ways in which the original remit has been
expandad. Likewise, character animations
are aimost unprecedented in their
sophistication — allowing a far more graphic
depiction of the game's violence. Indeed the
conclusion of the preview maowvie, which
ees a muiant zombie decapitate Chris
Redfield in an explicit display of
gruesomeness served only to underline the
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No 16bit gamer ever thought they would
see the day that a Sega title, such as
Super Monkey Ball, would appear as a
launch title for a Nintendo home console

significance of the appearance of the
title on Nintendo hardware,

Mikami-san’s emphasis on his
company’s desire to work with Nintendo
exclusively in the future was accentuated by
rumours from within SCEl pointing towaras
a troubled relationship between Sony and
Capcom, The forthcoming Tokyo Game
Show is likely to give a clearer indication of
the latter's commitment toc continue working
with the PlayStation2, but it's clear that
Nintendo has pulled off a major coup. The
move also bolsters a thinrdparty roster that
includes Namco's Soul Calibur, Dead To
Rights, Smashing Drive and Kionoa 2:
Lunatea's Vel

In-house powerhouse

Such a thirdparty release schedule
augments the already solid roster of Mario
Sunshine, Pikmin, Legend Of Zelda and
Rogue Squadron, and Is perhaps one of
the reasons for an upbeat response to the
GameCube launch from business analysts.
Fears that the World Trade Center disaster
will affect the US GameCube launch did
result in a dip in the company's share price,
but In general analysts have been less
concemed by the empty streets of
Akihabara. Instead they point to
Nintendo's profit structure, which

i5 the most competitive of all three

major hardware manufacturers.

Although the three titles available for GameCube at launch didn't seem enough for the
Japanese gaming public, titles like Pikmin and Rogue Leader will be out before Christmas




Other titles that will eventually be
available on GameCube include (from
top), Mario Sunshine, Legend Of Zeida
and 1080°. Nintendo will be hoping for
steady sales from now on

The company itself remains bullish
about meeting its target of 4m units sold by
the end of its financial year next March, and
despite the disappointing sales figures that
have emerged, it doesn't seem oo
outlandish to presume that this figure will
be reached with such & strong - if sparse -
release schedule. But given the unanimous
praise heaped upon the the system and
launch software by western gamers it is
disappointing that once again, Europe
seems low down on Nintendo's list of
priorties, with gamers having to wait
until next year to sample a PAL version
of Super Monkey Ball

Commenting on the Japanese launch,
Nintenoo of Europe’s managing director of
sales and markeating, David Gosen, sad:
“Nintendo GameCube has cerainly been
uming heads in Japan, jJust as we
anticipated. Not only has the hardware
been in huge demand, but the software
sales have also been very strong, proving
our philosophy that although the haraware
IS important, it is the games that come
from the hardware that really do prove the
success of the platform.” The GameCube
launches in the US on November 18, [ =
and in Europe next year, ==
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| started to think what the wdeogame had to

be from now, I'm not aganst people who make
very beautiful games. | think we need them, but

| understood that the industry had to focus again
on the content, on game play, on fun. Then |
clearly saw Nintendo's GameCube as the only
opticn to meet my objective.

Shinji Mikami Capcom

| think the big question Is whether the recent
depressing events in New York could have shifted
attention away from videcgames. | was surprised
to learn of the small gqueues in Akihabara, but
perhaps this was due to an increased avallability
of the machine in locations such as corvenience
toras. From what I've heard, the hardware was
frealy available. You can argue that perhaps if the
new Mano litle was there, it would be rave been
diffarant. The three titles are well crafted, but
are they killer apps?

Going forward, I'm very exciled. It's a greal
machine. | just hope there Is a good sustamned
amount of software avaiiable - | remember
standing in EB watching the guy beahind the
counter take an N64 with Zelda off a Christmas
Mum and switching it instead to a PlayStation
with Tomb Raidier, saying: “Why are you buying
that? There's not many games for it, and they
are too expensive. Hare, this is what you need.”

That said, | did think the new Biohazard
GGamecube movie was utterly bnlliant. It's
all to play for.

Alex Ward Criterion Studios

The impact of the recent tarrorist attacks on
consumer confidence can't be overicoked, but
there are cther dynamics at work here too. Firstly,
a launch of any new console that compeates with
PlayStation will never be a world-stopping event,
as people interested in conscle games will already
own & box. Consequantly only the die-hard fans
and early adopters will be picking up the
GameCube in the first few weeks.

Secondly, Nintendo's traditional audiance
has always been a young one, and they may
have 1o wait for Christmas to get their hands on
a GameCube. So while the launch may not be
awe-inspinng, expect continuea steady sales INlo
the new year. Thera's no denying the GameCube
's & great device. it's a powarful, stylish ang
flexibie system and the addition of Game Boy
Advance interoperability is compeliing.

Anyone who attended the Nintendo show in
London and saw the gameplay options added by
the GBA with motion sansor would have 1o agree
that the combined package is exciting. However,

iIndustryopinion

'neato’ factor does not maan a world-beating console business. Nintendo may have

difficulty whan it comes 1o ining up the killer titlkes as i is arectly competing with tha

bank accounts of Microsoft and Sony in content acquisition wars. \
In the end | expect the Gamelube to be a success for Nintendo, and one | think

thay desarve, but it 18 doubttul they will catch up with Sony and will have 1o compate

nard with Microsoft soon as well

Peter Tyson Datamonitor

The machine's specifications are great but | really don't like the amall purple plastic
box that it lives in, It looks too much like a cheap toy — but maybe that's what Nintendo
wants the consumers to think. It's been preaching for a while now that videogames are
a toy business and not an entertainment business. But is the toy business the INAustry
we want 1o be working in? Toys are fads, which after a brief period of enjoyment get
thrown away, That's good for short-term business because of constant churn, but

i8 it really good for the longevity of our industry and, dare | say it, our ‘art-form.’

Suraly, wa, the good peopie of the videogame industry, are working in the
entartainment industry? The one that's kind of like the movie business, or the music
business. We competa for the same disposable income, and the same leisura hours
as they do. Sure, most of the content in those businesses is disposabile, too. But
some of it sn'l. Some movies transcend their madium and you'll emember them
lor decades. Don't we want that to happen 10 our meaium as well? Don't we want
10 ba spoken of, ona day, in tha same sentences, and at the sama award
ceremonies as the mowvie and music businesses’

| wonder whether where Nintendo is heaaing wil taxe us there, aithougn s
obviously working weil for them so far. They aim sguarely at young kids, and there's
a never-ending supply of them, but what do you sell them when they get older?

Surely they still want them to play games. just maybe not the same ones? There
must be a happy medium. where Sony is aiming at the drug- and club-cultured
20-something, and Nintendo is aiming at the pre-pubescent schoolkid, Surely there
must be something that can appeal to them ail? Did anyone say Game Boy?

As for the launch? Well the world was distracted this wesak with more iImportant
things than the launch of a new videogame system. it's understandable that it didn't
sell out — they will, I'm sure. Will they win the consale war? Who knows? Wil we
feal comfortable using the word 'war’ after last week's events? Probably not.

Jez San Argonaut

GameCube’s relatively muted launch is perhaps a tell-tale sign that Nintendo has
lost Its usual plot. There are no killer apps. the hardware and controller (good though
they are) don't do anything special, apart from be small. Tha most exciting thing I've
yel seen on GC s the Kirby Tit 'N' Tumble game demonstrated before ECTS - but
that functionality should have been standard in the Cubs’s pad. not require [what's
bound to end up as] £100 of soft and hardware in the UK.

Having said that, I'm eager to play Pkmin, largely because it's a new Nintendo IP
that Mivamoto-san’s been involved with. Sadly, those titles don't come along &very day
it's also Interesting 1o note that Sega'’s Supsr Monkey Ball has reporiedly been the best-
salling titie for many importers. I've also heard stones of some pecple exchanging their
copies of Luigi's Mansion for the Sega game. How's that for a sign of the tmes?
Anonymous developer

Of all the consoles launched in the past - well, perhaps aver - the Gamelube 13
the one I'm most intarestad in buying at launch. It says "FUN!" {yes, capitalisation
and exclamation included) whereas PS2 and X-Box say ‘dreary, self absorbed,
pratentious, humouriess dullarg’ (emong other things).

Gary Penn Denki
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Questions asked of ECTS

After another year in which many of the industry’s big-hitters opted out
of attending, the future of Europe’s premier industry event is unsure

Sergeant Kabukiman NYPD was one of many
that lent welcome colour to this year's ECTS

his vear's ECTS, which was held at

T Londorn'’s ExCel. exhibition centre from
September 2-4, was onge again marred
oy a number of high-profile non-attendees
Given the precedent set by previous years
this didn't come as much of a surprise,
but along with gripes from the show floor
concerning the move from Olympia it does
pase certain gquestions of the organisers.

The main dilemma is how to ensure that
next year's event will be a success. Even the
most optimistic observer must have found
the lack of new product information
dispiriting, and it was revealing that some
of the biggest crowds were assembled at
the Big Ben Interactive stand 1o piay already
released Dreamcast games. On a positive
note however, the absence of the likes of
Sany and Nintendo did leave a gap that
was filled by second tier publishers eager
to make their mark. Similarly, the relative
lack of publishers declaring their interest in
the wireless sector compared to last year
was offset by the increased prominence
given {o the middieware sector this year.

The new, purpose-built venue was
apparently a source of much discontent

As ever, it was the thirdparty peripheral manufacturers who stepped into the breach vacated by the
big publishers. They did so in significant numbers, prompting gripes from the more cynical attendees

< 010

with thosa who attended the show,
Complaints about the Docklands Light
Railway and difficulty of access seemed

to outweigh any praise for the benefits

of a self-contained, air-conditioned site,
Lertainly the new location made it more
difficult to compare the attendance with last
yaar - and easier for cynics 10 declare that
attendances were down. The samea Ccynics
were guick to highlight the preponderanc
of thirdparty peripheral manufacturers
occupying a sizeable proportion of the
show floor, But this wasn't an entirely bad
thing. Logtech, for example, held a press
conference on Sunday o announce a
partnership with prestigious talian steering
wheal manufacturer Mormo, which should
bring cheer to automotive enthusiasts.

Competing events

More problematic for the show organisers
were the showecase events taking place
alsewhere, particularty Nintendo's exhibition
over at Westminster Hall, which cast a long
shadow over events at ExCel. For those
lucky enough to get their hands on the eight
GameCube titles and countless GBA games
on display there, the line up at ECTS paled
by companson. Nintendo also used the
event to announce the Spring 2002 release
of its new micro handheld, Pokémaon Mini,
which will feature infra red communication
to support multiplayer competition. On
Saturday, EAs EAPlay eveni was less
inspiring, though Capcom was there
showing off Capcom Vs SNK 2 and
Maximo. BEven dunng ECTS itself,

Vivendi announced The Thing

away from the conference centre.
MNevertheless, the absence of publishers
like: Eidos and Activision, who aiso chose
to forego the high overheads of an ECTS
booth in favour of the captive audiences
cecured at their own trade events, provided
an opportunity that was seized Dy the likes
af Rage, Ubi Soft and Kemco. The result
was a variety of new titles for those who
sought them out. Blizzard kicked off
proceedings with an update on Warcraft Ilf
and the announcement that it will be joning
the legion of persistent world online RPG
developers with Won OFf Warcraft, Xbox
software was on display at both the Rage
and TDK stands, with Crash and Gunmetal
at the former, and Shrek at the latter. Rage
was also showing off David Beckham
Football, which drew considerable
attention, Meanwhile Kemco had a
playable GameCube demo of Universal
Studios, and a preview of Batman: Dark
Tomomow, as well as a host of GBA titles
including FPhalanx, Boulder Dash and
realtime strategy title Mech Flatoon. Ubi
Soft also had a raft of good looking titles,
such as its own P52 Batrman Vengeance
game, Ghost Recon and the new
Everquest expansion Shadows OF Luciin,
But the real tale of the show was the
prominence of European and, perhaps
surpnsingly, Korean publishers who might
not otherwise have got a look in. COV
Software Entertainment's Nomagds won
a coveled ECTS award, for example, and
JoWood Productions and Fishtank were
also present. More pronounced was the
Korean contingent, The Korea Game




Despite the custom-built, air-conditioned,
-surroundings, there were still complaints
about the new venue - principally its location

Kemco announced a TV adapter for
the Game Boy Advance (above)
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The real tale of the show was the prominence
of European and, perhaps surprisingly,

Korean publishers who might not

Rage had a busy stand, showing (Clockwise from top left) David Beckham Football, Gunmetal

DtherWISB ha‘u'e g'Dt a IDD"( In and Crash, while Blizzard announced its persistent-world MMORPG World Of Warcraft tor the PC

L

Promotion Center probably commanced
the largest amount of flioorspace, and
Amuseworld's EZ2 Dancer was massively
oversubscribed, but there were also littie-
known (in Europe at least) companies such
as Wizard Soft, Esaac Communication and
eSofmet. Kingdom Uinder Fire developer,
Phantagram Interactive, showed off several
promising titles, including Strigent, an
impressive looking Xbox action title

Logitech’s sumptuous new limited edition
Momo steering wheel peripharal (lefi)

Middleware companies thrive
Aside from game publishers, middieware
suppliers had a good ECTS. Sensaura’s
Doath was popular with attendees finding
out about its 30 sound technology, while
Haviok was previewing its Havok 1.5 SDK
and there were plenty of smaller companies,
such as Vulpine, Amaong them all though,
Critarion stood out. Apart from commanding

attention with Burnout, which was playable
from the second day, the company also
announced deals with all the major
hardware platformns. Less pronounced were
the Oevelopears of mobike games that were
s0 prominant at last year's ECTS, though

lronically, given that it only offered existing
Sega titles, Big Ben's stand was hugely popular

French outfit In-Fusio was present, as was
Fuju, which announced six Java-based
games. Indeed Kuju's lan Baverstock citeo
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this years lack of mobile developers

as an ideal markeat opportunity. Another
exhibitor, Datamonitor, also remains bullish
about the potential of wireless gaming,
predicting that revenues from the sector
will increasa from $850m (£6847m) in

2002 to $17.5bn (£11.9m) in 2006

Attention grabbing

And then theme was the usual surlle of
esotenca that Dy tums enrageqa, ninguead
and confused show goers. From the
deliberatsly provocative Hooligans Over
Europe and Erotica Island to the startiingly
informative Locate In Scotland and tha

approprately named CD repair outfit, FUCD,

i | ‘“' 1

Phantagram's Strident (Xbox, top) and Kemco's
Universal Studios (GameCube) both impressed

Where does ECTS go from here? Despite
the opportunities that this year's show
had to offer, the attitude of attendees
was almost universally negative

thare was a huge number of exhibitors
who defied pigeonholing. Among the

more successtul iow cost attempts 1o
cormmand attention were Arcade
Warehousa's street magicians, and Troma’s
sargeant Kabukiman, which each lent

welocome colour to the show fioor. But there

were also axhibitors such as the BBFC
pffenng advice on its ratings guidelines, and
Blopenworld, which was demonstrating its
Software 1o (Go serace with technology

provider Exent Technologies

Ut the Queshon remams: wheng
does ECTS go from here? Despite the
opportunities that this year’s show had
to offer, the attitude of attendees was
almost universally negative. This does seem
a bt unitalr in the ight of the networking
gpportuniies that the show proviaed -
iromcally, the retative lack of proauct on
dispiay alowed more time 1o be spant
at the centrepiece bar chewing the fa

il remains (0 be seen whather the

Absanca of Ihe NQuShy S Key DEayers IS

There seemed to be a heavy bent towards aerobically intense gaming cabinets, from EZ2 Dancer at the
Korea Games Center (above) to the more specialised exercise 'em ups elsewhere on the showfloor

down 1o a general malaise or whather

it is due to specific dissatisfaction with the
nature of the event. Certainly the longer than
anticpated market downtum has stretchad
the resources of publishers - a fact
compounded
according to the number of developers
reporting requests 10 develop titles in

short order to be availabie next year. But
there also seems o be a long-term trend of
publishers and manufacturers pulling out of
ECTS. Perhaps it would maka sense 1o offer
g day or two that is open to the public, in
the Intarast of having the undivided attention
of trade visitors on another day, since
uaging oy the number of publishers holding
alternate svents thare is nothing wrong with
the timing of ECTS. But t would seam a
shame to see removal of the event

from the videogame calendar

Dy hesr shor-ismmism

Some of the highlights from this year's ECTS include (clockwise from top left) Ubl Soft's Batman Vengeance (P52), COV's Nomads (PC), TODK's Shrek [Xbax),
Blizzard's Warcraft Il (PC), Shining Lore (PC) from Korean publisher Phantagram Interactive, and Bouw/der Dash, which is being brought to GBA by Kemco

€012




— ——— omm —w— ee—————

frontend

B —

ECTS was rathar guiet without Nintenda, but it
was a big success for Kemco, and the most
important show to us in years a5 wa will be
opening a European office in October. We're
also very proud of the fact that our GameCube
Thie, Universal Studios, won tha ECTS award for
‘Best Console Game Of The Show'. While
ExCal is a good exhibition centra, It 15 a little bit
too far away from everything,

Oliver Gubba, Kemco

This year's show seemed to have less exhibitors
and less attendees comparad to any of previous
shows | have attended. And it suré lacked some
enargy or excltement as a whole, The lack of
major players surely nave affected this, and | just
hope it will gat better next year,

Nevertheless, the show in general was
good for us as it provided one of very few shows
offenng us a chance to see people working In
the industry from all over the Europe at once.
No other show offers such an opportunity,
80 | just hope it will be betler next year.
Kimi Hoshino Media Create

We need to support the entire avent. The
probiam with the games commiunity s its
cynicism. The British development community is
the mMos! respecled and admired outside of
Japan in my opinion, and if there is any
Europaan show then it makes sense that it
should be In the UK. If we are not careful then it
will move to France or Germany, then I'm sure
people will moan more than now.

i ECTS becomes more devaioper focused,
then that's a good thing. Everyona was still
there, and even though I'm more at the business
cevelopmant end of things everyone needs to
network. | don't care if you're a programmer or a
managing director, it's necessary 10 know others
in the industry, whether for advice or potential
business opportunities, whethaerthisisajobora
multi-milion development deal.

| don't think that changing the focus to
something like Milia achieves anything. Milia is
not about games development, It's about
content. That's why Milia works so well as a
show, but also because it s supported by the
paopia that it s intended for. If the show dies
and the focus moves away from the UK then it is
our fault and we will all suffer avantually.

Ben Wibberiey Babel Media

Feadback from ECTS from the people we talked
to wasn't entirely positive. Many felt that without
the ‘big guys' there was little lefl 10 ge! excited
about and that the show was a disappointment
compared to previous years,

However, we had a good show and met lots
of great pecple. While many games companies
were down about the event wa met many
companies Involved In wireless games space
wno werg getting a lot of useful networking
dong. It iooks like 2002 will be a real Kick-off
year for wireless gaming in Europe

in the end it seems that everyone agrees
ECTS is usaful but no one wants to pay for a
stand, It would be a shame for the show to
close 80 we here are hoping that CMF can work
out a format that will suit the industry
Peter Tyson Games analyst for Datamonitor

Our sister division, Critenion Scftware, had a
stand at ECTS, so a few guys from Criterion
Games wen! up 1o show off our new titles. We
got a great reaction from people who came to
play, It was useful to get some last minute
feedback for both titlies as we are closa to
complation. | thought the venue was fantastic, a
vast improvement on Olympia. But we're an
industry full of compiainers so we all whinged
about having 1o get the DLR.

| didn't leave the booth until the last day,
only then did it really dawn how pants the show
really was. How about those thirdparty steering
wheels, then? it was probably the worst games-
refated evant I've attended sinca the fatetul
Commaodora Show up at UMIST in 1888, the
cne where N one but market tragers turned up
flogging pirated software. Highlight of the show
was talking 1o Jeff Minter on the adjoining stand
and getting positive feadback from the Edge
forum regulars. Oh, and burning a hole in Dave
Doak's |acket - a real-life Burnout. I'll ba there
nex! year - if there's & show that is.
Alex Ward Criterion Games

ECTS was rubbish - they've moved it out to the
boondocks so it tock ages to get thare, and very
few of the big players were exhibiting anyway, so
there was almost nothing worth seeing, While
the organisers can't be blamed for the lack of
publisher presence, maybe next year thay
should think about holging the show in London.
Sebastian Grinke Pivotal Games

iIndustryopinion

Edge asks the industry for its first impressions of ECTS

i
ECTS was & good chance 1o meet with Troma fans from a different community. Instead

of the usual film crowd, we got to meet gaming fans that are also Troma fans. Not many
were aware we have made a PC game, 80 they were very pleased when we told them
We on the Troma team feel The Troma Project will open a new audience to Troma
Entertanment, We have Achim Heidelau! and Zuxxex Entertainment to thank for making
The Troma Froject a reality. The game will be on www.troma.com soon.

Doug Sakmann Troma Entertainment

The fact that the venue and surrounding support infrastructure is incomplete makes it
difficult to find good accommaodation close to hand and access difficult. But it was a fair
show with some different axhibitors this year - the absence of the major players made it
easy to move around in and | usually ing little opportunity to take a tour of the show.
NASCR attends ECTS mainly to mesat up with its members and have the
opportunity of explaining to non-members its role within today’s industry, and, as
always, found itself busy enlightaning visitors of how it could banefit them,
Clive Bishop National Association of Specialist Computer Retailers

Fake pubs and fake breasts should be replaced with innovative new games. Only the
Korean delegation showed anything satisfactory — with what seems to be a maior lead
on massively-multiplayer community gaming due 1o broadband access and take-up. It
was a greal shame to see companies simultanecusly piggybacking and shunning the
event - the Industry gives the imprassion that it is fractured.

Matthew Southern International Centre for Digital Content

Whatever way you look at it, ECTS I8 in a dire state. There is no denying that the poor
publisher attendance ramoved & 1ot of business, or at lsast contact opportunities for
journalists, retallers, distnibutors and developers alike. Many people | spoke to
perceived ECTS to be a failure this year purely because of its emptiness, ignoring the
question of whether they actually made less concrete gains from the show than in
pravious years. However, perception oftan fuels industry credibility and confidence just
as much as hard business facts do, so In that respect ECTS didn't render the European
industry a servica aither,

Looking at solutions to improve the situation, it's important to see why it was
considered to be such a failure this year, It's easy to blame CMP, but let's not forget that
ECTS is in 2 way the European industry itsel!. It's not fair to dismiss ECTS for being a
non-event i wa're not attending or, even worse, acting as parasites off-site insteac,
using ECTS as a good excuse to get everybody 1o London. Maybe therae's also
samething wrong with our attitude, not only with ECTS itself,

Martin de Ronde Lost Boys Games

ECTS this year was more focused on companies doing business. With a number of the
larger companes absent it was less of a media eavent than in previous years, and more
to do with developers, publishers and distributors conducting business with buyers
from throughout Europe and the world. The current debate is whethar ECTS should be
business or media focused, and we'ra in the process of taking soundings through
research from évery sector of the industry. The move to ExCel provided the show with
better faclities and on the whole was viewed as a positive aspect of tha show, Theare's
clearly a role tor ECTS to play In the interactive entertainment calendar, and for 2002 we
need 1o sinke the nght balance, but above &ll else it needs 1o be a show that the
industry supports fully. Breakout events can only help the larger companies, whareas
ECTS can provide a positive momentum for every company that attends.

Andy Lane ECTS Event Director
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E’raise for debut GDCE

Attendance outstrips expectations and, despite a relatively low
turnout from British developers, the event is hailed a success

David Braben {above) spoke about the
future of technology, showing off Frontier
Development’s new animation technology

nilke ECTS, there was no carping

U at the inaugural Game Developers
Conference Eurcpe. In fact, the event was
a notable success, seiting a positive trend
for the event to buld on in future years.
Nearly 500 developers attended the two-
day conference, which took place at
ExCel from August 31 1o September 1

With a line up of speakers and
lopics that covered all aspects of game
development, it was 1o be expected that
some of the speakers would be less than
stellar. Mora disheartening was the relatively
poor tumnout from the UK development
community, which seemed to be
outnumbered by Eurcpean developers. But
Ne MagOr GiSIDPOoMTImeT T Was 1nat i was
smply mpossible, given how much was
packad in 10 two days, 10 altena everyting.

Despite the vanety on offer, with lectures
covenng all sorts - from procedural

generation of landscapes and localisation,
to raising capital and managing intellectua
property — there were certain recurrent
themes. Most cbvious was the need 10
expand the addressable markeat Dy
targeting a mainstream, Non-gaming
audisnce, so it was slightly ironic that calls
10 agaress women gamers were directed al
a predominantly male audienca, Revolution
Software's Charies Cecll directly considerad
this subject in his talk, entitied 'Flea-Eating
Birds On An Elephant: How To Spot The
True Massmarket’, which asserted that
namrative anven adgventure games were
both appeaing to the massmarket and
aiso easily tumed into epssodic contant
several talks enabled attendees to
gimpse titles curmantly in development.
Pater Molyneux used Big Blue Box's
Project Ego as a case study for his talk on
the transition from PC to next-generation

-

The GDCE advisory board included (from left), Revolution Software's Charles Cecil, Elixir's Demis Hassabis, Gary Liddon of Climax, Martin
de Honde of Lost Boy Games, and VIS Entertainment’s Chris van der Kuyl. They are to be commended for the event's positive start

With a turnout of nearly 500, attendance was better than the event organisers had
anticipated, but the relatively low proportion of British developers was disappointing
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Ernest Adams was on hand to reiterate
his Dogma 2001 manifesto In a speech
about Technology, Creativity and Art

his talk. Likewisa, Louis Castie’s

candid summary of the company

cuiture Westwood Studios was revealing,
but Edge couldn’t help thinking i was

more suited to a US audence

Excellent speakers

But these few damp sguibs were morg
than compensated for by some genuinely
ebullient speakers. It's disappointing that
many attendees missed the International
Centre For Digital Content’s Matthew
Southem, for example, due to the fact that
his talk was schaduled at the same tme as
Peter Molyneux's presentation of Project
Ego. Entitied "The Cultural Study Of Games
More Than Just Games', this was an
alogqueant asserhon that games 0o indeed
have the power 10 inspire and provoke, and
an impassioned plea 1o developers 1o make

more culturally stimulating games, which

While both Blackley and Harrison called for the
expansion of videogame audiences, PaRappa
creator Masaya Matsuura made it one of

the central pillars of his keynote speech

consoles, for example, while Demis
Hassabis outlined the solutions that Elixir is
Using to solve the Al demandads of the long-
awaited Republic, and SCEE's Sam Coates
outlined the demands of an artist on The
Getaway. Meanwhile, there were round
tables on pitching to publishers, storytalling
In games and the future of online gaming
Of course, there were some
disappointments. Funcom’s Ragnar
Tornquist, for example set himself up for a
fall when he hubristically claimed that he
would teach his audience everything they
need to know about storytaling. Evidently a
handful of isteners thought they knew
better, jJudging by those asleep at the end of

Chalienge estabished hegemones.
While the curment commercial framework
of wideogame devalopment might make
such a task difficult, it would surely benefit
the developmeant community to 1ake note.
Seamus Blackley and Phil Harrison
unsurprisingly had no such trouble drawing
a crowd. Xbox big cheese Slackiey, weil
known for his oratonal skills, didn -t
aisappoint, gving an entertaming accournt
it console manulacturers expect of
developers, outlining the ‘lying game'
and namechacking Edge in the procaess.
intnguingly, he outlined what he percaives
to be the difference between the three
major console manutacturers, Nintengo, ne



argued, sees the game as a toy, while
Sony sees it as entertainment. Microsoft,
he asserted, see it as art. The jury's still out
~on that one, but the US launch of Xbox will
undoubtedly provide a clearer indication as
to whether Microsoft will be true to its word,
Hamson's keynote speech, “The
Definition Of Next Generation' was equally
entartaining. Aside from optimistically
(though not optimistically enough, as it
tumed out) asserting that England would
beat Germany by three goals to one later
that evening, and defining Cole’s Law, he
also offered a variety of possible definitions
of 'next ganeration’ and called for a
reinvention of the development and

distribution processes and business modeals
that offer longer-term revenue streams. It's
a shame that the PlayStation2 titlas he
highlighted - Jak And Daxter and Primal -
didn't adequately do justice to his argument,
and also that there wasn't time for
questions. Edge would have liked to
challenge his assertion that videogames
offer the best value entertainment per
hour, even at current software prices,
Whiie both Blackley and Harrison called
for the expansion of videogame audiences,
PaRappa creator Masaya Matsuura made
it ane of the central pilars of his keynota
speech, What Are The Cuitural Borderlines
Of Games?' was undoubtedly the highlight

ol GDCE, despite the fact that Matsuura-
san required the services of a translator.
Apart from handing out several copies of
the PaRappa 2 soundtrack at the end of
the talk, and a demonstration of the titie
in action, highlights included a De La Soul
and wisual stylings.

Equally entertaining, and revealing, was
a video of his development studio at work,
but Matsuura-san's real thrust was for
westemn developers to take more
consideration of Japanese gamers and
move away from the tracktional violent
staples of the videogame canon, The fact
that he photographed the audience at the
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GameDevelopers

Conference Europe

end was a touching display of modesty.
Hopefully, next year's GDCE will feature
an equally compelling roster of speakers,
perhaps with the addition of more panel-
based discussions to offer a greater
diversity of opinion. It is also important
that the high price of the event, which
determred some developers from attenaing.
be offset or subsidised to encourage the
attendance of junior developers. But overall,
the impression of the event was very much
of a conference that has the capacity to go
from strength 1o strength in future years.
The proceedings of the GDCE will be made
available on the event Web siteat | =

e

WWW.gdc-europe.com. JCra=

Overall, for a first time out, | found GDCE a
great foundation on which to build 2 successiul
annual event. With the UK such a bastion of the
games industry, it would have been nice 10 see
2 tew more British developears, but | suppose the
Germany match contributed to their absance,
Detailed presentabions were a bit thin on
the ground with most talks, including my own,
concentrating on general production issues.
Once the conference grows to a size that
supports more detall it will be much easier
for developers to justify attending muiltiple days
and It would be great 10 see tutonal sessions.
Perscnally, I'd love 10 see more art and
design sassions, plus, of course, batter publicity
o promote the conference and the work of the
GAMA network as a whola.
Sam Coates SCEE

Although small, the conference attracted
some key names. It's gréal to see the likes of
Phil Harrison and Seamus Blackley sharing a
joke and a beer. We nead events like this to
unite us in our common goal of creating great
and accessible interactive antertainment

As for the conference content, it was a bit
like GDC Lite, but a very good start nonethealess.
Hopetully GDCE will grow to a more respectable
size and include separate tracks for all
disciplines of game development, just
like ils big brother in the USA.
Dave Ranyard SCEE

in its first year, the conference was obviously
finding its feetl. But flashes of mspiration and
a strong pan-European prasence have set the
foundations for an important event. It wasn't
just that there were some gQood Spaakers —
there ware some good audiences, 100 An
open forum to share perspectives and
experiences is much appreciated In this
overwhalmingly competitive industry.
Jonathan Smith Codemasters

| was pleasantly surprised by GDCE, both by
the number and quality of speakers, and the
attendance. Given the bad press about ECTS,

| had expected many people not to bother
coming. Thare were both interesting and
informative talks; Masaya Matsuura's lalk about
PaRappa was particularly memorable, | hope the
conference continues next year and grows in
size and stature. It's hard for many people to
get out to the US for GDC, and prohibitively
axpensive for many smaller companias, and it
will be graat for the development community
over here to benefil in the same way from

the sharng of ideas and expernences

Jaremy Longley Lost Toys

As an inaugural conference it was never

going 1o compare with the fantastic GDC, but
it should nevertheless be praised and nurtured.
Matsuura-san's keynote was particularly
refreshing and his philosophy of universally

iIndustryopinion

Edge asks the industry for its first impressions of GDCE

enoyed games was inspirational. Perhaps if GDCE is to be improved, then it should
become more distinctly *European’, with an emphasis on our unique games heritage -
we can, for instance, draw upon decades of play theory to bolster our understanding
of how compelling play operates, as wall as our rich cultural legacies.

Matthew Southern International Centre for Digital Content

GDCE this year was pretty much a damp squib. There were faw talks with raal
meaat and little to attract the developers. It wasn't helpad by running it over a weekend,
holding it in one of the more inaccessible parls of London, and putting it on before the
dying ECTS. But the real problem was that when you looked at the schedule there
really wasn't much that was of real interest, and absoclutely nothing to do in the slots
when thers was no relevant talks.

it GDCE is going to survive they will have 10 address a good proportion of
these problems, and then convince us that they have.
Julian Davis Kuju Entertainment

Aibo Is programmed to be attracted to things pink in colour. If someone ngs up a
‘carrot on a stick’ in front of Aibo, with a pink ball replacing the carrot, leaving Albo
to chase the ball futilely, would thes be considered a cruel ac1? After all, it's a jus!

a machine, or 18 it? This was a guestion posed by Masaya Matsuura to the
audience during his Game Developers Conference Europe keynote,

Matsuura-san's keynote was one of the highlights in two days tull of intellectually
honast exchanges of ideas on the craft of game developmant, Among the nearly
500 delegates (200 more than expected) the strongest representation came from
Germany, France, Scandanavia, Eastern Europe and the Unitad Kingdom.

The GDC will continua working hard making sure tha event Is valuable and
relevant for the European game development community. To that end, any
feadback on how GDCE can be improved may be sent to ayu@cmp.com.

As far as the 2002 Garne Developers Conference Europe 18 concerned,
nothing has been set in stone. but we plan to integrate community faedback
and proceed with planning next year's conference over the coming months
Alan Yu Game Developers Conference Europe
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Microsoft courts Japanese

With fears that the Xbox is set to sink without trace in Japan,
the company launches a charm offensive with top local devcos

Microsoft has so far confirmed seven
titles for the Japanese launch of Xbox,
including (from top), Jet Set Radio
Future (Smilebit), Sega GT2002 (Wow
Entertainment), Gun Valkyrie (Smilebit),
and Dead Or Afive 3 (Tecmao). The other
three titles that will be avallable are
Genma Onimusha (Capcom), Airforce
Delta 3 and Silent Hill 2 (both Konami)

<€ 016

fter the poor reception that greeted the
Xbox at the Tokyo Game Show earlier

this year, Microsoft can be under no liusions
as to the biggest obstacle facing its bid to
dominate the likes of Sony and Nintendo:
the apathy of Japanese gamers. In a bid
to remedy thes, the company held a
conferance on August 27 to outline detalls
of the Japanese launch and to announce
the signing up of several more big-name
Japanesa developers. As an attermpt 10
improve the asteam in which its console
15 heid by what s notonously the most
aifhicull wideogame market 1o crack, the
avent was undoubtedly a success

The performance of Hirohisa Ohura,
Xbox's MD, could not have bean in sharper
contrast to that of Miyata Toshiyuki
(president of Xbox Japan) at the Tokyo
Game Show, No time was spent casting
aspersions on Microsoft's competitors, and
no meantion was made of US titles. Instead
the focus was firly on big-name Japanese
developers, most of whom also made an
appearance on siage 1o expiam wiy theay
had chosen 1o deveiop titles for the console
and to give a Ive gemonsiration of ther
wares. As far as presentation 18 concemed
it was a far more iImpressive performancs

As well as dismissing persistent doublts
about problems with intal's motherboand
design and nVidia’s graphecs chp Dy

It was slightly overshadowed by Capcom's subsequent GameCube announcement, but
Microsoft's recent press conference went some way to increase the esteem of the Xbox

development - 150 titles, cumentiy being
developed by 70 developers. The big news
was that Namco announced s intent to
take some of its major franchises to Xbox
inciuding Ridge Racer, Soul Calibur 2 and,
significantly, Dead To Rights, which will no
longer appear on PS2. Sega showed off
Gun Valkyne, Sega GT 2002 and what was
undoubtedly game of the show, Jet Sef
Hadho Future. Among the other notable

The focus was firmly on big-name Japanese
developers, most of whom also made an
appearance on stage to explain why they
had chosed to develop titles for the console

declaring the console’s final specifications,
Chura-san also provided detalls of tha
Japanese launcn date — February 22, 2002
Although this might be considered an
auspicious date given the success that SCEI
has had in Japan from basing marketing
Campaigns around simpe, mamorabie
aates, 1 will mean that Japanese gamers
won't be able to get their hands on an Xbox
untlh more than five months after their US
counterparts. And, as Masaya Matsuura
ponted out at GDCE, Japanese gamers
don'| take kandly 10 baing treated uriairy.

II's also not certain how many units will
Da avadatye at aunch. instead, emphass
was placed on the gquantity of tities in

developears were From Softwara, which
remains hugely popular in Japan, showing
off Bush Murakumo, a robot-action title,
and an RPG called Gaig Blade. Although
NO IONGger as popular as i once was, it wi
also benefit the Xbox that Atlus has signed
up, since Megamifanse is both a popular
franchise with Japanese gamers, as well
as the conaola’s first Japanese online title

Perception problems in Japan
While there 1s no doubt that the event
marked a sgnificant step in the nght
direchon for Microsoft, particularty given a
positive response Tom Japanese etallers,
areas of uncertainty remain. The biggest is

that the Xbox s still widaly percened as
a high-performance, low-cost PC - which
seams ironic given Sony's apparent desire
to turn PlayStation2 into a PC. Doubts
about the size of the urit and controller
remain, and some enterprising Japanese
companes are even rumoured to be
developing business applhications and
amyers 1or the consoe 1D INCrease
compatibility with existing PC penpherals.
But also of importance 15 the price and
functionality of the unit, With its online
strategy yet to be announced, Microsoft
has yet to come up with a compslling
reason for an in-built hard dnve, and DVD
playback will require the purchase of an
add-on. Yel the prce of the unit — which
has yet to be revealad - is expectad 10
be more than both GameCube and
PlayStation2, which now comes bundied
with Gran Tunsmo 3: A-spec. With the unit
launching after the lucrative vacation pernod,
and after the launch of Nintendo’s
GameCube, and beaaring in mind the fact
that PS2 sales appear to be suffering due
to the popularity of the Game Boy Advance,
a prahibitive price s something that
Microsoft would do well to avoid.

So, although the conference marked
a clear signal of Microsoft's intent and made
some inrads with Japanese retalers, the
forthcoming Tokyo Game Show s likely (o
offer the clearest indhcation as to whether
the Abox can succead n the east

Expect a full report next issue



SIGGRAPH off the scale

World's leading 3D graphics event has its fair share of surprises
and attendances continue to grow as it hits Los Angeles

A 8 the world's leading show for 3D
graphics, SIGGRAPH usually brings
with It a tide of exciting new releases for
the creative side of the games Industry.
With more than 34,000 visitors to the LA
Convention Centre, this year's event — heid
August 12-17 — might have been lower key

than previous years, but was still impressive.

Numbers were up on last vear's event,
held in New Orieans, and those present
were able to witness the launch of
LightWave 7. head-to-head with the
announcement of SoftimagelXS!. Wesghing
in at $2,500 (£1,710), LightWave is the
more affordable 30 graphics system,
Enhancements to the application — best
known for its contnbution to the SFX in
‘Babylon 5" - include a new motion mixar
for animation, hair and fur (thanks to the
incorporation of plug-in Sasquatch Lits)
and upgrades to the renderer for control
of depth-of-field, soft refraction and soft
raflection. Sub-D bumps, crowd dynamics
and fluid dynamics round off an exciting
iaunch, though thema's not much to appeal
directly 10 games developers apart from
the OpenGL optimisatons.

New Tek is notorious for launching
products before they're actually available,
and although the company boasted that il
shipped the first copy of LightiWeve 7 at the
show, it's only recently become wadely
available in Europe.

SoftimagelX5] 2 costs close to §8,000
(£5,500) and offers a completa 3D and
animation toolset. The company has been
leading the way in daveloping behavioural
‘smarn’ animation systems, XS/ 2, however,
seems more production orientated. The
imteractive rendering feature should help
game developers work faster with its
realtime previews, as well as tha reaftime
shaders. Improvements continue to be

made 1o the non-kinear anemation system,
character rigging and in the SDK. However,

the big new feature is its built-in compaositor. CUTTINGS
It should be available from October. Videogaming hit by attack
Hardware advances

On the hardware side, things were lower
key. Rumours ran rife that SGI would
announce bankrupltcy at SIGGRAPH, but
didn't come true. ELSA and nVidia continue
to drive forward with 3D graphics chips for
both the gaming market and the content
creation side. An interesting demonstration
of the latest iteration of nVidia's Quadro 2
technology was held at the Square stand.
Scenes from the 'Final Fantasy' movie
were displayed on PC monitors care of
processing by PC graphics cards. Demo
artists even manipuiated the scenes in
realtime. Impressive, but not as glonous
as the film itsell, nor as amusing as the
clips from Pixar's latest, ‘Monsters Inc’. This
was ane of the key attractions of the show's
Electronic Theatre, where cutting edge CG
shorts are aired 1o a whooping audience
of graphics geeks each SIGGRAPH.
Games developers weren t particularly
prevalent at the show — just Blizzard and a
few others waving the flag - but there was
a decent selaction of courses and seminars
for the industry. 3D modelling, OpenGL,
OpenML. virtual world design, interface

design, DirectX and gameplay were all
coverad in the learned sections of the event.

This was capped off with a conference

panel chairad by JC Herz (Joystick Nation)
which included Ken Lobb of Nintendo
America, Enk Krabber and Jack Grilio of
Dreamworks Interactive, Mike Rayner from
EA and David Hibbeln of BioWare, Thay all
discussed awards they'd recently won for
recent titles. Next year, SIGGRAPH |
heads to San Antonio, Texas. ==
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Gaane Boy Madden news

Trarsworld Surf news
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Sony holds oft PlayStation3

BAFTA judging dmws to a close
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DMW at Olymipia

Lightwave 7 launched at SIGGRAPH, but will it find favour in a dev community devoted
to 3DS Max? nVidia's Quadro2 chips were used to manipulate 'Final Fantasy’ imagery
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Tracking developments in development

Realistic shadows within complex
geomatric scenas are one of the key
features of Vulpine's Vision engine

Supponr for advanced shaders
means that developers can create
custom textures such as fur

Can Frommibold, managing drector of esaarch, Vulpine T

The Vision thing

A game engine with integrated development toolkit

is the way forward according to Vulpine Technologies

M iddieware isn't about rendering
performance any mone

argues Dag Frommhold, Vulpine
Technologles' MD of research: “With
our Vision engine, we offer developers
the compiete package - nol only a fully
eaiured renderng engine but also
CONISION getaclion, physSICS and
a next-ganaration toolkt.
Companies such as Criterion

have embraced this philosophy with
its plugable Henogertvare platiorm, but
ViEpIng s approach harks back 1o the
days where all-in PC engines such as
Ouake and Unreal nuled the roost
Obviously it will be hard to compete
against the cachet of such technology,
but Frommhold s convinced there is
a niche for another middieware engine.
“The people licensing our engine are
concernead with the technological
aspects we can offer them,” he says
“They look at our damaos, see that they
are cool and then they want to get to
gnps witn Vison. Vhile we are certainty
in the same market as Unreal, its a
different situation, because people
approach Epic and say; "You've got

big reputation, That's a great
marketing argument for my title.’
We're a bit chaaper than them,
too,” Frommhoid adds with a gnn.
As is traditional with German game
development, the 22-strong team at
Vulpine has an excellent grasp of PC
technology, as will be proved by the
second iteration of s Vision engine, 1o

Vision engine's use of a dynamic occlusion algorithm ensures it only renders objects
that can be seen from the player's viewpoint, speeding up frameratas in the process

U18

be released in October. As well as
shipping with an extensive set of
shaders to define complax surface and
texture effects, the engine supports
gynamic scene occlusion. This ensures
only geometry in the line of sight of

the player is drawn to screen, greatly

e
mproving framearates, “Uur oociusion

i

ch

IBCNOIOgY 15 very Imporiant, as
we have designed It to integrate
seamiessly betwesn indoor and
autdoor envircnments,” Frommnoid
explains. He is also proud of the
angine’s new lighting system. "We
have an additive ighting system which

proguces a reakstic 0ok, Because
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object can cast a shadow on any
other obiect in the scane

Based in southem Gammarny
Vulpine nas five chents signed up,
and is keen 1o expand its reach
outside continental Europe. “The UK
i5 important for us and we are talking
10 quite a few companias in the UK."
says Frommhold, Key announced tities
using the engine include Nuclearvision's
Psychotoxic and Happy Grafix's

e R it & i il —
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We have ported the ang {0 Linux

which isn 't that big a geal for games

Pathfinding is the most common use of Al, Pensor's
planning routines can be spread over frames so
haavy Al tasks don't result in a drop in framerate

All tooled up

15 edilmg
nanagement packagn. “VEQILIL 15 a compeetely
¢ modelling and content managemen and infegranon
package, says Frrommhaodd. “l bndges the gap between
thi gameas editors for Quake and Unreal and professional

packages such as Maya and 305 Max. This s important

20 withun the same stucho you Nave [_IT{Z['_'-L:' Wik

oftware, VEGHID lets vou inlegrate
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and there are plans to move into the
Xbox and GameCube space ton, But
Frommhold thinks it's unllikely that a
PlayStation2 version will be released
'It's someathing we have been thinking

about, and we are stif thinking about
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ith analysts pondering the Trojan
horse aspects of PlayStation2
and Xbox as digital gateways 10 the
home, Nokia is preparing to release
an equine form of darker hue into
the market in the shape of the
Media Terminal, due to be
rolled out in Sweden in October.

While it is not a dedicated games
machine to compare to Sony and
Microsoft's offerings, it underlines
the Importance consumer electronics
compames place on getting their box
into the living room. “Nokia has been
in the home market for 20 years with
its traditional set-top box business,”
points out Rickard Nelger, head of
product managemeant at Nokia's Home
Communications group. “This is not a
strategic switch for the company,

Media Terminal tech specs

Software

Hardware

Nokia in the living room

Not only is Nokia's Media Terminal set-top box feature-heavy, but it's
an opportunity for the open source development community to bloom

Nokia's attractive-looking Media Terminal is one of the boxes that will be vying to be the
digital gateway to every home, although it's unlikely to prove tempting for hardcore gamers

rather it's an enhancement of Nokia's
concept of connecting people -
personal, office and now home.”

The Linux-based box relies on
the Xfree86 operating system and
Mozilla browser, and also features
a 40Gb hard drive, an Intel Celeron
366 MHz CPLU with 64 Mb of RAM,
undisciosed 3D hardware and both
broadband and narrowband
connectivity. As well as operating
as a digital set-top box and DVD
player, the hard drive means the
Media Terminal can act as a personal
video recorder, recording up to 30
hours of programmes to be viewed
later or pausing live TV as with TiVo.

But while the hardware itself
might not signal a particularly radical
approach, Nokia's choice of software

Linux operating system Intel Celeron 366MHz
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certainly does, for the Media Terminal
is an open source device, This makes
it one of the biggest apportunities for
the much-vaunted Linux community to
proved the value of its non-proprietary
approach to software development.
Praviously there have been few
consumer electronics devices that
use Linux, although this is beginning
to change. Notably, Sony has sslected
the Mozifla browser for PlayStation2,
yvet no successful devices have relied
on open source coders for their
applications, The last attempt,
from US company Indrema, ended
in ignominious failure before launch.
MNokia's financial muscle means this
fate is unlikely to befall the Media
Terminal, although its release date
outside Scandinavia has slipped since
it was first announced at the start of
2001. The Media Terminal will first
be released in Sweden. A European
rollout will now follow towards the end
of 2001, with the US release in early
2002. Pricing has yet 1o be set.
Software development is being
driven in collaboration with US open
source enabler CollabNet via Nokia's
Open Standards Terminal Web site,
To date, around 1,600 developers
have registered. Hardware
development kits can be ordered
through the Forum Nokia Web site.
There is a feeling, though, that
while the open source movement
is good at developing business
and research software, it could
be confusing to bring it into the

Much work has yet to be done before the open source
community develops compelling content for Nokia's
Media Tarminal. BZFlag is one of the few 3D games
currently under developmant at ostdev.net

massmarket. Nelger disagrees:
“Nokia's approach is that the
consumer will never be faced with
the issue of open source.” Neliger
also beiieves that the Media Terminal
is a great opportunity for developers:
“They can sell games directly over the
Web, or they will possibly be able to
make an agreement with Nokia to
distribute through NaviBars [Nokia's
navigation portal]. They could also sell
their product direct to Nokia, who in
turn resells to consumers.”

rowever, with only seven publicly
announced game projects ungerway,
development support staff will have
their work cut out. A deal was
signed with Loki, the US publisher
of professionally ported Linux games,
but since then Loki has filed for
bankruptcy, leaving a question mark
over the availability of Linux games
such as Tribes 2 and SimCity 3000.

But as the guidelines for games
submissions specify, games should
not assume the presence of a mouse,
but the Media Terminal's remote
control, 80 it's clearly not a device
for hardcore gamers. As Nelger
explains: “The Media Terminal
contains 3D hardware in the chipset
and this will be enough for the
expected services and games in the
family-onented entertainment '
environment we are targeting.”

B www.nokia.com I

B vww forum nokiaforum.com
B v ww.ostdev.net -
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soice 10 a dsappointing event. A IMpanec with ImnoguinNg prest
refeasas and pamphiets, ame [Infinty was keen to hard-sel it

clients' products, Amusaworld's E220Dancer provoked the most

farvour with (stooge) testers contorting their bodies in t md to the

seemingly random beats. Microbat's Robot Soccer 2002 table
Wrall aoin-00 fart most ourtirs hanow thouchiits oast
= er ac senal fa
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and cycling peripherals a wide berth, the compary's demonstratos

imprassed Edge 5 enthusiasm for pointiess devices. FHnally
(zame | 0% s ventable armoury of Dreamgun wireless miniguns and
assault ras want gown weadl with most attendeas, \Which 1s mors
than can be said for the new and 'improved’ Erotica lsland stand

AT COMEINED Mo Sicone ThEn S

Soundbytes
expect that decades of wheeling
motorised basket and speaking
achine like Davros, whilst being
venerated by naive post-docs as a paragon
of wisdom simply because he's good at
maths, would inevitably soften his brains. It's
just a shock to see him become a gibbering
bubblehead quite this soon”
m =11 Thomas C Greene descataly reouffs

MW:&EMWWM Ez2Dancer provides music for several dancing
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“Maybe Thomas Greene would like to spend
a few years in a wheelchair having someone
feed him through a straw and change his
nappy? | don't think he'd laugh about
amyotrophic lateral sclerosis anywhere near
as much then”

aader Simon Wells takss offance al Mr Greene’s comman

et ) “If you look at the computer game industry,
ECTS just wouldr't be the same without the GameBox's Dreamgun peripherals were a touch there are many more violent and morally
bizarre, the ridiculous and the compiletely useless OTT, What are the odds they won't be back in 20027 reprehensible games out there, We got bored
| of games where you have to fight ogres and
trolis and just thought it would be a nice,
topical idea.”
Daxarora’s chiet executve, Jason Garber. delends Hooigars: 5

MOT CLTIDE, DO not O gresand [ IIs Danal gameplay

“The Weight Of The Bloody Horror is On Your
Shoulders.”

T e N § 4 ek R et

“Ears that take a toll due to long wearing!
How about your hairstyle that was carefully
set in the moming? No need to worry any
more. Neckphone completely solves your

problems with its non-contact wea
scheme."

Wattley Intemational’s demonstrator can boast a nine The Erotica Island stand was ona of the biggest =
out of ten success rate due to the lack of volunteers draws, with the girls - as always - waxing lyrical




#= Nice IDEA

Japan: Edge was honourad 1o appear in issue 288 of

intemational graphic art magazine IDEA. Focusing on some
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and "Star Wars', Coples are avaitable from viour local

speciaist design-obsessed Japanese newsagent

= Tron and on and on

UIK: Extrame-G 3 players marveling at how great the 20-year-oid
pike gesigns from Tron” still ook might want to chack out

Lightbikes v2.0, a 3D PC natwork game created by James Payne,

aka Eidolon industries, and based on the digital racing scene from

o i s - .
2 1530 M. Flayvers

nap; each cycle ieaves a daadly ight wall behind &, and the
obyective IS to Dox your opponent i before they Can Cage you. AS
800N as you ve lost a deadcly game of digital cChicken, 1he camera
noats out 1o provide a bird'’s eye view of the whole map, allowing
passe players to enoy an '80s future-chic gladatonal spectace.
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= Gobbling up your coins
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Holland: Avert yvour eves, Eurosceptics, and enter Ewoman, a
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I0 8 single European currency a Iittle less painful. Playing a

maniacaly grinning yellow Euro symbol, the player's mission is to

wadde around a maze collecting as many national coins as
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possible before the final switchover deadine of January 1 2002
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curope will be abie 1o thrll to the sguat curmency supearhero for the
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“orémon Cand-e-reader-compatible cards: 3,360
Hewvised launch date for the Xbox in Japan: February 23
Share of the software markal Sega expects to hod In Japan
ind the US during 2003-2004; 26 per cent

- [
FoDean SOMWane Mmardet Se0n exiiac]

in the curment business vear 12.7m
Mumbear of manutes it ook online retailes Ameazon.ocom and
Towsrs. com to sall thalr imst Bateh of Xoos pre-sale buncas: 30

M) Liressim st e Curmen

Hundred Swords

Litespan of Nintendos new Pokémon Mind on just
ne AAA baltery: 80 hours

Number of units Dendl May Cry shifted in s opening weslc 352 688

1 PO & alternicit

L R e R = b gearafi

10 pumnase hornds: ¥45bn (£260m)

rs speead fluorescent cycies around a hologram

SIS WOLED De 8 wWesCome acCEion

Every single cover of Edge exposed in the arts
journal IDEA ~ even issue three's Rise Of The Robots

Edge's art duo finally get some recognition for
its efforts with crayons, Quark and stuffed foxss

As evex, it's simply bright-line chicken: all those
hours on mobile phone Snake are about to pay off

" AW
) &9 L 1L ity 4a Ay

Plucky Euro-man makes his escape from the non-
conformist currencies, including the cowardly Pound was never this much fun. Oh, hoid on, it was
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s We are the robots

UK: Okay, it's aimed at 13-year-olds but there’s something
particularly appealing about Eaglemoss Publications’ new
Real Robots magazine. With one of the most ambitious
cover-mount campaigns the UK has ever seen, themagl
lets readers bulld their own cybot over a penod of months,
The second issue of Real Robots ts on sale now for £3.99

s Stitch that

Japan: Dolly lovers of the world unite. This fancy new sewing
machine from Japanese company Jaguar has been developed

to incorporate Nintendo’s Game Boy Color. A popular exnibit at
this year's Spaceworid, the Nuotto JN-2000 even comes bundled
with special Mario Family cart. it contans all the familiar Nintendo
characters, and enables users to embroider Princess Peach on

a pair of underpants at the fick of a swiich.

=7 Card-canying capitalists

Japan: Though Pokémon may be at a creative dead end,
Nintendo'’s new Card-e-reader - usad in conjunction with the
Game Boy Advance — s sure 1o keep the franchise expanding
for a while yet, Coded data on the new batch of Pokemon cards
will allow access to saecrets and characters in compatible garmes,
The Kyoto company might as well start printing money and

cut out the middieman,

e Showfloor Troma

UK: With Sony, Nintendo, et al avoiding this year's ECTS,

it was up 1o renowned movie production company, Troma
Entertainment, 10 tring a bit of high-budoet panache to ExCelL

It was a charge that Sgt Kabukiman NYPD, along with Tromeétia
accomphice (sadly Super-Tromette Bulemia didn't make it to the
event) fulfiled with aplomb. For those lucky enough to be assailed
oy the formerty mild-mannered police detective, there to promote
the company’s new PC title, The Troma Project, it was
undoubtedly one of the heghlights of the show. With camera n
hand, they took the show floor by storm, and an Edge staffer -
caught in front of their lens like a rabbit in headiights — by surpnse.

But shama about the lack of Brtish developers
ECTS

Edge's ballpoint pen collection swells still further
D&D Third Edition

Edge provides the voices, PC Gamer the dice
PR audit

What are they thinking?
ECTS

Rage had the biggest stand. Enough said
Terrorism

Alrsady being biamed on Microsoft Flight Simuiator
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DBINg a sex aodiCt at a convent: you had o do a lot of
taikng i1 you wanted to get some play.”
starting with Computer Space (that little acknowiedged

anteceaent (o ~ong), Sellers marches througn the years from

=

1977 until 1985, whan, he says, "We all woxe up Wwith a kilker

nanaover, siumpead in our basement beanbags, hooked up
the Nintendo NS and played games for the rest of the day
At 1 r s i 3 PO ke 3 =i ]
oot the 'g DroOaDy Need
w 1%' = Al [ TR g F':_-__;—I = : b ¥
MO0 rans, the pro j JUSITY S )
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Molan Bushnall founder of Atar and creator of the first
ooin-0p videogame, and other games industry ilummnat add
some gravitas to Sellers’ commentary, but, frustratingly, 'Arcage
:-—:".,.-l_l_.- doas not atts 'I'I-l-'l'_ to tackie -|-|E 'CJE':[_‘*F'I* currants that wera
set in motion by the budding cutture he describss, leaving the
Unsatistactory

¢ 18aing that the mal story was somenow missedc

Nevertheless, this is a ight-hearted and entertaining reag
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@mous games of all time as her chapters, Burmnam - a 1omer
M A

vWined magaiine

aditor and lifeiond oameas fiend — INroouce:
the paopla, machines and events that brought them into

axigtence. Infusing the commeantary with her enthiusiEasm
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Several chapters are written by guest writers with similas
credentials to Bumham, Steven L Kent, author of “The First
arter: A gar H i Videogames his revie
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of the ‘Kong key Kong s certainly one of
= . 1 1 ites. “but the 1S

NESTIONY and court oattkes (hatl evonveo arounda i, and LOnNKe
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Kong is likely the most intnguing videogame ever made

Similar commentary placing each game in its
contemporary Ccomeaxt pappears the Dook

Iracing the evolution of games from arcades 10 the

TV screen, Burmham has adeptly compiled a fascinating
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ISKetch brings parkour games 1o the Net with a superh
‘Pictionary’-styls guiessing game. Points ame awarded
both for guick solving Bnd artistic competence. The
usual collection of phal room opportunities are aiso
avallabie, but i is the sheer compuision of producing
wonderfully representative artwork which really
appaals 10 the draughtaman insde. it's just a shama
no one fail thal way about Edges istration of annmia
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Japan: A fow days befors aunch, Nintendo's
GameCube mankaling swired info action with the !
o networks showing the first batch of GO softwars |
ads. Edge foouses on this water-basad numben

7 The sound of a formicable tsunami Bporoaching
can be heard. (= 17 Vioicegver (roughout advert).
"Welcome to a new world of videogaming!”

1 "Nintendo GameCube.”  *“Beautiful waves but
80 much danger.” ' | | “Have fun on a realistic water |
surface which changes in reaitime.™ ~ "Viave Race
Ble Storm.™ ' . *GameaCubel”
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eptamber 4; on a late-night plane

heading for the southem coast of taly.

RedEye watches the British coastine
cloaking in and out, then slides his window shut.
RadEye hates fiying. Thank God for litte distractions:
the seatbett light goes out, the GBA appears, and
the tiny swivel light overhead comes on, Perfect
lurmination. Nintendo should bundlke an Airbus
with all their handhelds. Tha next time RedEye
plans to touch a games machine s on the journey
home, bacause, post-ECTS, the industry takes a
breath, Everyone needs a break, Get some sun.
Get some perspective.

September 6: a sprawiing, quiet beach.

The perspective from here is across a flat crystal
seashore horizon. It's a brght evening, and light
dances, and there ame no videogames within
500 yards. The sweat and empty handshakes
of conference season don't exist here. Remember

how it was a few days ago? RedEye's feet curl tightly
into the wamm sand, and his eyes twist shut, and the
voices come flooding back: the wash of the waves,
the whine of Joe Industry. It's not as good as last
yaar, it's not as good as last year.. . It never is,
September 2; lurkang with a group of old frends
at a bar insicle ExCal, the Docklands venue whers
ECTS 2001 is being held, Or, as popular opinion
wouild have it, not baing held: imagine a conferance
drawing several thousand people where the sole
purpose appears 1o be to talk about how, this year,
there's nothing to tak about. RedEye walches
someone milling aimiassly about with a year-old
blue P52 bag, someone else waanng a neckstrap
Konami was handing out at ECTS 2000. It's ke
'| Love 19-whatever' - candy-coated nostalgia
and misplaced enthusiasm for days that desenve
10 decompose. The Bits giris might be drawing
attention on one side of the bar, but wheres
rentaquote Kate Thomiton when you need her?
RadEye magnes her voice: “Oh, everyone
remembers ECTS 2000, It was just one of thosea. ..
moments, when evenything fell in to place, y know, at
the right time, Unforpattable.” Richard Blackwood:
“Yeah, you'd go over 1o the Nintendo stand and play
Mario Kart Advance, and you'd just be like... wow!
Bzzzzzooooooocoom|” Gina Yashere: “And it was lke
bzzzzzzaaanwwwww Keh keh keh screeeeseech!”

Johnny Vegas: “ECTS? Rubbish,”

Correct. Getting misty-eved about the Olympia
days is stupid, because ECTS s always rubbish.
MNostalgia whitewashes the headaches and sufferng,
the lack of oxygen, the absolute waste of energy.
Time heals; look at how easily Europaans seem
prepared to forgive Nintendo for years of PAL abuse.

September 1: Westminster, heading into The
Nintendo Show. RedEye's not expecting much; this
is the spoonful of sugar, designed to heip to soften
that neglected feeling that's an integral part of being
a European Nintendo fan. According to Internet
rumour, the doors to Westminster Hall will
magically open with a brief flash of an ECTS pass.
Nat for the first time, Internat rumour is absolutely
wrong; regardiess; there are 50 or 60 hopetuls
Web site deadiines and iwata fantasies. They wil
stil be whining when RedEye emerges, eyes biinking

pELEN

ways look at the videogame industry

at the pure white sky, some four howurs [ater,

Insicis the show, a mix of cheap-sulted comporate
clientele and black T-shirted European joumalists
rmake awkward smalitalk, wait for the auditorum
to open, and breathe one others' sweat and acnd
deodorant. It is hot, it smells of rancid man and it's

something sirkes RedEye. It looks ke stock
famine footage, starving kids clawing forgran
from the back of an anmy truck. RedEye wonders
if that's how Nintendo is trying 1o portray itself, as
philanthropic peacekespers in the console wars
The fiscal giint in Gosen's eye every time he spits
'‘Pokeymon’ to the crowd suggests its motves
are somewhat less genenous.

Septermber 8: in the dusty, air-conditioned
garmes room of an ltalian hotel. A faded misshapen
Fikachu is sioppily stencilled on ona wall, but
otherwise the place is exactly how RedEye
remembers, right down to the pool table: no
white ball, spintered cues, and a chanad-down
piece of chalk. A matt-biack arcade shell In the
comer conceais Ranbow Islands, the console
covered in cigaretie bums, just ke it was the iast
time RedEye was here, 10 or 11 years ago. ‘| Love
1890": Redbye's watchsirap was broken, there was

a mosguito bite on his left calf, and Iraq had just
invaded Kuwait. it's funny how some things stick.
September 12: In the queue at the check-in
desk for RedBye's fight home. RedEye hasn't seen
the extra secunty. He doesn't notice the pictures on
the front of the italian newspapers, He gets to the

Imagine a conference drawing several thousand people where the sole
purpose appears to be to talk about how there’s nothing to talk about

all RedEye can do 1o hold his breath, lean aganst
a wall and play amateur anthropologist; European
businessmen stuffing their fat, tufty faces with
breakiast pastries; ther Japanese equivalents tryng
to get to the food, faling, smiing, snaring; spotted
Germanic geak youth gnnning wildly like All Your
Base Are Balong To Him. Who could be anything
but a socopath oday?

The doars open, and the crowd surges in. It
starts wilh uitraviolet light and a gospel chorr, but
the heavenly pretensions are grounded with the
amival of the marketing man’s marketing man, David
Gosen. His speech is the same as always — emply
superiatives, maaningless statistics, evangelising
the company 1o patience-breaking point. Midway
through, as the video screen shows clips from a
Pokémon tour of Eastern Europe and free cards
being generously distributed to the masses,

£

front of the ine and finds, for wnatever reason, that
the airport staff won't let anyone camry hand luggage
onto the plane. RedBye moves to put his GBA in
his pocket. “Somy, Sr. That has to stay in your
bag. Wallets and passports only.” RedEye asks
why, “Because of yesterday, Because of What
Happaned.” And in two canefully emphassed
capital letters, the worid changes. A two-hour
fignt becomes two hours of silence, turbuence,
and vague ncomprehension. There are no itte
distractions. And it all dissoves — the whining, the
misanthropy, the hatred of benign nostaigia, ECTS
apathy, Gosen’s empty rmetoric, fear for the future
of gaming - it all washes away. Perspective, you
sea. That's all. Perspective.

RedEye is a veteran videogame journalist. His
views do not necessarily coincide with Edge’s
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ne good ruie of thumb for analysing

entertainment is that milions of people

can't be wrong. Not that everything that
is hghly popular is brilkant — after all, lots of pacple
buy Celing Dion CDs. Nevertheless, the mass
appeal idea s good to keep in mind as insurance
against the unproductive snabbery that immediately
assumes that everyone who buys million-selling
product x Is an idiot. It is far more useful to ask
what these popular but despised products
have that seems to gratify so many people.

There is a reason, for instance, why grinning

comvict Jeffrey Archer sells so many books. The
products (coaxed and rewritten into readable shape
by many unseen hands) that bear the Archer brand,
while being far from beautiful in a purely iterary
sense, are cramrmed with narative suspense and
surprises. That is what many bookbuyers want, and
t is what too many fey ‘literary’ novelists signaly fal

~ N

to provide. Archer, John Grisham, David Baldacc
&t al are hardly masters of styiish prose, but they
deliver something else that most peopie want more,

Similarly, adults can sit around knowingly and
sneer at the tweenies who send S Ciub 7 and
Britney Spears to number one, but one evening
a crafty DJ will put their record on in the club
and they'll dance their faces off, because the
programmers behind S Club Party' or 'Baby
One Mare Time' are evil geniusas who know
exactly how to make a popular dance record
that bypasses the judgmental intellect and
works directly on the spinal column.

The same holds true in the field of electronic
entartainment. No videogame becomeas massively
successful without having anything to recommend
It. This view is anathema to that of the so-called
‘hardcore gamers' who regularly moan that the
people who buy Who Wants To Be A Milionaire?
or FIFA football games or Tomb Raider are total
morons, and what is worse, that they are

But those games are not imedeemable
garbage. In some respects they ane supenor o
many videogames that are mom widely admired
among the cognoascenti. Now, of coursa, the markst

isn't always right. It was presumably commercial
pressures that led the designers of Kengo: Master
OF Bushwdo to throw away what made Bushoo
Biade such a fascinating and unusual product -
the tactical stances and ong-hit kils —and tum it
into yet another beat ‘em up with heaith bars and
button-bashing combos. But let’s assume that the
profitable franchises must be doing something right.
EAs FIFA cash cow seems to have become
a byword for all that is despicable about the
mainstream videogaming culture. Sure, the tsunami
of AIFA 'sequels’ seams like a pretty cynical way 1o
rob gamers of their cash once a year or more. And
yel... back in 1898, during the Worid Cup, my
fiatmate and | had many sessions of besr-fuslied
videogarmng football, We had a copy of ISS Pro
and we had a copy of Workd Cup 58. IS5, we
agreed, was the baautiul game: it had better play
dynamics, better controls, But despite that, we both

fastenad on to Worid Cup 98, and played
that religiously for our thrice-daily fix,

Why'7? Because Worid Cup 98 had better
atmosphere. It had better music, better crowd
reactions, better commentary. It had the real World
Cup teams (although the inclusion of Gazza among
the England squad was a comical emor). My flatmate

product by itself. Gran Turismo 3 has highly playable
driving physics, but what makes people's jaws dhop
n HWVV? What selis it? The replays. Dripping with
has very interesting gameplay mechanics, but i
lacks the rhythmic ebb and fiow or the dasign
variation that would make it a truly great game.

This isn't the argument of a graphics tart. It is
Just as true for Tetns on Game Boy = which mames
an intuitive HCI with erisp design and imtatingly great
music — as for Jet Set Radio, which has perhaps
the most consistently achieved audiovisual design
aesthetic of any game in the last couple of years.
Meanwhile, the muilti-piatform succeass of Who
Wants To Be A Millonaire? shows that the proper
atmospheric packane can afford to farm out most
of the actual gameplay beyond the imits of the
hardware itseif. it is a social game with the console
or PC as sconskaeper, and 50 1S N0 More

TRIGGER HAPPY

contemptible than a Monopoly set. It certainly
isn't hamming sales of NCL product.

Secondly, videogames don't exist in a vacuurm
as cultural products, either. They are competing
for our attention with other forms of media. So
for something ostensibly modelled on the real world,
such as a football or driving game, It helps 1o have

No videogame becomes massively successful without having
anything to recommend it — a view anathema to ‘hardcore gamers’

and | could play England versus Argentina
in advance, which we couldn't do in ISS.

Great gameplay cannot succeed in a vacuum,
and this works in two ways. Firstly the gameplay
needs to be backed up within the game as a whole
by ancillary production values, such as those that
FIFA does so well, Consider gameplay as analogous
to the role of the script in the cinema industry. A
good script is a necessary condition for a good film,
But it isr't a sufficient condition, You also need good
s0 on. Simiarly, although gameplay s central to the
success of a wdeogame, without good animation,
good architectural design, a good control interface
and good atmosphere, t cannot make a great

EDGE 1)

some nerpenetration batween the facts of the
real world and the facts of the videogame
experience. Back in the oid days, it was exciting
just 1o see black shick figures running around a brght
green pitch in Match Day. But these days gamers
expect a more rounded audiovisual package for
their money. Rather than dismissing EAs satisfied
customers as cretins, we should demand a footbal
game that mames the mechanics of Winning Eleven
Fivie with the atmosphere of FIFA 2007, Then
everyone can be happy.

Steven Poole is the author of "Tngger Happy:
The inner Life Of Videogames' (Fourth Estata).
Email: trighap@hotmail.com
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with Super Monkey Ball development,

and - with st a few days before its
release — | feel relieved. But already my head is
filed with “my next diemma’. What's thes? Well
belora explaining i1, | would like 1o speak a littie
about my impressions about Spaceworld,

| attendead the show once before, but | have

o admit that | didn't pay too much attention that
tirme. However, this time around | had a good lock
at everything that was on display. To sum up my
thoughts, I'd say it was ‘a great show'. | know that
doasn't help a lot, so et me explain, The show
offerad a very carefully designed layout that offered
players the best conditions to play the games that
were avallable. There was a stage at the event, but
it was separatad from the gaming area so visitors
could focus on the games. Nintendo was very
Impressive N this respect, and | have e strong

N intendo Spaceworid has ended, along

F
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feeling that this is the nght way 1o design a game
evert, as opposed to the Tokyo Game Show
where displays and live events prevall over

the gaming expernence.

Of course, as a GameCube launch titie, Super
Monkay Ball was presant at the show, and | was
very happy to see how much kids loved the game.
Thes Is the first time that | have attempted to design
a game with the intanbon that kids would enjoy
playing it. Looking at the smiles on their faces while
they were holding the controlier, while they were
playing my game, filled me with happiness. My
staff also feal mom confident as a result,

At E3 in May, | had the chance 10 have a look
at the GameCube line up. All | can say is, Pkmin;
what a game. Personally, I'm a committed Myamoto
fan, but even puthing that to one side, ths titke is
great and a lot of fun. | played it, and | enjoyed 150
much that | have to say | mansal at his understanang
of videogames - | just don't know how ha does it
Let's just say Mivamoto's team s great, and FPikmin
is a must buy, Oh, and don't forget Super Mankey
Balf - it's a must buy as well.

Okay, let's retumn to my dilemma. Naturall, it's

about my nexd prosect, and |'ve been mulling it

over for days now. But | have 10 confess that this

is something | enjoy a lot. Of course, this perod of
development represents a very stresshul time, but it
1S &is0 when you feal very excited about coming out
with something new. There is also a lot of drama in
this process, but as a creator it 15 a time whan | leal
I'm alive. | often ask this question to creators: “When
i your happiest time when you make a game’?" The
most common answers ame: “When I'va finished the
development, fully satisfied,” or “When users tell me
it ks fun.” | have also these kinds of answers: “When
demand is high and the game tums 1o a hit," or
“When my salary nses.” Well, personally, | would
say: “When the project starts.”

The reason is, as | said before, | feel very excited
That's why I'm S0 happy now, but saying that | also
fesl that it is getting hard. Why's that? Well, | feal ke
I'm running out of ideas. While this Is something of a

shihiro Nagc wresident, Amusement Vis

jore, compared to befora | think new ideas in
wieogames are dimintshing. There are so many
games, searching for fresh ideas or new ones is
bound to get more dificult, no? But more than that,

designing an onginal game which will appeal to
users and be easy to play is getting stil harder,

what | fesl as I'm running out of ideas. Yes, itis
getting hard, but I'l come up with some - | mean,
I'm a pro after all. Yes, | will get this onginal new ides
other companies have not found yet and make a
wonoerful game.

Nevertheless, | can't stop wondering why
it is getting so hard. Yesterday, | remembered
something: some time ago | tred to envisage
how the market would move, and | forecast that
the online gaming boom would hit console users
as well, soon enough. | predicted that this would
happen around the middle of 2001. Well, it seems
it needs more time to happen. Studying figures, |
understand that the market isn't developed enough
yet, Users are starting to get interested in onling, but
it needs more time. if my forecast had been rght, |
woud nave entered the market. Yes, | had this
vision. Now, | wouid be more hasitant

Locking at the last Spaceworid, we In the

s 1O

industry claarly have differing understandings of
the value of the online gaming market, especally
evaluating the link between oniine and the market.
I mean, lIooking at the show, | started to wander
whether online gaming was necessary. Of course,
thie market has some promising value for the

| don’t believe that money and manpower alone will enable you to
come up with content. | would not like it at all if that was the case

In the cument market, makers are scrabbling to
come up with a game ke this. In some cases, a
iot of money and man hours are spent in the pursuit
of unigue sefling points Tor a titke, and it has become
something of a trend in the Ndustry.

However, | don't belleve that money and
manpower alone will enable you to come up with
contant. | mean, | would not ke it at all if that was
the case. Of course, marketing is vital 100, but |
refuse to beleve that it comes before the contant.
Them 5 no point IN promoting sormething empty.
The ideal situation is when contant is the sall point,
and all is new and innovative. This would be the ideal

situation, and is my starting point — which explains

EDGE

coming years. But it is aiso true that if it does not
manage to show any sold sell point, it could be
difficutt. Wel, with a litie time it rmay develop. | can
make a promise here: if | really decide to go online,
| will come up with something original and fun, |
really have tons of ideas, and | would ke people
saying that they were impressed by my oniine
games. My staff gets also excited when we speak
abhout onina gaming. Vel, we are ready. | just need
to push the start button, Something like that?
Everything relies on me? Pressure. See you soon

Toshihiro Nagoshi is president of Amusement
Vision, formerly Sega subsidiary Soft R&D #4
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ood news has arved at last. | hope you
will all be glad to hear that we have finally
signed an agreemant 10 develop a racing
product. Unfortunately, | am not allowed to speak
N any detall about the product or Icence as we only
signed the agreement a few days ago. Al | can say
is that It is a lamge racing kcence, with great potential
We have been working with the publisher on
this for some time now, Not knowing until recently
what the licence was. A couple of months ago all
was revealed, and we have been busy submitting
concept documents, bnel designs, schedules and
budgets ever since. It takes a whie o namow down
most of the desion features, and be able to generate
a matching schedule and budget. | have to say the
company came very close to bankruptcy, and we
have survived only because of the dedication of the
team. We were not able 10 pay salanes at the end of
ast month, but still the team stayed with us, and we

can now pay everyone, This kind of dedication
and loyalty shouid never be underestimated.

S0 now development begins. The whoke tsam
s focused on producing a full design document over
the next couple of months, and looking for new staff.
We need to take on up to threa artists and up 1o two
programmers over the next four or five montns. Not
all aspacts of the game have Deen designed as yet,
so the stafl mqurements may change as we Qo
through the design process. Bringing on board new
people is quite a daunting task for us, because we
are very choosy, as we can't afford to take on people
who aither won't fit in, or are not up to scratch. its
another disacvantage of beng a small developer
that you can't aford 10 maka mistakes with new
staff, so the interviewing and selection process
should be quite interesting. The other aspect of
the tearm we need to consider is to try to fill any
weaaknesses we cumently have, Agan, because
of our size we can't take on peopie who are too
specaksad, but we stil nead 1o make sue wa've
got as many of the angles coverad as possible.

Nevertheless, thanks 10 our size we can offer
new recruits an atmosphare and package that big

developers generally can't. This should mean that
wa can grow and nurture new lalent and keep it

within the company. As with anything eise,
it's peopke that make the difference.

| am very hopeful that in my next articie | will
be able to tell you much more about the game. The
publisher we are working with appears, and has
s0 far demonstratad, to be from the planeat Earth
The numiber of publishers that don't even have the
courtesy to returm your calls or reply to your mails is

nathing short of staggering. A simple mail to say 'no’

would be fine, because then at least you know. |

can't tall you how many documents we have written,

and how much time we have dedicated fo some
pubkishers, but it is increcible. And for what? You
seem (0 be expected 1o do quite a lot of work for
free in order to get a deal at the moment. However,
it looks like ours is one of the good ones, but | wil
keap you informed and I'll be as honeast as possible.
Anyone impressad with ECTS? Me neither, For
the first time | left ECTS early, very disappointed at

several shots of alcohol does wonders for the mind.
Iit's a bit ke a gigantic DrainstonmiNg Session. Yoy
get to look at everyone else's ideas, see where

they have taken those ideas, and get a feel for what
worked and what didn't. Absorb the information and
mix it in with your own thoughts and ideas, then new
directions in which 1o take your ideas will follow,

The other interasting thing about seeing all these
games, is getiing a handie on what actually sals. |
have always been amazed at the difference between
what type of game a developer would want to
play, and the type of game that actually sels. The
difference befween the hardocomre market and the
massmarket. Getting your hands on products that
you know will be successful, and watching the
response of these playing It s important. That'’s one
of things | iked about the Japanasa Game Show -
the public come in for a couple of days as well. How
often does the developer get to mest the customer?

DEOGAME DIARY

w Gabriel, MD, Brain In A Jar

the number of titles baing shown. The usual buzz
of ECTS just wasn't there. The new venue was nice
and modem and the faciities were great, but the
show really missad the big players of the industry.

| hope ECTS gets back on track next year, but |
have my doubts. If it doasn't, then we will all be
facad with having to travel to E3 to get a good
look at the what's going on in the industry. For

| did manage 10 take a look at the game
featured on the cover of the Edge 101, Bumout.
| was a itie scepiical of Edge’s findings, but
thankdully Criterion was showing the product
Having played it | was very impressed, and there
are aspects of that game that | really liked, and those
have now been absorbed and will, I'm sure, have
some positive effect on our next title. Designers

Anyone impressed with ECTS? Me neither. For the first time | left
ECTS early, very disappointed at the number of titles being shown

us small developers the cost of sending many
peopie over to the US is just too great. and the

net effect will be that most of the team will not
get to go to any show. That can't be good for
anybody, hence my hope for ECTS 2002,

Fublishers should think long and hard abaout this,

| know the financial situation of a lot of publishers is
not good at the moment, and the costs of showing
at ECTS are great, but gathering together to look at
Bveryona's games Is important for the industry. Sure,
we can find it all out on the net, download some
low-guality movies, but ts not the same. Creative
peopie need a creative kick up the arse every so
often. A shot of game show buzz, followed by

EDGE

will always strive for what can't be done, and that's
good. Moving the goalposts is one of ther jobs,
and lookang at other games can often help thes.

| will look forward to next year, and hope for a
drastic improvement, Having your own ‘invita only’
show may be good for your image, but it doesn't
do much for the industry. Publishers should want all
developers to see their new groundbreaking games,
and they shouid want other gdeveiopers 10 challenge
t and improve it — otherwise what is the drivng force
for their teams 1o iImprove their own games?
Matthew Gabriel is the managing director
of videogame developer Brain In A Jar
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he great fury must stop for the good of all." grates a
T voice like pebbles washing against the shore. "You
will not comprehend it now, but the very existence ol the
age it spawns will justify all that went bafora.” Empty words.
Meaningless drivel. Yes, it's the voiceover for the first wave
of Xbox commercials.

Microsoft's new ads — presumabily aired to alert consurmers
to the Xbox lalnch on November 11 = do, howevar, contain
subtle allusions to the machine jtself, The films are shot in
monochmome - obviously refiecting the colour of the Xbox
extarior, right? And in one ad a dark figure is seen chalking
Xs into the post-apocalyptic urban landscape. It says moody,
edgy. It says nothing. Guinness sales have probably doubled.

Sony famously hired David Lynch to create the surmeal
atmosphere for its PlayStation2 ‘The Third Place’ ads, But
doing surreal 1S easy. Dah got away with draping hams over
twigs for dacades. And turning people Into ducks just doesn™
sell consoles. While marketing guru Trevor Baattie happily
continues to maintain that the PS2 'mind-share’ & exparcfing
1o the size of his own head, potantial consumers look on
bemused. And then instantly forget what they've just seen,

What are the marketing peopie so scared of? Why the
reluctance to show game content? You would think 20-
something consumers are the only markat they are aiming
for, and perhaps we are just meant to buy our console, place
It in the centre of the living room and ponder the quality of its
clesign? Sega's Dreamcast ad campaign (does Bnyona now
remmember it7) developed along similar [ines, While games as
Imprassive as Soul Calibur, Powerstona and Sonic Adventure
wers being enjoyed by discerning gamers, those who may
have been contemplating purchasing a nex!-generation
conscle were freated to the image of a man shaving a8
swirly symbol into the back of someone’s head.

One of the great modern videogame myths Is the idea that
Sony persuaded ‘lifestyle’ consumers to buy Into PlayStation
by promoting their product at raves with Wipeout imagery and
leaflets drenched with drug innuendo. It helped, but lat's face
i1, PiayStation sold on the back of guality massmarket games.
At least Nintendo knows how to promots its products. Aryone
experiencing one of its GBA 24:7 commercials can't but help
be intrigued by the images of people lost in the tiry handheild.
They have entared another dimension - but at leastwe = .o
get the opportunity to see what's happening thera. B
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Star VWars Rogue Leader: Rogue Sauadron |

LucasArts strikes back with a graphically impressive rendering of the ‘Star Wars'
story, but the question of whether the gameplay will match the eye candy remains
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Those familiar with the play mechanics of previous "Star Wars' licensed titles may find Rogue Leader's
rehashing of those past experiences disappointing. The game's short dev cycle has left little alternative

| ar Jar Binks aside, it's fair to
bl say that ‘The Phantom Menace'
|_ would have had to have been

a mind-boaglingly well crafted piece of
cinerma i it was to have any hope of
meeting the expectations of 'Star Wars'
fans. To some axtent, the developers at
LucasAris labour under similarty weighty
expectations while making their more

prominent titles, but electing to make its able to lend its titles a look all of their Hoth's lon Cannon, is of a standard whare
next big release a GameCube launch title own, Xbox games seem comparatively future improvements can only offer
has cranked up the fanboys’ fever to eleven, flat and lifeless in comparison. diminishing retums
And 50, with its gestational clock ticking to After Rogue Leader: Rogue Squadion ii's Among all this graphic beauty, a
an end, Star Wars Rogue Leader: Rogue initial visual punch, more careful examination few elements in the ECTS build of Rogue
Squadron Il steps deeper into the spotlight. reveals that LucasArts has benefited greatly Leader: Rogue Squadron Il managed to jar.
Seizing the controller at Nintendo's from being able to place much of the scenery Some of the game’s explosive effects, such
recent pre-ECTS show, Edge took its turm and almost all the foes as 'instances’, which as the destruction of certain surface towers
to swoop through several classic scenes involves setting up the hardware to an the Death Star, lack the slow, dramatic
from the original “Star Wars' trilogy. Hoth, repeatedly draw the same polygon maodel in grace of ther cinematic counterparts.
Bespin City in the Clouds, the Asteroid fieid, different locations has huge benefits in terms Seemingly 200 metre-high structures
and — ingvitably — the Death Star are among of memory and rendering speed, and through are npped apart as if by indoor fireworks.
the sattings in what is basically a semi-free- this Rogue Leader: Rogue Sguadron I's vast Other effects, though, are used to enhance
:::’E"I‘":::"hll*iiﬁ;'i’:n”:?:ﬂ“;::ﬂ”;*ﬂ“g::;ﬁ $§r1s roarming shoot ‘em up. First impressions are, landscapes have been facilitated, However the gameplay, most particularly the overlay
trench remains the defining ‘Star Wars' experience well, impressive, most notably due to the achieved, visually this fitle will doubtless leave visor, which is employed to spot enemy
subtle lighting washed over each scene Star Wars® devotees with their jaws agape. targets in battie. Overuse, however, will
The GameCube’s lighting already seems Flayable craft range from the obvious diminish your standing as a Jedi, encouragin
(X-Wing, The Millennium Falcon, the player to 'use the foroe' of their own skill,
Itfs vaious thﬂt the d evelopm ent Snowspeeder] to lesser choices Also of concern are the player cameras,
team h as Shlﬁed dlreCtly from NB 4 A-Wing, B-Wing, Y-Wing), and all are which have survived .*r-r::1 the {_."I’Ig'r‘I:ﬂ NEG4
tO Game CUbe an d have ac hieve d recreated to a superb -:u.tlandard. The: model Rogue Leader: Rogue Squadron Il title. As
9 ' 5 agtall and texture-mapping of enemies such pefora, in the more enjoyable thirdperson
d huge E:lmoun't - ma"ﬂy gl’aphlca"y as Tie Fighters, or incidental cbjects like view, when craft are boosted or slowed with
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While some effects and visual details such as the laser blasts are set to stun, others - most
notably the large-scale explosions - lack artistic grace. On the other hand, sactions such
as the Hoth assault (top) brilliantly convey involvemeant in an epic conflict

the shoulder keys, their position relative
10 the sCreen IS 100 exaggerated. Al spaed
those wonderfully detailed Snowspeeders
and X-Wings disappear to a few pixels at the
screen s centre. (5o firstperson and the field
of view can be frustratingly narrow. But it's
firstperson from the Falcon's driving seat,
and for many that will be more than
ampie recompense

Amid the hustle and distraction of
the Nintenoo event it was hard 10 assess
whether LucasArts has mastersd ~Aogue
{ eader: Hogue Squadron II's audio to tha
same standard as i1s visuals. Press matenais
boast of original actors such as Dennis
Lawson (Wedge) recording new sampies
for the game, and interactive music utilising
Dolby 5.1 is promisad - despita the
GameCube not supporting full Dolby Digital
The experience of running deep along the
Death Star's trench as Tie Fighters swarm

from rear speakers is one Edge looks
forward to enoyving

Mainly, though, the adage that nothing
IS new under the sun goes double for Rogue
Leader: Rogue Squadron I, with its core
playability and many of iis siages rehashed
from previous "Star Wars' interactive outings
It's obvious that the development team has
shifted directly from N&64 to GameCube, and
have achieved a huge amount in a very
short developmant cycie: manly graphically.

SWooping over the Empire’s assauft on
the Aliiance'’s Hoth base was novel six years
ago on N64, but Edge wonders whether a
ittie-cChanged secona helping mignt ieave the
faithiul fidgeting in their seats for something
more. That the game is oneplayer only, when
epic Tie versus X-Wing batties over the Death
Star could have been delivered, is example of
how limited an advance Rogue Leader:
Rogue Squadron Il may prove 1o be.

Puoisner LucasArts (US) Activision (Europel
= :l-_:-.:—'..'..rJ-' LucasArts
Drigin: U8

Release 04 2001 (US) TBC (UK)
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Edge didn't have the opportunity to sample operating the fixed gun shown above, but the ability
to change craft part-way through levels has survived from Rogue Sguadron's B4bit incarnation



Headhunter

Thankfully, online reports of Sega’s action title's untimely demise have been greatly
exaggerated; the game lives on in both Dreamcast and PlayStation2 incarnations

The game's main character, bounty hunter
Jack Wade, is beautifully crafted and animatead.
And that stylish beard is particularly tidy

wedish codeshop Amuze is cumently
busy putting the finishing touches
| to Headhuntar, the long-awaited
cinematic action title for Dreamicast and PS2
(contrary 10 online reports, both versions are
stil scheduled o appear in the UK), The game -
which could be lazily pigeonholed as Metal Gear
meets Resident Evil — consists of a combination
of thirdperson stealth and gunplay, featunng
bath roving and static camera views. However,
Headhunter has its own set of graphical values
and dynamics, and provides a welcome new
slant on the action/adventure genre.

The central character i Jack VWade,

Players need to think strategically:
in Headhunter avoiding
confrontation is often a smarter
option than bursting in, guns blazing

2 laconic bounty hunter in the employ of a guasi-

governmental office called the ACN (Anti-Crime
Network). The ACN is now in charge of law-
enforcement and employs mercenaries 1o kesp
the peace. Wade is voiced by a gravel-voiced
actor in the mould of Snake Plissken or Clint
Eastwood; undeniably cheesy, yet oddly coal
at the same time. Although, rather than designer
stubble, Wade possessas a full beard which
reduces the chic level somewhat (the game's
Scandinavian ongins are no douit to blame)

The game beings with Wade narmowly
escaping from a surgeon’s table, stumbing
dazed and confused, into a dark and rainy
rught. He awakes to find himseff in a hospital
ward, in one piece but with partial amnesia. His
goal, thersforg, is to discover who he is, what
events transpired prior to his hospitalisation, and
which people really are the bad guys.

Wade's first task is to retrace his steps in an

JACK WADE

earlier case nvolving a small-time iker gang.
But because the character is affectively
rebuilding his career, he has to endure
prefiminary VR training sessions to regain his
law-enforcement status and thus be able 1o
bear ammns. This brief section is ingeniously usad
to introduce the player to the control system,
and get therm usead to thinking strategicalty —
in Headhurter avoiding confrontation is often
a smarter option than bursting In, guns Diazing.
The game is divided up into into five
episodes of four missions —each one
effectively a location within the city, and linked
by motorbike sections. So, having nitialhy
defeated the gang at a run-cdown gas stabion,
Wade bikes his way across town to his next
appcintrment with the gang's leader,
Surprisingly, the motorbike element of the
game, while not in the least challenging, s
incredibly well realised and could happily form
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Mission locations are linked by motorbike trips around town. Qddly, before specific locations can be
anterad, you need to have driven a certain distance - at speed - as denoted by an cdometer-style readout

arnvironmant of southem Califormia has baen
capturad with eery authenticity.

rogress Is a mixture of puzzle-soiving
and parson-shooting, and somea 25 Nours

of gameplay s promised. Combat amploys
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far enough away from a target that no lock-on
IS avaiabie, avan though thems an assalant In
direct view, Likewisa, the cccasional abemrant
CAmara ange can cause a leaw moments’ par i

vvade performs a

e w . v o Ty i ey s g e [

et R TR L ] o ol TN
= W g e - gy - dugney ey e it gy
== " - L " LA '-:_ﬂ e L el b

back-aganst-the-wall move, which anablas hum

to shuffie along to comers, fire round them, and
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indead Headhunter s happy to bomow
ideas from across the board, from game
structure and cnaracter gesigns, through 1o
the 'Robocop’'-inspired tongue-in-cheek 'media
Oreaks |, which punctuate the namative and set
the tone for thes Dieak, totalitanan future, The
Amuze team ksts the work of Frank Miller
among its insperations, INCiuding seected
fitles from Capoom, Konami and Sega

BExtensive use of waeo clips and spoken
dialogue help drive the story along, and it's
here that a substantial amount of work has taken
place. The preview code Edge playved seemed
to include pre-rendered CG, animation using
the Headhunter engine, and newsreader clips
nvolving real actors, Much of the FMV had yet
10 be complatad, and so it will only become
apparent how éffective the overall efflect 1s
whan the game appears iater this year.

rmal Deamcast, PlayStation2
Publisher: Sega

Usvaloper Amuze

Cirgirn: Swedan
Haolesse- 4 2001
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One of the neater aspects of Headhunier is the ability to shuffle up to comers, peek around and
then take pot shots at the opposition. A large degree of sneakiness is needed 10 ensure success

Orchestrated action

The soundirack lor Heacdhorier was scomed by
Richard Jacques, ol MSR, Shinobi X and
Sonic R fame. I was recorded at Abbey Road

Session Orchestra

style is like an action movie, and tlums darker
towards the end to it in with the storyline

There's about 70 minutes of fully orchestrated
Sluchos with the London misic in the score, One mice leatum s when
the main charactor s mvolved in a gun Dbl

Here we use an action cue, bat once he's

whose credits include *“The Mummy” and

- at a total cost of
E120,000. "The miusic s scomd moch like a
mowvie,” explans Jacgues. “There are themes
for the man characters, which appear undes
different guises throughout the score. The

Tomomow Movor Dies”
deleated everybody we USE SOMe Sireaming
and lookup tables contoming tonalty

mformabion so wa can creali & very Smooth

iranson back to when Jack s explonng.




Meadal Of Honor: Alied Assaullt

DreamWorks' World War |l adventure moves from the console to PC, drawing on
the power of the Quake Il engine to put the player right in the thick of the action

The sniper rifle (top) will play a key role in many
of the missions. Interestingly, the player also
has 1o keep a sharp lookout lor anamy snipars
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e e L P

There are set to be more scripted events in Medal Of Honor: Allled Assault than in any other game Edge
has come across = yes, even mare than Half-Life. Hopefully they won't interrupt the pace of the game

nterast in World War Il shows

few signs of abating. Much of this
attention has been largely thanks to

-d_h ™5 - -
Saving Private Ryan'. But before collaborating

h Tom Hanks on TV mini-seres "‘Band
Of Brothers', Steven Spielberg helped create
Medal Of Honor, a quasi-spinoff of his film that
has grown from its 1299 PlayStation debut to
a significant multiplatform franchise.

Not surprisingly, the realistic WWIl action
in the series has besen an object of FFS anvy
among PC gamers, who usually get the best
firstperson action games. But now Medal Of
Honaor: Allied Assault for PC joins the WWII
party, packing the firepower required 1o shake
the genre's bunkers to their foundations

Players assume the role of US Army
Ranger Lt Mike Powell for more than 25 levels
Powered by the Quake /Il angine, the intention
15 {0 give players a more Immersive, realistic
expenence. “One of the guiding principles of
the series has been that real |fe is always
more interesting than anything you can make
up,” affimns Dream\Works interactive producer
Peter Hirschmann. "The team at 2015 spent
hours in the classroom in the field with Captair
Dale Dye, the military advisor for both ‘Saving
Private Ryan’ and the Medal Of Honor series,
studying the vanous Aled and Axs field
tactics and formations.”

This gritty realism s never more
evident than n the level the devaloper revealel
at E3 — a stomach-chumingly autnentic and
atmospheric recreation of the Omaha Beach
D-Day landings of June 6, 1944, The preview
version contains similarly uncompromising
realism, as the game'’s scnpted sequences
threw wave after wave of American soldiers ug
the beach and into the Nazi meat-grinder, Mer
with their guts blown out scream 1o go home;



Format: PC, XBox
Publicher EA/DreamWorks
~ Deveper. 2015
Orign: US
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Having managed to safely disembark from the Higgins landing boat, with shells hitting craft all around
you, it's time to hit the beach and lead your fellow soldiers straight to the front to engage the enemy

termfied privates cower behind tank defences;
officers shout orders to advance. In a later
level, you're required to take out advancing

Mazis from your clocktower sniper nest before

they can advance on a strategically crucial
bridge. And it's no coincidence that it looks
almost exactly like Remelle, the setting for
the Spielberg film's climactic battle scene.
Credit, in part, to Spielberg for taking an
active interest in the game’s development.
“We were able t0 videotape about a half
hour of his feedback for the development
team on just the D-Day level alone,” says
Hirschmann. “He's the creator of the series,
50 he's been involved with all the titles going
back to the original Medal Of Honor.”
However, while ‘Saving Private Ryan'
showed horrific scenes of graphic camage,
Alfied Assault seems to be shooting more
for a Teen rating. “*Saving Private Ryan' was
made for oider viewers, while the motivation
for Steven [Spielberg] in creating the senes
was to brng the WWI| experience to a wider

audience by keeping the material accessiple,”

explains Hirschmann. “You can tell guite a
compeling story without resorting to blood
and dismemberment.” That said, weapons
and damage are being modelled to a level of
realism consistent with the rest of the game.
The most exciting element of Alied
Assault is the fact that you really feel like

you're just a part of the overall war efiort,
While parts of the game consist of traditional
commando-style solo missions, you'll also be
spending a lot of time fighting as a part of

NPC Allied squads. “There's nothing quite like

a full-scale battle between Allied and German
forces that you get to jump into the middle
of," says Hirschmann. An early play-through
also showed off some remarkabie

“One of the guiding principles
of the series has been that real
life is always more interesting
than anything you can make up”

Al and cleverly scnpted scenes Involving your
comrades ~ you'll come to rely on them (and
ultimately care about them) as the game
wears on. On one snow-bound lavel that
Involvas infiltrating a Nazi compound, an
NPC buddy nsks his life to silently take
out a couple of sentries and open a gate.
Vihile there's still a kot of optimisation
and cleaning-up to be done, Medal Of
Honor; Alied Assault looks to be on target
for a November release in the US, which
15 likely to cue an army of deskbound
gamers willingly danng the gunfire
of Omaha beach,
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Many of the locales in Medal Of Honor:
Allied Assault, appear to be taken
directly from ‘Saving Private Ryan’




Corfiict: Desert Stom

=ormét PlayStaton
Pubkshar: 80
Ceveloper; Pvotal
':=r::;‘|'l'. UK

Heleass: 2002

Bath-based developer Pivotal is currently preparing a squad-based title for PS2.
Hopefully its subject matter will be less contentious when its release rolls around
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The ‘crawl state’', a now obligatory feature of all soldier sims, affords the player maximum
stealth. Gult War veterans have been eager to help with the game's accuracy, apparently

Q40

squad-based tactical combat
game set in the Middie East might
never have been less ([or mome)
appropnate, but it was betore the events

of September 11 that Edge visted Pivotal
Studios to seae Conflict: Desert Storm.

™

Bom from the ashes of Pumpkin

Studios — closed by Eidos as a cost-cutting
exercise in 2000 - the Bath-based developer
has just finished the first plavable code of a
game whose closast refenance point could

e what might happen i Operation Flashpoint

if your party is split up, either by accident or

was 10 lose itself in an Iragi sandstorm and design, the Al states of the computer controlled

@merge as a console title. players can be given more stealth or aggression
Beginning with the 1290 Invasion of

Kuwait, the game follows a group of four atmosphers as the game slips from day

special forces soldiers fighting behing snemy to night is particulary impressive. As the

nes. Pivolal demonstrated two different levels conditions change. so must the player's

- One basad in the desert, and one INside an behaviour in order to adapt to the difference

Iragi-held town - and while lighting and In visioility and enemy behaviour,

shading effects have yet to be fully Control of your party 18 similar to that seen

implemented, the gradual change in in Core's Proyact Eagen, with the player able to

switch betweaen the four soldiers at will and
issue stock commands 10 each, Multiplayer
guppor similar 1o Eden's is conceivable,
though unfinalised. And thare are RPG
overtones, 100, particularly iIn your party
evoiubon, As your soidiers progress through
the campaign, they receive expenence points
according 1o their actions. Those paints
inCcrease thair vanous atinbutes: for exampie,
a2 rockie soldier will have less weapon
accuracy than one who's already compiated
four or five missions, While missions can be
completed with just one soldier, the loss of
expenance gives the player an incentve
to keep all their men aiive

Desert Storm is aiso under
deveigpment for PC and XBox, and
thereafter a Conflict franchise Is conceivable,
although specifics are understandably
sketchy at the moment

L

The town sequences seem a world away from

the desert expanses, and tactics must be adapted
appropnately. The player will have the opportunity
to explore some of the town's bulldings, too
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Format Xbox

Trans\Worid Snowboarding ——=—

Rolease: Q1 2002

Already Xbox seems to be the console of choice
If you're into extreme sports with a downhill slant

| boxhas yet to make its mark on RTEI
High Street cash registers, and ’““-"-‘Hf' il
aiready there are competing titles "
vying for your attention. So while Microsoft M 'rlf.l" i” r;r,q..a
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fires the first salvo with Amped: Freestyle
Snowboarding, Infogrames counters with

=" =
ﬁ._

TransWorld Snowboarding, L i "“4*1
The game exhibits the usual sport-titie : ' ' i > 4 |
dependencies on brand recognition, and L i 1}“ | "m‘_.:

has been developed in conjunction with
TransWorld Media - a US publisher of
extreme sports magazines — plus fashion

b

TWS at least promises plenty of ‘big air’ upon its

shoes, Hurlay Clothing, Oakley and equipment is branded accordingly, sport fans
Quicksilver, And If that wasn't enough, the
s e game also embraces the world of big-name neither) and it boasts ‘an extensive licensed
N Lux\ S pro snowboarders (cue likenesses of Barrett sounditrack that compliments the lifestyle

Christy, Kevin Jones, Jussi Oksanen. .. no, us aspect of the sport’, Limp Bizkit it is then. ..

Like Amped, Infogrames' title provides a predictable mixture of downhill speed and stuntwork (rails are . . .
supplied for those of a grinding bent). Indeed, comparisons may run a little too close for comfort With the prerequisite fashion frippery

duly accounted for, atitention 15 drawn to

the visuals which - in static form at least -
impress with their near-photorealistic guality.
Dispensing with the manmade obstacles of
SSX and its Ik, TWS maodals its courses on
real-world phenomena, relying on natural
kickers, ramps and half-pipes for its stunt
generation. However, suitably placed objects
such as handrails, snow ploughs, ice biocks
and downed trees also prowde substance
for jibbing and grinding.

Front page news

TransWorid Snowboarding offers a range

of play options - free nide, freestyle, career
modes ete - and uses its publishing links

as motivation for success: pull off a
parbculary grandicse stunt and you ll

make the cover of TransWorid Snowboarding
magazine. Linlockable levels, 20 worldwide
locations and a fourplayer splitscreen

mode round off the in-game options.

The final pece of the package rests
upon the game mechanics, and the good
news is that TWS pretty much amounts to
a sequel of Housemargue's accomplished
Supreme Snowboarding (seven out of ten,
E79). Despite its PC heritage, Supreme
Snowboarding engaged with its console
sensibiities, and was praised for being
the closest contender to Nintendo's superb
1080, out-performing the latter with its
detailed environments, but ultimately
falling short in terms of playability.

Video footage of alpha code shows
real potential, and if the Finnish developer
can capture something of 1080 sublime

|| rlln'lllllrl ]I Jri:"lf{flff /{!
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Stomach-churning aerial views are all part and
parcel of extreme sports titles, and in this
department, TransWorld Snowboarding excels

h i

Most of the game's hazards are provided by natural formations, though it's also populated by the usual control, then the only problemwilbe - =
piste detritus. And Housemarque isn't above slipping in a few sneaky jibes at the opposition, either that Amped is first out of the gates.
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Feleass: Novembar 30

Code of Sony’s answer to Colin McRae Rally arrives in the Edge office,
85 per cent complete and now featuring a far more rewarding handling model!

ithough still undergoing development, the latest Word Railly
a Championship build remains a good indication of the potential
b 1 quaity of the final product.

The most worrying aspect when Edge last sampied the game
at E3 was the handiing, which although clearly realism-heavy was
wirtually undriveable via a DualShockZ. The cars’ deportment is Nnow
much improved and, interestingly, offers an experience closer to Sega
Rally than Rally Charnpionship. If anything, it's a little too forgiving at
this stage, allowing most rallies to be negotiated with little use of the
brake button, But considering its state back in May, it's certainly
a step in the nght direction.

The stages themselves feel more
rewarding than the majonty of curment rally
games — there is a good balance between
tignt kanks and open sections, allowing the
engine 1o reach top spead with refreshing
reguiarity. What a shame, then, that the
fealing of velocity isn't property conveyed.
in chase cam, 130mph looks like 60mph
Switching to in-car certainly speeds up
matters, but you only get an accurate
depiction of the action's pace during the
replays. Hopefully this is one of the
issues still under scrutiny.

It now comes down to gameplay, thankfully an area
developer Evolution Studios has seemingly under
contral. The game promises the full 2001 season (14
countries, 7O stages), shakedowns (test drives),
twoplayer simultaneous competitions and a Web site-
based challenge mode. In addition, expect Speedster
2 and GT Force Feedback steering wheel support

Pubilisher Pﬂﬂmﬂmlm
Dhimhrnrwar T-mﬁu'nﬁ_
Dy Sweaden

Resaza Q1 2002

While Termite Games' new title is still a long way from
completion, the environments already look promising

r - he finer detalls of the game mechanics underlying forthcoming
Counter-Strike alike New World Order remain sketchy. But a
recently unveiled tech demo of the DVA game engine

sugQgests that, technically at least, it's one to watch,

Using 'aynamic visibiiity analysis’, Termite Games arngues that

the title will feature all sorts of next-generation Dells and whisties.

Healtime dynamic lighting, sophisticated use of bumpmapping,

compiex geometry and integrated physics and animation systems

nave all been enabled thanks to a highly efficient rendering scheme

importantly, 3D sound positioning will also provide a variety of

auditory cues to maximise the playing experience.
Whether that ptaying experience is

as polished as the environments remains

to be seen, but an involving oneplayer

mode is promised alongside the teamplay

that forms the focal point of the game.

Players can pick one of five character

classes. Sniper, Assault, Tactical,

Explosives Expert and Close-Combat

Expert all have complementary sats of

skills. Intriguingly, the game also boasts

a fatigue system. More than that will have to

wait thougnh, with the game curmently

running at 50 per cant completion,

Termite Games hasn't shown off any character
models yet, but judging from the environments

on display, New World Order |s demonstrably
next-generation in appearance, As to how It plays,
judgement will have to wait, but the team-based
play looks likely to impress as much as the visuals

-
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If, for some inexplicable reason, you feel compelled to relive World War ||
with up to 63 other gamers, Sweden’s Digital lllusions has just what you want

s the PC continues its relentless expansion Into the online
;’.:':'-:‘-. | gspace, s0 more and titles are bullt around & multlptayﬂi

2 theme, However, Battiefield 1842 - a firstperson WWI
combat simulator - takes an innovative approach, in that participants
assume ingepencant rles while working towarnds a commaon goal

The game supports up to 64 players, each of whom can assume
control of vanous vehicles and weapons across a number of iInfamous
war zones, such as Nomandcy, Guadaicanal, Kursk, Tobruk et al, But
the scope of the title goes far beyond this. For instance, a group of
pecple can elact to take charge of a bomber, with individual tasks
divided between them: one acting as the pilot; one the bombardiar;
one the tail gunnar; and so on.

“Of course, everyone will have his
favourie vehicle or position 10 man, and it
won't always be possible to get into the ona
you want on & very crowded server, explains
producer Lars Gustavsson. “This is why we
have put a lot of emphasis on infantry
combat, so being a soldier can be as
thriling as being a tank pilot,

“A smaler [servar| will emphasise vehicks
combat. Bigger servers will have a more
realistic approach, where vehicles are
usad maore as infantry support.”

Players in Battiefiald 1942 often fight as individuals,
aithough they're granted control of various vehicles.
Overall strategies are decided on large, detailed maps,
and success requires a high degree of co-operation and
teamwork, initiated via keyboard and audio commands

Format. Dreamcast
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New shots, new courts, new players — and women. Hitmaker
delivers a second serve that puts political correctness firmly in play

Hitmaker's sequel to onae of the most engrossing tennis titkes
2 1o have graced CRT monitors desarvedly proved popular
Pernaps the most mmediately noticeable difference - the Inclusion
of female players (cbviously also allowing for mixed doubles matches) —
provides a siice of extra variety in terms of play dynamics. But then so
does the ability to perform new cross court, drop and diving shots.
One aspect noticeable upon playing the ECTS code is that there
appears to be a lot more subtlety in the control mechanics. Directional
input has a far more significant effect on the ball, to the extant that
senving is now a far more delicate affair; anyone used 1o placing
the ball at the very edge of an opponent’s
serve box in the original game by simply
pushing the analogue stick as far as it will
go diagonally will now find that thay overshoot
their target by a surpnsing margin. The same
required precision would appear to extand
1o the rest of the in-game action
Other promised enhancements Include
a revamped World Circuit oneplayer option,
and alithough specifics weren't disciosed at
the show, Edge doesn't expect it to offer
significant differences over the onginal - - —
wnigh s by no means a bad thing. =

=] 0 of the few games worth playing at this year's ECTS,
| Ul

VT2 offers 16 internationally ranked men and
women players: Venus and Serena Williams, Lindsay
Davenport, Magnus Norman, Patrick Rafter, Yevgeny
Kafeinikov, Mary Pierce, Jelena Dokic, Arantxa
Sanchez-Vicario, Alexandra Stevenson, Carlos Moya,
Tim Henman, Cedric Pioline, Tommy Hass, Thomas
Engvist and another, as yet undisclosed, competitor
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Devaioper: Atlanteq

Origin: Italy
Relgsse TBC
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Italian devco attempts a scrolling shooter for PC, but the question
of whether the genre is appropriate to the platform prevails

e t was a glimpse of forthcoming PC shoot 'em up
. Steam Empire at ECTS 2000 that first alerted Edge
e Atlanteq, a year-oid development house based in
Avezzano, ltaly, But the steampunk titie isn't all the team 15 working
on, and it's T-Zdwe — a sacond scroliing shooter heading to PC and
GBA - whose code has made it to the Edge office first, in the
form of a ;:nia-:,.?,rl e technology demo

As cynical gamers might suspect, this isn't a game that's going
to destroy preconceptions of a niche ganre, it scrolis left to right, there
are three secondary fire weapons to destroy lots of big enemies, aach
ievel culminates in a bizarme boss with appropriate weak points, and
colleCtable CoOINs iImprove your score

I-Zwes main problem is that, on a
platform as high-resolution and 3D-onented
as the PC, the flat imagery is quite starting;
while the design of the enamies is Imaginative, \
the artistic execution seems paper thin, That's . ‘," '- @ of k. ™ 4
just ona problem for Atlanteq's plans for home ‘ 'H X J

| lﬁi} :
computer arcade domination; another will be ,
; . 2 s Dramatic explosions, biomachanical enemiles, and
=gy =l =g = i =g vt ; - .
iné percenved place (or lack of 1It) of the shoot over-the-top power-ups: a full complement of shoot
em up within the PC community, On the "em up necessities are presant, but how well T-Zwei
dapth aren't quite as crucial, T-2wels

Format: PlayStation2
Publisher; Nameo
Devaloper: in-house
'.-_JI'-L'.I:" Japan
Rocase Q4
MotoGP failed to capture the excitement of the FIM Superbike World
Championship, and the sequel appears to be making all the same mistakes
I ! — erhaps understandably, the onginal version falled to set the

..I|I| -Illllf‘”llll ”I AR

I' llln f ] .IIIIII it || |JII| I
I. ||I ”IIIII ”‘IJ“II |.|| i'.lllll flr '“Irl III‘

L) Playvstation? charts ahgnt. Its overall repressed nature no

ity

it '-'_‘I'ﬂJfI'm,I*’m#men.J I .
i i
| il g#q N . ; appeared to suggest. Of course, anyone who has experienced
Iﬁiilmlnm.--:w furfhr o : : Namco's S500GP coin-op - the game -‘w’;-.'ﬁf.’_-i-c' 5 converted from -
e : » sould easily have wamed potential punters about just how

disappointingly soulless the encounter could prove.

Almed solely at the consumer market, this sequel hopes to deiiver a
little more in terms of exciternent, aithough as Edga has noticed from
recent preview code, things don't seem to have significanthy improved in

_ doubt aid little to impress those approaching the title
axpecting the kind of fun, arcade-like experience the game’s visual

N

MEW ;'fr” i il " it :
Rl

L8

i e 3 i i
 a— this respect. Cartainly, improved visuals

_ amplex 3D bike and nder
miodels are noticeable, but the armahion
witines appear 10 have beean 't--:'_ﬂ:-e-_‘l its a
similar story with the sound library
atill, there are now five more tracks and all
of the 2001 500cc riders have been included.
Edge hopes to suitably appraise the game'’s

Just as Edge was going to press playable preview code
- i gl . handiling charactenstics — easily the most

turned up. Though clearly not finished, it's unfortunate
to note that the problems affecting the original seem to
have made the tranaition to this sequel unchallenged.
Slowing the bikes down s still ridiculously difficult, their
behaviour lacks dynamiam and the Al opponants lack
the intelligence quotient required for a thrilling contest

P
L= =

iNg obstacle facing this sequet —with
urther piay. athok UgN Cumantly signs are nol

particularly encouraging. Crucially, it's

still not as exciting as the real thing.
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Ihe lemanator

Proving that'it's never too late to cash in on a decent licence, Infogrames
IS about to reléase a PS2 version of the cult move — 17 years after the fact
Isad on the tim

Dark Native Aposte

leader's mother, John Con

warnor, Kyvie Hease, back

belora reaching ther goal,

With Paradigm Entertainment at the helm, hopes are
high that this will, at least, provide the definitive gaming
version of ‘The Terminator'. Ideally, Brad Fiedel's iconic
soundtrack will also make the transition intact

i}

attempt 1o infiltrate the Skynet time-travel facilty in order

" PiayStahon?
Infogrames

Paradigm Emtertainment
Jrigin: US

= FOLR= __ QE E.:HJE

e

pracede the first movie, shown — flaetingly — in flashback ening
s i B = r — o —_ i [ TR []

- it i . - B il f ¥
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iNOr and s

to 1984 to protect hel

Naturally, the team have to thread their way through war-ravaged

iandscapes, hi-tech R&D facilittes and industrial hardware factores

Skynet’s defances consist
Hunter-Killer craft and Terminator troops

+ } N
Of & variaty of

marny of which Nave Dean CeSignNel

specifically for this malease

The game = bang crafted D Bcgm
Entarts anl - tha & & hehlind
seven N64 tities, in NG Flotwing dF
Worlad Grand Prix. plus the b ghiy-accliaimed

Spy Hunter for PS2. Empiloving a thirdperson
dynamic, the player is chamged with the
control of vanous soldier characters -
including Connor himsalf, The Terminator
debuts on PS2 naxt summer, with

other versions due themrmafte

The brains behind Bomberman (and its multitude
of variants) have a crack at this cel-shading malarkey

geneatic exparimeant gone awry, calls to mind images of
= irefigious escapism for fans of “The Cro

Manson

IE DeEng somewhal iess predciabio

-
nrother to Bovnberman :
oroitner 10 & WA T Thce cal Wl LN e Sl

P | p—— WY g S—— - ol il
sivisad ratner than anast-noces

i - = s = : R .
Much of that style comes from the gamé's cal-shading technigue
e = e, P i s - Tt S s sl Prn— - - - .
WTILTT LSt NiEEnny QUILINES 28Nl OES, _A-'::'k SN LA ST O AN =
L ot - ¥ = . g, o - o - - . L i S . S - . . _ '] Ty 9
.':':l Ngue — SCralcny and INoEsinNcT whnen siabc., OLl .!'.I|'-.1 ana sHyusn i

MOLIoN = Means tnal tha game I00KS 18ss

than it ought 1o, but (much like Nintengo's

deserves to be rewarded

The real hook, though, comes with the

move that
iead character's genetic design. His arm

contains four slots

10 Which crysiais can

e inserted affecting a spechic attribute
7 A K =T e Eq_;:- '!'-'i-:F - | : -

SOUNs }ad, DUl ANGOING Crysias aboomarg

given i ins will unlock special moves

gl il DS
Expect

Apostie before year's end.
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he tortuous title, a riff on the acronyrm DINA and yvour role as a

Actually, Hudson'’s take on the action/adventure genre looks
first impressions see It as an elder

LDOOK

MMIrEsSSVE IN SCeensnons

HF-“""' —
Eir.m

w' and Marilyn

garkness s

e
Ly

DNA's striking cel-shaded visuals provide the main
allure, aithough the game features enough originality
{0 be worthy of investigation

I PlayStation2
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Developer: Reakitor Madia
Jrign Germany

Live the cyberpunk dream in the massive - and
massively multiplayer — online Neocron metropolis

e he natural imits imposed on the target audience of persistent
| world online titles, by niche subject matters and a finite
number of hours In the day, don 't seem 10 have deterred
a wave of developers who are currently exploring alternatives to the
Evarquest and Ultima Oniine universes. Like Anarchy Oniine, Neocron
opts for a aystopan sci-h witual world n place of the more Stapse
swordls 'n’ sorcery setting. Where it differs from most other MMORPGs
5 that its German developer ams to place a premium on accessibility,
borrowing some of the dynamism of traditional firstperson shootears.
Which isn't to say that it Is bereft of the compiexity normally
demanded of the genre. Tha city of Neocron, realised with an
impressive 3D engine, is composead of four
CSINCIS, as wed as an underground sewer
COMPex ana surmoundainNg wasietand, and
evantually characters will be able to access
two other cities and two space colonies.
Each area will have varying degrees of
player security, raising the possibility of ' E - =
players adopting 8 mercantiie role, as .
well as those of prvale eye and hacker
However, the real draw is ikety to be
tha relatively cheap price, with a monthly
subscription curmantly pancilled in at
210 (£7) a month,

' Pl
Devalopen In-house
Qrgin: Japan

Raleans: Q1 2002

Although similar to current MMORPG offerings in
many ways, Neocron's most distinguishing feature

is its emphasis on FPS-style action. An in-game arena
raises the possibility of holographic deathmatches in
the style of Quake Arena or Unreal Tournament

Ghouls 'N Ghosts is made anew for the 21st century as Capcom goes
back to its roots and delivers a hack-and-slash adventure on PS2

eaning the familiar Ghouls ‘N Ghosts sound effects, now
|=| | digitally re-mastered for this 128bit update, Is enough to
send shivers down the spine of any Capcom retrohead

NS [N (TG W | SR S . = E = FE Me—— Y
In tact. many of the customary motifs from the senes retum: coffins

spewing zombies, bone lowers, gargovies and, of course, the hero's
embamassing aspiay of underwear shouid his amour be stripped
away. Maxirmo can even be turmed into a small child or old man
should he come under a sorcerer's spell
Sut apart from the obvious 30 makeover, Capcom has added
8 number of extras to strengthen the formula. Most interesting is
the opportunity 10 customise Maximo throughout his quest, Up fo
4() specal abiities are promised, INCiuding
powerful weapon and shield upgrades. A
novel continue systam prevents backtracking
by enabing the hero to collect spints and
purchase death coins from the Grim Heaper
Yet for all the tweaks and enhancements
there is something a little too famikar about
the recipe. Playable code currently Indicates
anjoyable, if not electriiying gamepiay,
Hacking at creatures while collecting 10kans
and coins is slightly stited, though fina

The rather tired Ghouwls 'N Ghosts hack-and-jump action
benefits greatly from weapon upgrades and a number
of instantaneous power-ups. Being able to customise
the hero adds RPG elements and should ansure that the
game contains some replay value

o s tweakang and the nrooucton of potent

DOSses may provice more grama
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Format: PlayStationd

Publisher: TBC
Developer: Trecision
Origin: Haly

Releasa TBC

As befits a game coded in sunny ltaly, this PS2 title features
brightly coloured scenery and a massmarket mode of transport

] .
Himllk

) tracking Scooty Races for some time, having chance? upon
0L
I B

=e some Imaginative concept work a few months ago. A meeting
with the developer at ECTS finally brought an opportunity to witness the
game firsthand; the code Edge saw was running at an unpiayable
frame rate, but it was enough to convince that Scooty Races, if

it fulfiis its potential, will be the best scooter racing game ever.

Tongue-in-cheek genre commentary aside, the game structure
appears to be race-based, albeit in a ralatively freaform manner, with
five separate environments and multiple courses running through
each. The game will initially appear on PlayStation2, with a PC version
to follow and other formats possible for the
future, and a licensing deal with a major
sSCOOter manufacturer Nas just been sIgned,
lending a littie weight 10 what might
otherwise be easily disrmissed as
an ltalian (exhaust) pipe dream.

The lack of any properly playable code
makes assessing Scooty Aace’s charms too
difficuit to commaent upon, but Edge hopes
it finishes up closer in spint to Jet Set Radio
than the abhoment Yanya Cabalisia. With
any luck, the name will tunouttobe a
workang title, too

m he name's strikingly ridicuious, but Edge has actually been

The cel-shaded stylings of Scooty Races mark
it out as something a little different, at least.
The imagery is sketchier than Jet Set Radio,
with lop-sided buildings and haphazard architecture
reminiscent of primary school paint classes

Foemniat: PlayStation2

. Pubilisher; JVC
“E'F"-'l."-'!'lr.“!"l' Irem Software Engineering Inc
Ongn: Japan

‘Release: O4 2001

Joining the throng of 3D racers, FPSers and platformers comes
just what the PS2 ordered - a photography-based explorathon

plain weird, nead only glance Eastwards. Irem - purveyors of
finely hand-crafted shoot 'em ups - have reappearad from the

deptns of obscurity with a game called Foaroid Fete. The titie onginally
appeared in Japan under the guise of Gelibo 2, and has since been
pickad up by JVC for a Europeaan release in conunction with Folaroid

This off-beat title features the mage-captunng skills of one Pete
Goldman, an eager newshound intent on gaining the Pulitzer prize for
his phatographs of bizarre Japanese events. Thus the game taxkes the
player on a trip through 14 varled locations from cityscapes to spons
avants and, ultimately, Pete's own wedding,

The game Is riddied with oddities - not to
mention a host of movie referencas - and
photographing specific items opens up the
occasional bonus level. Success relies on
exploration, timing and getting the ‘'money
shot', as it were. Also, with film at a premium,
the player can't just go snap-happy: patience
s rewarded with a more striking image

Clearly Poiaroid Pete takes its cue from
the: likes of Piofwings and Pokémon Snap,
where you re judged on the qualty of your art
Raleased in December, Polaroid Fete -
couid be well worth snapping up. :

‘" | nce again, those In search of the innovative, orginal or just

Like some wide-ayed stalking paparazzo, Polaroid
Boy's central character chronicles Oriental events with
his camera. Exploration - and being prepared to wait
for that really great shot - is the key to success

L 050 EDGE
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Formal PlayStation2

. Publishar- Interplay
Daveloper: Ouirage
Dnigen: US

Felaasa: Q1 2002 (US) TBC [UK)

interplay places its trust in the little people with an
intriguing concoction that defies categorisation

= dmittedly, it's tough to get a handle on Chicago-based
developer Outrage’s new title. Part 3D thirdperson platformer,
part resource-management game, and part puzzier, Fubu

Inbe doasn't fit neatly into any genre, Of course, that's the point

The game revoives around the Rubu colony’s guest to reach a holy
temple and recharge the tribe’s Iife-giving 'Muku ball’, Since they're so
tiny, however, they enlist the help of a gigantic creature, the Uut. Being
Clever [ittle folk, the Rubu build a small village on top of the traveling
Lut, then patrol the path ahead for dangers.

“The puzzies are a bit different from what gamers are accustomed
10,” expians lsad designer Nate Goudie. “Since Aubu Tribe takes place
N a natural environment, the resources are
more organic in nature. Leaming about the
creaturas, plants, weathear, and other things
5 pivotal.” Your most important assets ame
your fellow tribe members, Using your ‘order
horn', you can command your troops in some
way: just salect the horn, targat an item, then
decide which ciass of Rubu (scholar, worker,
or wamor) you want to use 1o interact with the
item. Getting It all to work property will be a
balancing act of epic proportions, but like the

The Rubu and the Uut (above) form a symbiotic
relationship of sons. As the leader of the Rubu,
you nead to make sure your Uut is well cared
for as you travel through many strange lands
Hubu themselves, wa're sure the team

will persevere until the job gets done = i el

Doveloper High Voltage Software/Digital Mayhem
s Origin: US

Relsase: Q1 2002 (US) TBC (UK)

Resident Evil meets Gauntlet Legends in a violent world
populated by vampires, zombies and other grisly monsters

| — nterplay’s upcoming 30 multiplayer-focused action-horror
title Hunter: The Reckoning takes place In a world overflowing
with creatures of the night. And in one small town, a former
prison infested with vampires, zombies and othar abominations has
just unleashed Its denizens upon the world. That’s where you and
your friends come in. You re "hunters’, previously ordinary humans
gifted with the abiiity to see monsters for what they truly are

Gameplay is largely inspired by Gauntiet Legends, with up to four
players dismembering hordes of enemies on a shared screen, but with
a homor setting and increased RPG elements. Hunters gain ‘conviction’
by slaying anamies, which fuels ther use of special abiiibes and ‘edges
the game's magic spells. The control scheme
is reminiscent of Robotron, in which one stick
moves the character and the other stick aims
There are four hunters, each with abilities
designed to complement the others’ talents,
and the entire game is baing crafted with
muftip@ay as the pnmary game mooe, 0espite
a decision not to include online features.

Even at this early stage, Hunter. The
Reckoning has impressive wisuals, If its
tnéqa and true game mechanic proves
similarly well realised, Edge will be
traciang it down in the spring.

Each of the hunters has a unigue set of magic spell
‘edges’, but it's hard to beat a good shotgun (above).
The camera is guite dynamic, often zooming nght up
into the action or pulling back to keep every hunter

onscreen. Some monsters defy description, however




Starfox Adventures: Dinosaur Planet e

Format: E-nﬂnr:ub-e

Rewase: 2002

Fox McCloud returns for more asteroid-avoiding adventures, but this time the shaggy

sharpshooter has the opportunity to climb from his craft and explore new worlds

The C-stick calls up Fox's inventory, from which
weaponry or abjects can be selacted and used.
Edge salected a small ball, which, when thrown,
gets retrieved by your baby dinosaur companion

Dutch developer Formula instils its scrolling shooter with a distinctly Japanese
flavour, following closely in Bangai-o's footsteps with strikingly effective results

=

It's unlikely to be the only scrolling shooter to
appear on GBA, but high production values and an
endearing reverence for Japanese gaming culture
bestow a unique charm upon the title. Add to this
an interesting power-up system and the requisite
hordes of advancing enamies, and Kaisertal looks
like another convincing prospect for the platform

052

[ fter being Impressed with the early promise
shown by 2D scrolling shooter Kaisertal back
|| inissue 94, Edge was pleased 10 be able to BT ] Phaveto ki o
get its hands on a near complete version at the ECTS ' e £
bar that bore out those first impressions

Under developmeant by Formula, the handhela division
of Lost Boys Games, tha game's unique features include
night and day settings, as well as variable weather, But
the real selling point Is the presentation, which calls to
mind Bangai-o in its cheesy but charming strangeness

Likke Bangai-0, the action is punctuated by a senes
of dialogue boxes that impart information 1o the player.
And, as in Bangal-o, this is done in such a deliberatety
captivating way, and is such a clear
homage 1o Japanese mistransiation,
that it's difficult not to be drawn into
2 _ 3 Karsertal's siightly skewed world. On
NSO top of this presentation the game boasts
; : a power-up structure that dares to deviate
from the tried-and-tested Gradius formula,
granting a large degree of player choice Dialogue boxes pepper the action to punctuate the
Iit's thesa elaments that make it such a frantically paced action. Anybody familiar with the
joy to play, adding to the GBA's
growing armoury of first-class tities.

_ lioting an Ar-Wing's like riding a bike; you never forget. Fox
= McCioud's something of a veteran these days, so piaying
—1 the space-bound sequence that has the vuipine hera cutling

through a heavy asteroid field is bound to provoke something of a

nostaigla tnp. While there appears to have been very littie evolution
since Argonaut’s intial Starfox flight, the game style is still entertaining
On land, things aren't so familiar. The draw distance, character
modeling, and scenery are all impressive, as are the luscious hilly
surrounds. Attacks with Fox's staff are based on timing and position
rather than a more complex control systam. A range weapon |s also
avallable, but selecting it prevents Fox from maoving and causas the
game to switch to a firstperson perspeciive.
The worry § that there's no subtlety or
invention. Unlike, Rogue Squadron’s imagery
or Fikemin’s imagination, there's nothing In
StarFox that grabs the attention, nothing that
astounds. It lnoks compeatent, and while that
amounts to damning with faint praise, at the
moment its justied, Metroid Pnme mighnt be
causing the most tremors of concern around
Nintendo fans, but Dinosaur Planet also has
much to prove. The fact that it won't see a
release until wall into 2002 gives Rare
plenty of time 1o do just that =

Fomat Game anﬁ-dum
Fubiaher. TBC
Develope: Formula
Drigin; Holland
Haleasa: 04
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charmingly bizarre boxouts featured In Bangai-o will
-t be on familiar ground. Which is surely a good thing
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The German car manufacturer hits the virtual road in a title that promises

much in terms of the realistic rendering of the driving experience

- ne of the more pleasant surprises of ECTS was the
' T behind-closed-doors demo of a driving simulation which

| Edge attended, admittedly more by good fortune than any
concerted strategy. The game - which goes by the working titie of
Mercedes-Banz Champions - is being coded in Germany by Synetic
N conjunction with DaimierChrysler, whose previous work Includes

Mercedes-Benz Truck Racing

As you'd expect from a premier brand ke Mercedes. the
developer 15 going to extreme engths to recreate the exact physical
charactenstics of each featured car. "All our work is based on onginal
data from Mercedes.” explains Jlrgen Kersting, head of the Synetic

tesy 0 allow the player 1o expenence the fael of the
different models on the road in a virtual emvironment,
we not only constructed 30 models of the vehicles
that are faithiul to the onginals, but also used precise
cata matenal on amang Dehawour and the particutar
charactenstics of each vehicle. This allows us 1o
pracisely simulate the peculianties and special
features of each car in the game.”

The player 15 presentad with a senes of driving
tasks, and gepending on their performancs (things
like tyre wear and speed are taxken into account)
they can progress to more challenging

courses, inciuding full-on racing events,

Measter Ralye

The highlight of the ECTS demo was a track
designer (left) enabling the player to construct

a looped track from Bezier-style curves. Once the
loop is closed, the track Is ‘dropped’ into the 3D
landscapa, where textures are automatically applieg

Format: PC, Piﬂ.'_lp’ﬂlﬂl-‘lﬂﬂi_

Funishar; Microlds

Developsr: Steal Monkeys

From the dirt kicked up by Acclaim's Paris-Dakar licence, a contender emerges
promising the most exciting depiction to date of endurance off-road rallying

Mitsubishi, Renault, Toyota. Nissan, Citroén and Land
Rover represent the various competitors of thesa type
of events. So don’t expect comprehensive damage to
maka the final version (if at all). The PC version of

Master Rallye should offer multiplayer LAN/online play

1 naworld where the rally genre |s in serious danger of
becoming seriously oversubscribed, it's encouraging to

| come across titles that offer an angle substantially different
from the norm. Master Rallye, like Acclaim'’s Paris-Dakar game
focuses on an endurance event.

Licensed on one of the FlA Off-Road World Cup rounds, the
Master Rallye race sees competitors attempting 1o navigate through
six countnes to reach Moscow ahead of the competition having
left their starting point, Parls, soma 5,000km behind

The game has improved significantly since its appearance at
Milia last February. Handiing, although still a touch over-realistic
for control via a joypad, 18 comng along
competently - the potential to balance
authenticity and gameplay is there

The courses are based on real cata
from previous Master Rallye races, and have
pean constructed with the assistance of the
officlal course designer, As Is typical with this
kind of event, you're not confined to a single
route — it's your job to find the guickest route

Altholigh Tew detalls conceming structura
are currently availlable, the ability to drve
Mmemctaina SNge session N

onepiaver mode is expected
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Dead Or Alive 3

New ladies, new locations and raft of new refinements — and only on the all-
new Xbox. Edge casts an eye over the fighter that Tecmo's Team Ninja claims
will knock seven bells out of the fourth instalments of Tekken and Virtua Fighter

hen Tecmo's original

Dead Or Alive was

released back in 1956,
it was little more than a Virtua Fighter
2 clona with explosive boundaries,
additional countermaves and female
fightars with breasts that aggressively
over-obeyed the laws of physics. The
graphically stunning sequel, 1989
Deaa Or Alive 2, weighed in as a
solid contender, further developing
the seres’ trademark elements: a
dynamic fighting engine, huge
arenas, and a disproportionate
number of blatantly sexy combatants,

While the series has evolved nicely,

it was not until the team stepped up
to the power of the Xbox hardware
that Dead Or Alive has become
something more than a second-tier
fighter. Dead Or Alive 3, now just
months from completion, may have
what it takes to do what Metal Gear
Solid 2 and Gran Turismo 3 will do for
PlayStation2 and what Mano and
Zelda have done for Nintendo — that
12, to provide a gameplay expenence
s0 rich and rewarding that gamers will
buy the system just to play it.

Balancing act
Fighting game sequels often make the
mistake of changing either too little or

s |

et ?

Subtle effects are everywhera, from sunlight

slanting through trees to the lifelike ripples
and wrinkles in the fighters' outfits

too much. Tekken Tag Toumament
did the former, being basically a
prettier Tekken 3 with a tag battle
added. Virtua Fighter 3, with jts wildly
varying terrain, its decreased leaping,
and its emphasis on executing moves
swiftly instead of strategically,
exemplifies the latter. Dead Cr

Alive 3, however, seems to be evolving
perfectly, incorparating new concepts
while simultaneously continuing to

Format: Xbox

Fublisher: Microsoft

Developer, Tecmo (Team Ninja)
Helsase: November 8 (US) TBC (UK)
Origin: Japan

Photography; Hiraki Izumi
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In the final version of the game, Itagaki intends to introduce the animation of individual muscie groups, so the fighters will flex balievably as they deliver bone-crunching punches and kicks

that resnforca the sense that the
game exists in a Ivng, breathing

refing the combat systerm, Tomonubu
Itagaki, head of Tecmo’s Team Ning

still be upgraded and refined.”
ltagaki wastes little time in pointing

...1 il i I'II'I‘II'-I. 111

and creator of the senes, credits this

surafootedness to the team's habit of
complately deconstructing the game

with each new generation.

Starting over
"Mostly, we start from scratch,” he
reveals, "We look through every spec

out these refinements. Many are in the
game’s finaly tuned ﬁgh?iﬁg angine, as

whean he gemonstrates one of the new

moves — a révarsal that not only puts
his Kasumi bahind Ayane, but leads 10
a spine-snapping new special attack,
As the lesson in technique
proceeds, the battlefields themsealves

world. lagakd gracefully slams his

foe into one of the countless trees

in a forested area, then points out the
leaves that fiutter down as a resuft of
the concussion. We then switch to a

snowy cavern lit by startlingly realistic
torches. Here ltagaki opts to bounce

his adversary into one of this stage’s

in the game, and if there's anything we
feel that we can use we will pick it out
and use that part. But even then it will

also impress. Each area drips with
lush textures, lavish lighting, and
Innumerable axtra cosmetic touches

many Icy stalagmites, which shatters
into fully textured 30 shards. Another
stage, a candielit dojo, comes

{Laft) Hitomd, in the gi, is a new face.
She studies karate, and - if her in-game
performance is anything to go by -
she's been taking it all in rather well

« 058 EDGE



Tomonubu ltagakl
Team Ninia Maad

“l am awamﬂ'uatm people
talk negatively abolit the sex
appeal, but nobodys perfect”
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compilete with a paper wall that can
be torn through, and, in anather,

a near-photoraalistic beach scene
features dozens of gulls swirling
through the sky, as tagaki once again
dunks his tormentor in the shallows
of the dynamically rendered water.

Improvements all round

Realistic arenas, howsver, are not
enough to make the game truly worthy
of hype. After all, how different are
DOAS's trees from the statues in
Tekken 4, or DOA3's leaves from the
deformable sand in Virtua Fighter 47

The answer? Not very — but there's
50 much more of it here. The Xbox
hardwara has enabled Team Ninja

to Infuse every element of the game
with this same unprecedeantad level
of depth, subtlety and realistic beauty.
And nowhere is this more evident
than in the fighters themselves.

Take Tina, for example. If you think
she looks good now — well, you're right
— but you should see her in motion.
Her every movement is fluid and lifelike,
thanks to painstaking maotion capture
and the fact that the team actually
studies the martial arts technigues each

o —= L b
Tome. - gl 3 ——

Although it may well rank as one of the prettiest combat games ever made,
Dead Or Afive 3 features its fair share of dirty fighting, which is heartening to see
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fighter uses — occasionally sporting
the bruises to prove it. On top of that,
her hair and costume sway and wave
realistically as she moves, thanks to
sophisticated cioth and hair modeis.
Incredibly, tagaki apologises for the
model’s incompiete appearance — in the
final build, even the individual muscle
groups will animate, so Tina's leg will
change shape slightly as she throws a
kick, and her arm will flex as she
punches. And yes, the ladies, including
newcomers Hitomi (a brunette who
favors a traditional gi) and Christie

(the white-haired lass often seenin a
low-cut bodysuit) are more beautiful
than ever. While at least one new
male character has been added —
Brad Wong, apparently the game's
drunken master — itagaki frealy admits
his fondness for the female form.

‘| am aware that some people
talk negatively about the sex appeal,”
he concedes, adding with a smile,
"but nobody's perfect.”

Simply put, this is an incredible,




You may well be wondering why
these screenshots only contain
female fighters and surmise that
Edge has gone all sweaty at the
prospect of grappling giris.
However, the truth of the matter
is that the male characters have
yet to be added - and whether
they measure up to these
figures remains to be seen

' Iz;:m e ull' -

etegant game that couldn’t be
conceived on any other home
svstem. Certainly not on PlayStation?2,
whose limitations will already force
sacrifices to be made in the home
versions of Tekken 4 and Virtua
Fighter 4. Nor, it seems, even on
GameCube, which (rumour has it)

will be graced with Sow Calibur 2.
Complementing Xbox Is ltagakl
himself, an exceptional designer with

a talented team and a strong vision.

Xbox’s killer app

"Dead Or Alive 2 was the best
overall in the fighting game genre,”
he asserts. “In all specs, like graphics,
like fighting features, in characters, in
graphics, in sounds, and in fun, it was
the top. We will do the same with Dead
Cr Alve 3." A bold statement, 1o be
sure, But it is an amazing game, and
Edge can't find any reason not to
pelieve him., Fence sitters, take note:
Xbox has its first undeniable,

unquestionable killer app.
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Nintendo Spaceworld: 2001

Hardware revealed, the Big N had to rely on its software to
generate the attention this year. It did, but not for all the nght
reasons. Cartoon Link? Low-profile Mano? What's going on?

f the whoops and hollers
of Amencan journalists
are anything to go by, then
the opening press conference at
Spaceworld 2001 was a disaster.
Held at Tokyo Big Sight on August
23, the pre-show buzz centred on
the unveiling of Mano and Link. But
in contrast to last year's revelation of
GameCube and Game Boy Advance
the short video of Marnio Sunshine
and the latest Legend Of Zelda title
evinced little more than murmurs of
approval from the gathered press.
“Are you ready?” teased Shigeru
Miyamoto before firing up his video.
“But I'd like to ask you a favour — this
i1s confidential and we don't want any
photographs taken of what comes
next.” The audience laughed. But
this was no joke. Miyamoto-san

EDGE #1158

repeated his request for cameras to
be lowered betore the films were run.
Though the brief footage of Mario -
seen double-leaping from wall to
wall in a vibrant village — provoked
muted cheers, it was too littie to
satiate the press. The addition of
a device strapped to Mario's back
was intnguing, but there was too
little to really satisfy. And then came
the shock of Link. Accompanied by
the familiar Legend Of Zelda music,
the new look hero - complete with
cel-shaded polys and a stylisation
harking back to "50s Disney -
initially stunned attendees. A
few half-hearted cheers went
up, but the usually boisterous US
correspondents looked on bemused.
“| started to feel strange making
Link like an adult,” commented
Miyamoto-san later, “Link was
growing up and | wanted to return
him to a childlike state.” Certainly,
the footage raised many questions —
which Link's creator would not be
pressed on. The final scene showed
Link escaping his enemies, leaping
across a pit and danghing
precanously by one hand from the

opposite side. It was a dramatic
introduction to Miyamoto's new
vision, but in reality the swooping
camera angles only demonstrated
an audience-pleasing cul-scene,
“Well, | hope you enjoyed those.
Now there is a chance o play our
other GameCube litles.” It wasn’t
enough. What had happened? Was
Miyamoto-san actively teasing the
press? Why the Nintendo diffidence?
But Spaceworid has always been
more of a marathon than a spnnt.
And over the weskend of August 2o

OG5 e




1. GamaCube will launch in purple only — orange and black will follow
soon afterwards 2. The neat GameaCube packaging, which is smaller
In siza than Xbox 3. Nintende's SD memory card offering 64Mb of
storage 4, The Wave Bird wireless controller has no definite release
date 5. Mario's short outing was too little to satiate the world's press

26 the Kyoto toy company let its games

a0 the talking. If the press was initally
disappointed by the dearth of
announcements, thosa who really
count - the families of Tokyo — were
suitably thniled by the opportunity to
play on GameCube for the first time,
at which point the Nintando Difference
became apparent. With Super Monkey
Ball, Luigi's Mansion and Wave Race;
Biue Storm 100 per cent complets,
thera was littie need tor vague
announcamenis of future tities.
GameCube had amived and not

even EAs AIFA 2002: Road To FIFA

World Cup could spoll the party.

On the show floor

f a game’'s quality can be judged by
populanty alone, then Super Smash
Bros Melee was the undisputed

game of the show. When the doors

af the Makuhan Messe openad to the
public at S9am on Saturday August 25
sireams of Tokyo's youth headed
giractly for this most instant of
GameCube titles, Attracting Pikachu-
costumed teenagers and girls adomed
with fox tails, the update of the popular
NG4 beat "em up sent queue times up
to the two-and-a-nall-hour markc it

iooked ke Luigr's Mansion would be

-
@)
L

BN DO -
GAMECUBE A\

i M

overiooked as Itwongs Clamoured 1o
take part in organised Smash Bros
Mealee competitions, but interest soon
included the plumber. Smash Bros’
quality was undeniable, with punches
and kicks responding to minute
pressures exarted on the controlier
analogue buttons, the game Now
anables players to whittie down thelr
opponent's energy with quick combos,
or overwhelm tham with gne
powerhouse punch. The title s as
frantic as the NB4 version, but an

more akin to Lammings, the titie

asks players 10 pluck the eponymous
creaturss from their planet surface

to help recover parts of a crashed
spaceship. Beginning with simple
tasks such as cutting down plants

bor food, the game eventually opens
out beyond the lanaing site 10 the
nazardous world beyond. Bndges can
be built by literally throwing Pikmin at
the problam, while heavy objects are
shifted by assigning a number of your
coaperative cCompanions to the task

If a game's quality can be judged on popularity
alone, then Super Smash Bros Melee was the

undisputed

game of the show... queue times

went up to the two-and-a-half-hour mark

exicellent new oneplayer adventure
alement enables gamers to challenge
the full range of Nintendo characters
N & senes of elaborate encounters

MNearby, Pilonin's vibrant colours
and innocent style was also attracting
healthy numbers. Far more polished
than at E3, the oblect of Pikrnin
became clear, With the GameCube
controlier meiting into the hands, the
beauty of the titie shone through. Less
8 resource-management game and

A target recticle aims the Fikmin, while
the A button fires them in the desirad
direction. An initlally baffling game soon
became incrediDly intuitive. As night
falls, the Pikmin beg for their bedtime -
which provided the perfect opportunity
10 pass the controlier on,

While queues at Super Monkey
Sall, Lugr's Mansion and Wave Race
Bive Storm began to reach saturation
point, footsore attendess ook the

opportunity to try some of the less

6. Supor Smash Bros Meles was altendeses
game of the show, with gueues hitting the
two-and-a-hall-hour mark. 7. At the pre-event
press conference Miyamoto-san admitted
that Metroid Primea was too poor to unvail B,
The link-up facility betwean GamaCube and
Game Boy Advance was demonstrated for
the first time via Flippin® Kirby. Although the
title displayed many novel touches it didn't
ssam to warmant an essential purchase ol
both formats.
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09. Link's new cel-shaded appearance generated mixed reactions from
tha press. The American’s didn't like It. Everyone else did. At least the
familiar Legend Of Zeida music and sound affects were something of a
comfort blanka? for those expeacting detailed textures and millions of
polygons 10, Eternal Darkness was less impressive, showing signs of
clumsy combat 11. Animal Forast+ was a big hit with Tokyo's public -
especially after the m-game Family Computer was discovered

12. Rune proved 1o be the sleeper-hit of the show. While it's only 30
par cent cnfnplme, the RPG machanics mixed with -:an:_l_pr;amba'l could
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1. Pikmin was a popular performer at the
show, ance the controls had been masterad
2. 55X Tricky failed to distinguish itseif
enough from the P52 version 3. Sadly, Sou/
Calibur 2 was video footage only 4, Mstroid
Prime had moved on from a coupla of
renders to an eight-second clip 5. Star

Fox Adventure lacked immediacy but hinted
at great depth 6. Queues remained tightly
packed at the GameCube area until the
final faw minutes of tha show

emal Darkness —
Dlaying wonderful
iecture and lighting effects —
falled to fully convince. At 70 per cent
complete the titlie was showing clumsy
combat routines and serious clipping
problems. But even lass imprassive
was its insistence on traditional corridor
wandanng Interspersed with occasional
switch puzzies

55X Tricky falled to capture
imaginations by diverting little from the
original PS2 version, while Rune’s
combination of card battle mechanics
and BPG elements promised a great
deal on an early bulld. Star Fox
Adventure vexed as many as it wooed,
as with little indication of goals or
motivation few returned for seconds.
But those who persisted discoverad a
game which hinted at great depth. A
staff with multipie powers; the abiliity to
command creatures and the stunning
space combat component cartainky
augurs well for a title on 60 per cent.

Meanwhile strange things were
afoot at the Animal Forest+ pods.
Across one monitor NES classic, Mike
Tvson's Punch Out!! flickered into view.
And then the bug spread, Punch Out!/
and ancther NES classic, Basebal,
disseminated across the majority of

Animal Forest+ screans. Among the
485 MHz, IBM powered Gekko
GameCubes, Bbit titles ruled. Though
Nintendo reprasentatives must have
been overjoyed that players had
discoverad the joys of the Family
Computer in the update of Armimal
Forest, they seemed uncomfortable
that so many werg trving 1o take out
Glass Joe for s0 long, and the next
patch of players were gquickly moved in.
On Saturday, Yuji Naka's

Sonic Adventure 2.

Lamentabie in s absence was
Metroid Prima. Burnours coming out
of Retro studios of development hall
were backed up by Miyamoto, who
earfier admitted he had code in his bag
but that it was too deficient to dispiay.
“We were going to show Metroid Prime
at Spaceworld,” he acknowledged,
“But discovering no sound and poor
control just a few days ago made me
decide not to present it.” This surely

“We were going to show Metroid Prime

at Spaceworld,” said Miyamoto. “But

discovering no sounds and poor control just
a few days ago made me decide notto present it

appearance on the show floor
ravitalised flagging spirits and sore
feet. Attendess recognising the Team
Sonic group head attached themseives
to his entourage. Echoing scenes from
Pikmin, Naka-san found movement
through the eddy and flow of the
Makuhan Messe crowd Increasingly
dermanding. Yet his presence certainly
mace up for the disappointment of
discovering that Team Sonic's new
GameCube title (pixeliated on its home
pags) was merely a conversion of

came as a blow for the Retro team,
which has come under mounting
pressure of late due to a lack of
playable code. But turkey of the
show still went to FiFA 2002: Road

To FIFA Werld Cup. With its simulation
of players running through treacle and
motion-capture routines mimicxing
earty Marcel Marceau performances,
its rough state smacked of rampant
desperation. Nintendo's determined
effort ta highlight their important
relationship with EA imprassed few.




7.Though the Game Boy Advance area was less populatad, titles such as Super Maro Advance 2 and

Sonic Advance draw In healthy numbers 8. Gradius Generations also proved hugely popular over at the
Konami stand 9. Columns Crown and fourplayer Puyo Puyo Advance kept puzzie gamers enthralled for

thesr two-minute sessions 10, Street Fighter 3 Zero came oul on top in the baat ‘em up competition

11. Sabre Wuif was not to Japanese gaming palates 12. Diddy Kong Pilof was novel but immensely frustrating
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Game Boy Advance and Union Jack waving — was not demonstrated intriguing gameplay
While most GameCubea titles had to Japanese tastes. Indeed, the innovations, t smacked of novelty
Tokyo's residents in raptures, the sight of Nintendo representatives rather than a compelling reason to
breadth and depth of Game Boy trying to usher gamers through purchase both systems. By using
Advance software was also proving the empty chain-ink queus motion-sansor technology the GBA
a huge draw. Super Maro Advance 2 cordons was heartbreaking. can be manipulated 1o control
had parents seething with impatience Puzzle game fans were well GameCube Kirty's movement.
| as their offspring quietly lined up for catared for by the number of tities Rolling into tubes and holes relegates
| nearly two hours for a three-minute featuring coloured blocks and Kiry 1o the confines of the GBA screen
| sassion. For all ts modarn appealng sound effects, Sega’s until an exit 1s discoverad, Generators
compaciness, the update of Super Puyo Puyoe Advance and Columns spawning multiple Kirbys added to the
Maric World was playing beautifully, Crown were best of breed and crosspiatform complexity, but the title
and seems sure 10 join Mano Kart affortiessly updated ther acddictive still needed work. Although plans for
| TP s e L AT Tl Advance as one of the format’s first formulae to GBA. Beat "am ups, 100, sport roster sheets, radar scopes
oo | | .'f",’;ﬁ”' |“|I I '; -_-_;'f'h-'-'l‘--'.'-'.'l Wi , ) SR ' wave of killer apps, VWhile not such a were prevalent with Guilty Gear X, ang the swapping of collectables
| -l "m“; '_ L (¥ ' '. I ! 1 kiddy-pleaser, Gradius Generations Takken 3 and Street Fighter 3 Zero have been mooted, the GBAS limited
j ' was the otaku gamers title of choice. going head-to-head for public digital input would seem to constrain
With competitive instincts clearly attention, Street Fighter edged advancements in this area.

getting the better of some (Nintendo

Eﬁf&i;:?ﬁéf Nintendo had hoped Spaceworid would be its first

the second level boss ar-"lr:u::lunter L convincl ﬁ'gun'ﬂﬂt fﬂ' mnlng llhe two

the excalient pyrotechnics and systems. However, the GBA's limited digital input
would seem to constrain advancements in this area

classic Konam power-up systam
offered gamers the opportunity to

show-off their bullet-dodging prowess. a win with the crispest collision Though the absence of Rogue
Elsewhere, Rare's GBA games detection and most dynamic sprite | eader: Rogue Squadron I, Metroid
were faring less weill, Although Diadly movement, though Guity Gear X came Prime and Soul Calibur 2 were
Kong FPiot was drawing in decent in & close second. Though nNo wooden profound disappointments 1o industry
numbers, the game’s iImplemeantation spoon contender, Tekkan looxed insiders, it was clear that Spacewond
of Nintendo's tilt technology - first siightly pixellated by comparison but 2001 was a tremendous success for
used in Kirby Tiit 'N' Tumble - was impressed in other departments. Iit's the public, it was with tired eyes and
proving awkward. Though lighting clever implementation of a rotation weary feat that visitors dispersed from
was adequate for static GBA play, command gave the game a pseudo the Makuhar Messe hall, Clutching
the movement necassary 10 steer 3D aspect and aliowad players to numerous brochures, themed hand-
Diddy Kong through checkpoinis avoid and circle opponents deftly fans and Pokémon merchandise, the
left players staring into ther own Nintendo faithful went away buoyed
refiection at crucial momerits Consoles combined by their encounters with Luigi, Sonic,
Sabre Wulf was also suffering While GameCube and Game Boy Pikachu, Mario and Fox McCioud.
some ignominy. UK journalists presant Advance were separated by a few That gueues wera little depleted
on the public days were given ample feet on the show floor, Nintendo had moments bafore the show ended was
opportunity to sample the game's fine hoped Spaceword would be its first testarnent 10 the quality of Nintendo's
puzzie mechanics and old-skool conmvincing argument for combining the first full wave of GameCube and Game
arcade agventuring. But the game's wo systems together for addiional Boy Advance software. And that’s no
distinct brand of British humour — gameplay opportunities. Although mean feat for a venue with all the
complete with tea drinking cut-scenes Fiippin® Kirby's connectivity to GBA character of a disused hangar. =
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Small is beautiful

ow, it's small. Really, really small. And that's just
the box - the Cube itself is aven smaller. So small. So
shiny. So purple. So small.

The arrival of a new console s, of coursa, axciting,
even to the point that stray exclamation marks make it
into Edge's copy. Nintenda's new machine Is no exception.
Crowds gather; every piece of packaging is examined;
someone asks to look at the FedEx receipt; someone aeisa
wants to hold the composite out cable. When Edge actually
gets around to plugging the maching in, the low hum of the
internal fan is enough to send the room into raptures.

So, those initial impressions. The CDs are tiny, The pad
melts. There are no loading times. Well, there are five-second
pre-race pauses on Wave Race, but coming off the back of
a game like Thunderfiawk, whera the player must progress
through five memory-eating menus to get close to
interaction, it feels like a migraine's lifted

It large loading times are a signature problem of the
PS2, then it looks like Edge may spend a reasonable part
of the next few months staring at splash screens. The list
of games scheduled to hit Sony’s machine befors the
GameCube arrives here s formidable, both in sheer number
and conceivable quality. This month, Silent Hill 2 and Dewil
May Cry both spark brilliance, but it's unfortunate for them
that they've arrived in a month where the GameCube's
proved such a worthy distraction. it's been a stunning
few weeks, with one day standing out in particular.

The best moment of it comes later In the afternoon,
Super Monkey Ball, for whatever reason, has been delayed,
and arrives sometime after the long-lingering crowd has
drifted away. The extra pads arrive at the same time, too,
and Edge quietly plugs them in and embarks on its first
Sega/Nintendo console expenence. It takes seconds for the
shrieking to begin, and the grinning and growling and yelling,
and soon the games room is full of onlookers again, passing

pads around and marvelling at how, suddenly, gaming seems

exactly like it was ten years ago: quick, fast, simple, and fun.
And, in a couple of months, Edge gets to do it all over
again with the Xbox. Nintendo has set the standard, and
while Microsoft's machine has much to prove, it has ample
resources to prove it with. It'll certainly be Interesting, and,

hapefully, it'll be just as exciting, However, it probably =

won't be as small
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Super Monkey Ball

Format GameCube Fublksher Bega  Developss Amusement Vision  Pros: ¥5,800 (E34)

Compilete the first set of levels under certain conditions, and extra beginner levels make themselves
available. This maze takes place on a tilting circular mirror with the AV logo cut out of the centre

The mini-games are far from insubstantial,
and Edge is now well practiced in the art
of monkey bowling. Challenge mode sets
you patterns of split pins to knock down

hile it's frustrating whan you fall the first
time, by the 13th or 14th, It's sickening

— like when you know fallure’s inevitable,
similar to the sinking feeling you get when
a roflercoaster drops and leaves your
stomach behind. But if you succeed
on the 15th try..

This is simple. There is a ball with a
monkeay in, and there is a goal, and there
is a way of reaching that goal that will, at
times, come close to breaking you. The
control stick tilts the maze, and the ball
rolls around, and the ball falls off the
maze, and you lose a life. There are
na tricks in Super Monkey Ball.

Hare's tha thing, though: levels
that will intially cost vou life after life and
continue upon continue — levels that initially
seemed impossible — will eventually
succumb, and become easier and easier
on each rall through, it's partly because the
depth of control you have over the sphere
increases, but it's also partly psychological,
Once a level falls, the mysticism around it
vanishes. It's beatable; it's an afterthought

Levels that will initially cost you life after life and

continue upon continue —

levels that initially

seemed Impossible — will eventually succumb
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Without a jump button, intrepid sphere-caged monkeys must rely on moving platforms to traverse gaps.
Getting from one side of the arena to the other is simple, getting all the bananas somewhat less so

on the route 1o your next impossible hurdle.

And then the challenge becomes
finishing the course perfectly, or finding
the hidden warp gates, or getting all
the collectable bananas, or shaving off
hundredths of seconds en route to the
paper finishing tape. The game absarbs
the player, and to that end the GameCube
pad suits Super Monkey Ball perfectly. It sits
In your hand unnoticed, the analogue stick
15 perfect, ang, thanks to the reductive
control system, that's all that matters. More
specifically, the octagonal ridge arcund the
socket allows confident players to lock the
ball's path into an cbscenealy fast straight ling,
critical for some of the tightly timed Expert
courses, As the difficulty increases, parallels
are drawn with falrground wire loop puzzies.
Tension, fear and air-punching reward
Increase proportionally.

Completing 2 maza in oneplayer uniocks
it for multiplayer, and here Super Maonkey Ball
also excels. As well as the main event, which

sees players engage in a straight race
through each course, there are three
immediately available party games: Monkey
Race (monkeys race around circuis; see
boxout); Monkey Target (monkeys glide,
PiiotWings style, through nngs and towards
points-scoring targets); and Monkey Fight
(monkeys use boxing gloves 1o knock each
other from floating platforms). There are also
three locked mini-games, purchased with
ooints won N the oneplayer expenence:
Monkey Golf, Monkey Billiards and Monkey
Bowling, All have oneplayer, multiplayer, and
challenge modes, and none are half-assed
throwaway rewards, Even the high score
table and finishing sequences are playable.
You're always involved. You're always roling.
The game's beautiful, too, if that counts
for anything. Every surface is bright and solid
and shiny, every aspect impeccably
presented. The hundred worlds are smooth
and tactile, carved from the same magical
pseudo-raytraced stuff as Sonic’s Green Hill
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Reminiscent of Nintendo's Game Boy tilt title
Koro Koro Kirby, the angle of the board here
controls not only the ball but also the sliding
‘stop’ barriers, which leads to some frantic tilting

& S

Zone and described by perfect arcs

But, at least to an extent, the Imagery's
rrelevant. Super Monkey Ball 1s gefined by
the emotions that surmound every player in
every game, emotions as unrefined and
angular as the mazes aren't. Every second . Hite
I:IrFuﬂ.gs anqtﬁer jagged spike of 1*uglhr|se . Wl 1 il e m i ; Ghimp chall enge
elation or freefall despair, and that's what T

makes the game so superb.

S0 it's simple, unassuming, and it
demands persistence. And at times it's
frustrating and sickeningly difficult, but
when you finally beat a maze on your 15th
iry, on the last Iife of your last continue, it's
all worth it. If that expenence could be
distilled into a single word, it would be
euphoria; reducing Super Monkey Ball
1o one word is simpler. It's genius

';'!h;g il | A -

: T t onkey Race gives the player the chance
to speed their simian around over six
circuit-based courses, rolling over speed
boosts and firing some fantastic power-ups
at opponents. One attacking weapen turns
an opponent's sphere into something akin
to a dodecahedron, which rolls around
uncomfortably. Another transforms It Into
a cube, which just slides helplessly along
under the player's momentum. Like all the
games, the other players can be human

or Al monkey bots, but the experience Is
at its best in four player: chaotic, boastiul,
painful, and superbly entertaining.

Edge rating: Nine out of ten




Luigl’s Mansion

Format: GameCube PFublisher Nintendo Ueveloper In-house Price: ¥6,800 (E38)

ack in 1984 Nintendo launched the
B Family Computer. The intention was to
bring parents and children together with
accessible games for all the family. There was
a cartain amount of propaganda invoived in
this, of course, but the sentiment held true
for many titles. But Nintendo's talk of
returming to such a ‘golden age’ with the
GameCube is resolutely endorsed by its

It 1s Nintendo’s ability to constantly surprise
and reward while maintaining the wonderfully
creepy atmosphere that keeps you playing on

launch titles. Luigi's Mansion, in particular,
screams accessibility, but more importantly,
offers depth beneath the sumptuous visuals,
Though the game stunned audiences at
E3 with its graphical flair, many complained of
a shallow game dynamic. Sucking up ghosts
was a novel idea, but it soon became
repetitive. Fast forward to the present and all
that has changed. Luigi's one-dimeansiona
vacuuim cleaner has taken on a more
menacing sophistication. Ghosts are no
longer merely sucked out of the ether, but are
realad in like fish with a haavy rotation of the
analogue stick. The torchlight, too, stuns
appantions and provides moments of panic
between targating phantoms with the beam
and then tuming on the suction to dispatch
them. Fill a mom with several foes and the
action becomes furious, fearful and fun
During Luigi's mission to nd the mansion
of its denzens and find Mario in the process,
the tull panoply of haunted house rooms
miust be searched. But in a marvellous
example of Nintendo imagination, every room
has its own personality, both in terms of
object interaction and ghost presence. Enter
the nursery and the rocking horsa must be
disturbed to agitate the sleeping baby. Teddy
bears are thrown your way, but rubber balis
sucked onto the end of the vacuum's nozzle
can be propelled In the tot's direction -
Qroviging an opportunity 1o draw the nipper
in for final almination. it would be cruel to
spoil such moments Dy revealing the many
ways in which the spectres can be caught,
but the creativity and ingenuity is staggering
Add to this the enhancements Luigi
receives to his vacuum and the gamepiay
opportunities only Ncrease, Suck in miniature
fire, lce or water elementals and the vacuum
can be put into reverse, biowing the gas or
liguid and effectively providing a new way to

Luigi carries around a special Game Boy
Horror electronic device. Not only does
it display a map of the whole mansion,
but also works as a radar at later stages

074

Halease: Ot now (Japan) TBC (UK)

Ghosts are reeled in by performing a circular motion on the left analogue stick. Each has a meter which
runs down after some frantic manipulation, though banana skins and other enemies hamper poor Luigi

approach the game and trigger events. There
are many secret doors and entrances to
discover, 10o. Indeed, all the room furniture
must be examined to reveal hidden bonuses
and mysteries. Mimors don't just act as
impressive visuals, but highlight ghostly
presences, revesl hidden switches and evan
work as transporters to the lobby area, The
attention to detail has also been lavished on
the sound. Luigi's progress through the
nousae 1s accompaned by his own nNervous
humming of the theme tune, but all the
expected creaking, weather effects and
spectral groans and sighs are expertly done
Churis might mican about some of the
well-wom motifs in the game. Collecting
hearts for energy and keys from chests for
doors are hackneyed, but they only act as

symbols for navigating the game space
rather than gamaplay eements in
themselves. It Is Nintendo's ability to
constantly surpnse and reward while
maintaining the wonderfully creepy
atmosphere that keeps you playing on. The
deasire to explore just one more location
betfore switching off never really goes away.
Fears Luigi's Mansion was going to have
a short lifespan have been put 1o rest.
Though it's no epic, it will take longer than
vou expect to complete. Thankiully, tha
number of tmes that you laugh, thnch, anda
nave your breain taken away are NUMmernus
enough to wamant at least another
jaunt through the creaky house.

Edae rating: Eight out of ter




Mot all the inhabitants of the mansion are there
to frighten Luigi out of his senses. Toad appears
in some unusual places throughout the game

to offer tips and enables you 1o save your game

— | Firstperson fear

See the homors from Luigi's perspactive
and a number of hidden aspects ane
revealed. Some of tha mvisibla ghosts
shimmer into view, revealing behaviour
patterns or cluas as (o thalr weakness
Articles of note can also ba axamined,
bringing up taxt hints, But, most
importantly, objacts placed on tha
transparant wall between the player and
Lidgl can be viewad, thus batraying the

Each of the mansion's inhabitants must be captured . ' , ' location of maden switches and buttons.

in a slightly different manner. This bookish spectra

{above) only bacomes vuinerable when he 1s3ues a

protracted yawn. Then the vacuum actlion begins

Tha lighting effects are tremandous. Bul, like all aspects of this polished title, they are not just included
for graphics junkies. Torchlight stuns enemies while lightning effects from outside reveal lurking phantoms




Bad weather comes rolling in during
the Aspen Lake race. By the end of
the course, visibility is severely reduced

Wave Race: Blue Storm

Farmal; GameCube Publisher Nintendo Ceveloper: In-house (NST)  Price: ¥8,800 (£39) Faelunss: Out now (Japan) TBC (UK)

he onginal incarnation of Wave Race

was an important product for the N64:
not only dicl it show off the wonder of the
analogue controller, but was acclaimed
for the incredibie authenticity of its water-
based visuals. In fact, the game's graphical
accomphishments wouid not be bettered by
any other machine, console or coIN-op, for
years. Nothing on the Playstation, PG or
Dreamcast came even close, and it's taken a
128-bit sequel to fully reprise the tite - a
major testarnent to the original effort by
MNintendo’s in-house developers.

Wave Race lves and dies on its
representation of gtski physics, and in this
measure, Biue Storm 1s equally as successful
as its inspiration. Your jetski responds nol
only 10 left/nght movement of the analoguea
stick, but also to up/down; pulling back shifts
the weight of the rider and digs the raar of
the 'ski into the water, enabling you 1o turn
almost on a sixpence. Similarly, the analogue
L and R shoulder pads are used to
progressively bank the machine, improving
its turning circle accordingly. This mechanism
is simple yet effective: steenng is intuitive
and within munutes becomes sacond natura,
though mastanng it thoroughily takes time.

Eye of the storm

Hawving provided this degree of control, the
game then urges you to make the most of

it with Its twisting, slalom-style courses. The
gim s to negotiate each course, threading
between the red and yellow ‘booeys’, as

the commentators insist on calling them.

As sach buoy Is passed successfully, so

the turbo gradually charges up, ready for
you 10 engage a burst of forward thrust;
miss a buoy and your turbo meter is wiped
clean, and a small power-down incurred
(More annaying, though, is the terse ticking-
off meted out by the disembodied voice -
take our word for it Nintendo, it doasn't make
you play any better,) Miss five buoys in a race
and you're retired from proceedings.

The game retains the same
champlonship structure of the first, with
certain coursas and events locked off until
you place highly encugh in the preceding
races. Thus, once you've completed four

The addition of variable weather conditions alters
the look and feel of each course. Without doubt
this is the wettest game Edge has ever played
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If nothing else, Wave Race: Blue Storm features truly astonishing graphics. The water features proper
Fresnal reflections, whereby the surface becomes less reflective as the camera incidence angle increases

of the first tracks, the fifth and final course
becomes available. Then, as long as you
place in the top three in the whole event,
the next, longer, championship Is uniocked,

Progress in oneplayer mode s hard-won;
having opened the second championship
within minutes, the game suddenly raises the
bar scmewhat, Like the onginal, it fesls as
the lack of competitive events - thera are just
three championships — is countered by a
frghtening difficulty curve. Alsa, the
opposition's Al is overly harsh, so no matter
how flawiess your performance, there's
always a compstitor breathing down your
neck. As such, this is not a game for the
faint-hearted; the challenge is daunting and
the path often infunating.

indead, longewty is a worry. Further
options inciude an entertaining four-way
multiplayer mooe; a Stunt moda allowing

you to rack up high scores; and & Time Trial -

complete with bizarra haelicopter "ghost’ -
that lets you chase low times. But these are
all played out on the same traceks, and.
baming any unexpected bonuses, there ame
just eight in all (assuming you're able

to uniock the later ones, of course)

Fortunatsly, the adgdition of vanable
weather conditions alters both the look and
feel of each course, Without doubt this is the
wettest game Edge has ever played. Prime
candidate for this Is Aspen Laks in the rain:
not only is it pouring down, but the skies
grow greyer and greyer aurng the course
of the race, until by tha and you're
feeding thoroughty cold and damp.

You can even immerse yourssit 1o a
greater extent, by connecting the system
to a Dolby Surround decoder, whansupon
the 30 soundheid provioes cues as 10 the
location of other playars and noisy features
like waterfalls. Indeed the quality of the
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Unlike Super Money Ball, the threeplayer game
doesn't favour one with a larger slice of the action

sound throughout is very high.

As you'll have no doubt gathered,
Wave Race: Blue Storrm will ba immediately
familiar to anyona who lavished time on its
predecessor, In fact the similanties between
the two versions are pernaps just a little too
ciose for comiort: the control, the structure,
the jetski physics, the grating voiceovers
and even the design of the courses, makes
VWave Race; Blue Storm little more than
a slickly refurbished, high-resolution
Mcamation of the onginal.

Sadly this reduces its overall impact:
Viave Hace 64 brokered an antirely new
concept within the racing genre, but all Blue
Storm does is refine it and wrap it na new -
albeit beautiful and sophisticated — package
We're talking Special Edition, here,
rather than Directar's Cut

isad bl lr

o

Where the NE4 incarnation could only draw four jetskiers
at a time, Biue Storm (above) features eight - all of which
are customisable to suit, The sumptuous intro sequence
(left) is just plain showing off...

Seven oul of ten

Edge rating:
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In stunt play (above), you're left to chase
high scores by riding through hoops and
performing tricks. There's even an interactive
tutorial {above left) to get you started

Present and correct

The presantation of Wave Race is nothing
short of sublime. From the animated
loading screens (where you can idly interact
with the watery backdrop) to the inbuiit
utonal to the anmmated Character SeHact
screens, the game just drips of quality -
and of completeness. Like all of Nintendo's
products, Biue Storm is clearly finished

and honed. No patches needed here. .,
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Dante's opponents are a varied bunch but
most fit in perfectly with the gama's visual
character. Annoyingly, though, thera's an
overuse of the same bosses throughout

Devil May Cry

Format: PlayStation2 Pupishes Capcom Devesiopsr In-house Prca W6 800 (E39) Ssleass Oul now [Japan) O4 (UK)

evil May Cry’s initial moments lure
D you Into a false sense of secunty
You'll think it familiar termtony: the Biohazarg-
esque cut-scene acting, aramatic camera
angles, similarly accompiished atmospheric
accompanying scora and wandenng from
room to room in a seemingly deserted
and suitably sinister locale.

Naturally, things get a littie more crowded
once Lucifer's minions begin their campaign
against Dante, your devil-slaying character

intent on avenging murdered family members.

While the stited Capcom narrative is unlikaly
to inspire, when combined with the
tremendous mood achieved by the
superbly detalled, overwhelming Gothic
environments, the package becomes
wonderfully engaging. Furthermore,
Devil May Cry soonreveals itseif tobe a
significantly difierent proposiion to the senal
zombiefest we've come to expect fromiits
survival homor speciaist developer.

For a start, the entire game is mission
based. Rather than break up the fliow of
the achon, in practice this structune works
surprisingly well, with a satisfying mix of
MISSION compiexaty and objectives 1o keep
you guessing. While these typically nvolve
A-B movement occasionally intermupted by a
Doss encounier, the developer keeps nterest
levels high by introducing unexpected game
meachanics right to the bitter end. Some are
'‘blink and you'll miss them' subtie, while
others - such as the firstperson swimming
sections — are rathar more conspicuous.

Also noticeable is the lack of keys to
collect. Sure, there are doaors that remain
stubbornly shut until a certain action o,
indeed, an actual key s found, but thess
are relatively rare. The incessant retreading
of steps so0 Indigenous to survival homors is
thankfully mostly absent. The resulting effect

+hn

oroughly rich blend,
oxcellent adventure
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from the Osaka-based developer

Q78

on the games pace ensures the title remans
an acton game at all times — evil attacks
relentlessly, leaving you littie breathing space.
The game promotes fast play, evident in the
decision to opt for a fully analogue control
system, replacing the cumbersome meathod
employed by Capcom’s thirdperson
adventures to date. Some clever touches
designed o smooth out potential navigational

wrinkles are also a reassunng indication that
thougnht has gone Into manipulation issues

Of course, that's not to say you can'l
take your time over most missions if you
realty want to — in fact, wandenng souls are
more than likely to stumbile across one of
the gamea's 12 secral missions as a result
Just don't expect your siuggish pedormance
10 get a supenor grade in the post-level
assessment sCreen. INadMOua miSSion
graces CoOmDINg ONce the gamea 1S over
to gve an overall evaluation of your game
exacution, but, mare mportantly, they also
reward you in-game with bonus orbs. The
poorer yolu do, the fewer orbs you get.

it's a thoroughly nch blend, it tums
out - another excetient agvantura fmom
the OUsaka-based developer. The vaned
mission elements, engrossing plot, BMG
ANnd accompishea visuals combined with
the fluidity of the main character's movemant,

a distinguished and highly compeliing

adventure, not unlike an interactive slice of

engaging anime cake, baked John Woo style
it's not entirely concocted from perfect

ngreaients, however. Dunng the many Doss

encCounters the camera can al tmes prove

uncooperative and disarientating, which

can in tum lead to significant energy Iosses

- — - £ . - - S # #hwe 4 -
musirating f you re batting one of the narsher
- -

enemies. Thankfully, the defect dossnt
present ilseff dunng the rest of your deangs
with the forces of darkness. It's also nol the
ongest title of its type, although — as ever -
tNEre are exiras 10 ancourage further Diay
And, ultimately, anvone unwilling to
exparance Dawl May Cry on the amoneous
Dass that it represants a typical, predictabie
Capcom enterprise IS simply MHSSING OUt
on an enthralling and genuinaly

distinct acveanture

ease of play and dramatic camera work offer 3

" i_i.' - T ) T =
~qe rating

Eight out of ten



Thankfully, weapons don't run out of ammo in DMC - another facet promoting flowing gameplay. Played
n typical Biohazard style, things seem overly difficult. Knowing when o use power-ups becomes key

Intarestingly, while the environments are fully three-dimensional, the game camera tends fo be fixed
(the odd occasional pan and zoom ia adroitly thrown in for effect). In practice, this tends to work well

Red, red whine

Red orbs are not only awarded &t the and of
avery mission - they are also odlainad every
tima you disposa of adversanes (in addition,
green 'health' orbs appear regularly). How
many you recelve from each kill depends on
how adventurous you've been in thae combo
departmant. Other than just encouraging
creative fighting sequences, red orbs play a
Crucial role In allowing power-ups and new
fighting abiliitles to be 'bought. It's a dynamic
that works well, iIntroducing an (admittedly
basic) strategic ingredient into the mix




Project Eden

Format: PlayStation2/PC Punisha Eidos Interactive Dewsioper Core Design  Prce £40 Relsase September 28

hile Project Eden isn't the technically

W proficient tour de force that early code
promised, the underlying game mechanics -
those of team-based problem soiving - are
actually very satisfying. Visually, things are
more akin to a souped-up PSone title rather
than the next, more accompiished, wave of
PS2 titles, but despite these rough edges -
which extand 1o the interface - some
sensible design and a host of novel ways to
interact with the gamespace save the day.

It's impossible not to notice the game's
general level of untidiness. The shortcomings

of the visual styie are ample demonstration ol
the limits of a ‘realistic’ aesthetic in thea face
of haroware constraints. The onscreen
intarface (s far 1rul‘l optimised for a regular TV
screen resolution, and the control systam 18
sluggish and can be counterintuitive, The plot
s fairly hackneyed, and relayed through less
than inspinng cut-scenes accompanied by

vOIiCE acting that is, at best, amateu
But at first olanca. the most Project Eden’s derelict surroundings are atmospheric
enough, but for the most part are frustratingly empty

LJ‘-'EE"ETE:'H{:TL.-I'_,' glameant In the mix s tha
combat. Bot enemy and buddy Al is imited,

and the auto aim 5 ungainly and easily Howeaver, little of this matters, because
It's the mix of gadgets, skills and some confused. The biggest probilem, though, s this rudimentary form of combat serves to
SS0UKY Inbyrlnthir}e b tﬁat really that the team-based puzzie dynamic reguires regulate the pace of the puzzle-soiving part
axpands the potential of the find-switch
puzzle dynamic far beyond the humdrum the specific skiliset of each team member to of the game. It would have beean nice to see
be available for the duration of the game. To more combat-based puzzies, such as the
overcome the problam of premature death sentry guns thal require team members 10
curtaiing the core component of the game attack from various sides, but as the game
regeneralion and rescad pomts popuiale progresses combat hotspots with unending
every leval - bestowing aternal e and streams of enamies lend some consequence Gombat is woefully reductive and cumbersome,
rendenng combat inconsegquential. o encountars. In any case, the conundrums but it does serve to regulate the puzzie dynamic

Visually, things are more akin to a souped-up
PSont ..mu rather than the next, more
shed, wave of PlayStation2 titles

that are at the heart of the game are, In skills of Minoko, who accesses security
i general, 50 well-conceived and challenging cameras and even, at one point, a mobile
{m, I\ that it's easy to lorgive any superficial faults laser platform = enliven the process. As do
Granted, the puzzles are littlie more than mini-games such as Andre's repair skifl,
the "tind switch' varety, wril large for the whuch consists of a sanes of reflex tests
benefit of the Play ‘?-rrur." generation, Sul S0, as a oneplayer game, F‘.":E.Ed‘_'f Eoer is
they are so finely crafted, set over some a much more heartening expenence than first
SEnously expansive leveis, and are so glances might suggest, while a co-operative
enlivenad by a vanrely of toys and the skills of muitiplayer mode, with support for four
individual tearm members that this doesn't players wia splitscrean, compensates for an
really matter, Ranging from the easily solvable execrable deathmatch mode. The result Is a
to the brain-achingly obtuse, the in-game title that befits its next-gen platform in spite of
problems are genuinely satisfying to congquer ts unpolished ront end, lengthy load
The abiiity to manoeuvre in and observe the times and control issues
Starting out in the Real Meat Factory, the tone of Project Eden starts as it means to go on, with slabs gamespace In novel ways — thanks 1o the Big
of engineered meat giving way 1o all manner of cybernetically enhanced, genetically freakish baddies TI’ETR like Rover, the Flycam, and the hacking cCle raung Seven out of ten
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A multiplayer Rover tank race is a nice idea, particularly given the redundancy of deathmatch arenas,
but it's badly executed in practice, featuring only one, rather capricious and curiously unengaging, circuit

Dire deathmatich

While combat s nearly redundant in
oneplayar mode, it's entiraly superfiuous
in deathmatch mode. Hag the developer
gacigad not to provide regenarabon and
redoad points in the deathmalch arenas.
the clunky control systam would stll have
conspirad 10 proguce an averaga
expeariance. As it is, the lure of eternal

ife proves too great, resulting In a comic
camping apidemic. Likewise, a Rover
race mode IS5 8 mce i0ea, Dut with just
one course - which features some
inexplicably arbitrary killing grounds - it's
not a8 antertaining as it might have been.

Although it probably wasn't the developer's intention, deathmatch encounters are frequently hilarous.
involving one or more players camping out by a regen point, safely picking off the futile attacks of peers
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The player is led from location to
iocation, picking up clues in a roughly
linear path. A more open gamaplay
structure would have been welcomed
as a fresh approach to the genre

Silent Hill 2

Format: PlayStation2 Publisher; Konami  Devsloper: Team Silent  Price: ¥6,800 (€389) Reizaze: Out now (Japan) TBC (UK)

V ery rarely do videogames take a cold,

sharp scalpel and poke at our primal
fears. Not even Resigent Evil — credited with
inventing the survival horror genre - managed
or even attempted it: Capcom just wanted 1o
make players jump once in a while as they
shot their way through a creaky Romero
theme park ride.

Sifertt Hilf was the real deal. Released
three years after the original Resident Ewl,
it pitted one man against a town filed
with putrid psychological demons. With its
unremitting fog, its tormenting audio effects,
its ermotional cruelty (have you seen a couple
of the more bleak endings?), Konami's sick
little baby took harror gaming Into new,
genuinely disturbing directions. It was
Nine Inch Mails' "Downward Spiral’
brought painfully to life.

If anything, the sequel spirals further into
fear. It's set in the same fog-smatherad town,
of course, and the story still revolves around
one ordinary man's descent into some kind
of hell, But Silent Hill 2 exploits the new visual
possibilities of PlayStation2 to make that hell
just a |ittke more resonant, more pungent
and more immediate. From the collapsing
bilboards that line the cracked roads, to
the mould-streaked walls of the apartment
ouildings, to the bloody slaughterhouse that
s the Silent Hill hospital, 2ach location is a
painstakingly detailed snapshot of festering
decay, And everywhere you look in those
locations, there's a scary image: blood-hued
graffiti warning of apocalypse, lab coats
Smearea with gore, ead bodies sprawied
n dead-end allays. It's every morbid image
ever conceived by Marilyn Manson, Clive
Barker and David Fincher chumed into one.

And, as with all survival horror
adventures, the very nature of the gameplay
shoves your face right into the scenery.
Silent Hill 2, like its predecessor, is all about
exploring, picking up clues and objects, and
following the trail through set-piece locations.
WWhich means you have to explore every fetid
comer. Even rooms; bulldings and vehicles
that contain no cbvious clues, might contain
ammao or health, and that blank-looking
noticeboard in the cormer may have a code
written on it that unlocks a room later on.

Silent Hill 2, like its predecessor, Is all about
exploring, picking up clues and objects, ana
following the trail through set-piece locations

ug2

Set design throughout the title shows an intricate attention to detall: rooms are filled with
bloodstained objects and clothing, and the resulting atmosphere is extremely effective

Predictably, then, you spend hours
locking for stuff, and then you spend hours
trying to figure out what to do with the stuff
(old coins, pieces or string, rings, etc) that
you've found. There are also a couple of
great liftie nadkes that will = if you go for
anything above Easy mode — require some
potent abstract thought. But yes, thase are
the staples of the genre and they have been
for more than five years. You explore, you
pICK up ODyects, you gpen new doors, you
fight monsters, you watch animated
sequences which slowly unravel the
plot. Nevertheless, beneath the twisted
visuals this is horror by numbers.

However, if the formulaic gameplay
s a slight disappointmant, the entirely new
story makes up for it. James Sanderland has
driven into town to locate his wife, whao he
thought had died three years ago until she
zent him a letter from Silent Hill. When he
arrives he finds the place deserted, except
for zombie-like creatures lurking in the mist.

Pretty quickly vou pick up a plank of wood
for a weapon and a radio which acts as a
kind of monster detector, emitting static every
time an undead attacker gets close. Then
you're own your own, unravelling the weird
history of the town and learning about some
strange disease at the local hospital, and
brashing the creatures lurking In each room,
street and comdor, All the while, somewhera
out there, James's spouse is walting.
Occasionally, another character turns
up. A twitchy ex-con named Eddie, an
elusive girl named Laura and — strangast of
all - Maria, the girl who looks exactly like your
wife, They all mutter nonsense clues about
what's happened at Silent Hill and where
your wife may be - gpening up sub-plots
and twists vou fear will never be tied up, like
an over-ambitious episode of "Tha X-Files’
But, ultimately, the narrative proves intnguing,
and a couple of hours play easily turm into a
whole night as you desperately track down
that vital piece ot a growing enigma




Although the monsters are well-designed
and undeniably disturbing, there is a lack ol
variety. And although the emphasis is on plot
not action, the odd fight is unavoldabla
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game experieance. After a few hours
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will be well and truly in the game's gnp.

Alfraid to go on, afraid to switch off
Afraid 1o put out the light and sleep. And |f
you do go on, tracking those iast clues to one

of the game’s several surprise conclusions
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e rating Seven out of ten

How can you sit there and eat

nizza!l?

As per usual with survival horror titles, the
story s moved on in cingmatc sequences
where the cast of waird characters spout
ambiguous hints and warnings

It's all in your head

One aspect of Sien! Mill 2 that may
disappoint some is the lack of monsters
There are several different types of zombie
wandering around, and a frequently
spotted boss monster - 'Pyramid Head'
Hardly a menagensa of the undaad.
However, this |s more of a psychological
thrifler — a ghost story, perhaps - than

a gore-fest, and Edge welcomes the
emphasis on plot and atmosphere rathes
than bioodletting. Right until the end

VOu re not surg what [ne story S oF who e
baddies and goodies are. Or. indead, if the
lead character s just going mad. Or worsa
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PaRappa The Rapper 2

Format PlayStation2  Publaber Sony Develope Nana On-shaa Frice: ¥6,800 (£39) Seleass. Out now (Japan) TBC (UK)
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The camp octopus hairdresser,
possessed by the spint of the
noodie, finds himself obsessed
with noodle parms. PaRappa's
solution, as ever, is 1o rap

084 EDGE

Before each level, a beatbox gives PaRappa novices
a chance to practice a few of the rhymes ahead. The
sequence can be skipped, but proves an annoyance

T

Here's to absent friends

The FaRappa hardcore 'will anjoy the relerances
to the othar two Greenblat co-creatad outings,
including the Jet Baby cinematic introgduction,
Captain Fussenpepper presenting the options
screen, and Moocseasha bigging up her family’s
obsession with instructing. But there are aiso
some notable absences - there's no Prince
Fleaswallow, Cheep Cheep, or the majority of
Lammy's cast. Still, Chop Chop Master Onion
does make a tnumphant third appearance, this
time teaching Romantic Karate, and his tiny onion
followers partake in a kick-punch QTE subgame.

his feeis like reviewing an album from
T a favourite artist: esght songs, a well-
known cast, and a lot of expectation. But
it'd be pointless to provide a track-by-track
rundown, because so much of the joy in
PaRappa 1s experiencing the music and
atmosphere anaw.

Sonically speaking, it's enough to say
that, while the guality varies and some songs
are more Instantly mamorable than others,
fans of the senes probably won't be
disappointed. There are some superb visual
sel-pieces, too, Inciuding the music-stopping
return of PJ Berry and some brilliant one-on-
one rhyme warfare betwean FPaRappa and his
sequential nemesis, the Noodle Master (*I'll do
damage like masheddys”). None of this is a
surprse. Creatively, Nana On-shaa has
always imprassed

Outside of what's expected, though,
there are two broad changes to the game
mechanic. Three metars along the bottom
of tha screen Indicate how accurate, onginal
and energelic the player's hyme responses
are, and, whie they re non-essantial, they
g0 prove particularty helpful in attaining the
coveted 'Cool’' ranking. The other addition
5 much more critical: if the player drops a
ranking, they're given opportunity to atone
in an immediate replay of the failed section,
The decision sliminates the possibility of
sucden falure that marked both its praguel
and Um Jammer Lammy, but it also makes
the game much, much easier,

Each completed game clircuit provides
PaRappa with a different coloured hat, which
indicates the difficulty level, but there s never
any sense of challenge, nor, it seems, much
incentive to continue beating the game In
oneplayer mode. Um Jammer Lammy
offered six remixed songs to play through
as PaRappa once the main game had
been completely beaten, but all PaRappa 2
appears 1o concaal is a song jukebax for
the ultra-Cool and feverishly persistent.

Which means exactly what Edge leared
PaRappa’s sequel s consistantly fun, and
impeccably presented, but it's not as good
as Koer's Giarooman, and it's not as good
as SNK's Coof Cool Toon. It's more accessible
than both, though, and — thanks to Sony's
support and the success of PaRappa
abroad - a PAL release is almost assured
How successiul it is will depend on how
the buying public reacts (o a senes
that seems so reluctant to evolve.

Edge rating Six out of ten



Capcom Vs SNK 2: Millionaire Fighting

Fonmat, PlayStation2 Pubssner: Capcom  Developer In-house  Price: WE,800 (E38) Solessa Out now (Japan) TBC (UK)

an frustration, part power, part auphona,

Capcom Vs SNK 2 excels where the
WO Companias nome Conversions have
always succeeded - in breaking thumbs,
ovpads, and the spints of opponants
Instinctive victory is a drug. 20D fighting
unkes have thicker caliouses than hardcore
neediework veterans, This is their nenxt fix

The core facts are unsurprising. C-apcom
Vs SNK 2 lets you choose from eight fighting
styles (three Capcom, three SNK., and two
that can be defined yourself), from more than
40 fighters and eight difficulty levels. There
are Training, Versus, and Arcade options
The rabio modes from the previous game
are there iIn imited form, along with three-
on-three matches and straight single bouts
Almost everything in Capcom Vs SNK 2
can be alterad, In oneplayer, amusemeant
i5 confined to self-improvement and (the
supremely well executed) Score Attack. In
twoplayer, as ever, entertainment is unlimited

The new arenas are QOrgecus, retaming
the traciionally simpee ooping arnimabon
gthic, but rendering new ideas in high-
resolution polygon majesty. There are the
subtle nods to the fighting hardcore, too -
Dudley and Billy Kane lurking at the back
of the London stage, Hsien-Ko by the side
of the revolving platform — and while more
nteraction between the fighters and the
Dackgrounds may have been interesting
Capcom'’s argument could be that this is
someathing for other games to consiter
If reaction gaming is an-addiction, than
maybe this game's purity shouldn't
o8 cut with gistractions.

Bul because the surmoundings are
SO ciean, thay also show whera the game
i5 weakest: the resolution and animation of
its fighters. it's certainly no worse than the
first Dreamcast version, but nor is it any
better, and especially in light of Guilty
Gaear X's stunning destruction, a game of
this magnitude deserves something more

Il you buy this game o show Off your
console s power, you will end up confused
and aisiusioned, If you buy it for its highting
spirit - well aware of the fact that it has barely
evolved in a decade, let alone since it's
previous iteration - it won t aisappoint. You re
either a slave to graphics, or you're not; you
judge a game on its soul, or on its bump
mapping. The spirt of Capcom Vs SNK 2
broke one of Edge’s DualShocks -
WNICH 1§ recommendabon anougn

Edge rating: Seven out of ten

Finishing with a super combo initiates a

suitably over-the-top end sequences, as wall
as providing maximum gloating opportunity

Fighting brain

Cneplayer tournaments make for good

practice, bu! as with most fighting games,
Milionaire Fighting's real strength is in
twoplayer competition. There are three
modes of play: One-0On-One, Three-On-
Threa and Ratio Battie, a mode which
has evolved from the prequel's focus

and allows you to choose one of your
three fighters to be considerably stronger
than his or her team-mates. As ever,
though. clever fighting psychology piays
as much a part in two-dimensional victory
as quick reactions and quick thinking
Chop Chop Master Onion was right:

KICK, punch - it's all in the mind.

2\ PRESS _START l.-QUT-TDHh

An excellent scoring system affords points for using a variety of moves, as well as promoting attacking play.
Manage to score enough during the oneplayer tournament, and you'll end up fighting Shin Gouki or Rugal
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Alien Front Online

Formal: Dreamcast  Fublisher: Sega  Develops:s: Amusement Vision Frice ¥5,800 (E33) Ralzase: Out now [Japan) TBC (UK)

aking its inspiration from ‘Starship
- _ _ Troopers', Allen Front Online pitches
R LT R sarthlings against extra-terrestrials in a battle
FIME LE¥ for domination. And, as in Paul Vernoeven's
iy '_ movie, Amusement Vision clearty hoped to
produce a shallow If compulsive splatter-fest.
But while it has clearly achieved the first part
of the brief, the second is missing in action.
Furthermore, UK gamers who purchase
the garme on import can forget about the
T et L = LR _ final word in the game's title. While Japanese
players have access to Allen Front's network
options — with novel microphone command
capabilities — UK gamers will have to make
do with the Arcade and Tactics modes alone,
which is disheartening given the banal and
simplistic gameplay of these options.

In-game advertising

Hit the streets of Tokyo and you can't
round a corner or wreak destruction
without spotting a Sega advert. While
such visual flourishes for the arcade
varsion may have furthered Sega's
cause in Japan, the inclusion here is
merely oreaching to the converted. Still, :
e:-:pech; &r:luertisngg in videogares to AW FAEMY Understanding ET

become more prominent in the near future. EMAW ] At least any anti-alien feeling is avoided by
giving players the opportunity to approach

the conflict from both sides. The Arcade
mode throws gamers into the conflict, with
victory achieved by taking down a set number
am{:&.!!.—.&'ﬂu.%‘ l u Al Tl of enemies before the tmea limit ticks down.
Three areas - Island, Tokyo and Sibaria -
must be defended until your three continues

' " o are exhausted. It's very fimasy stuff with the
- : \ : : inciusion of more powerful weapon upgrades
! : adding little to the mix. Only the addition of

a well-implemented strafe command —
which works by shifting your tank/alien’s
body sideways with the trigger button, while
pressing forward on the analogue stick -
hints at something more engaging

But once avoiding incoming missiles by
circling the enemy has been mastered, there
15 little to keep one coming back. While the
Tactics mode promises much, it delivers little
more than the Arcade option. Objectives are
slightly more varied, ranging from search-
and-destroy to protection, but the formula
becomes tiresome very guickly.

Une of the major Imitations of Alen Front
Oniine Is its insistence on a plodding sense of
peed. Replace the tank and alien units with
polygonal humanoids and you have a typical
arena combat game. But stripped of the slick
framerates and balanced weapons associated
with such titles as Out Trigger and Quake MI:
ot o . Arena, the game Is pedestrian and sluggish,
LSl L e TS e L g Had a finer emphasis been placed on tactical

B g HEd
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There's no denying that Allen Front Online
contains a certain fun element when it comes to
blasting alien scum, but this soon gets tiresome
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The option of taking on the battle from the aliens’ perspective |s welcome. However, the unit types

manoeuvre in the same manner reducing any extra tactical play which might have been introduced Eﬂf._]t": rating: Four cut of ten

086




Sega Bass Fishing 2

Fformat: Dreamcast  Publishor: Sega  Developar Wow Entertainment  Price: 530 (£20) Feeaseo: Out now (US) 04 (UK)

ef Bass, or Sega Bass Fishing - to

G give it its western titie — remains the only
fishing game voluntarily played by the Edge
team. The fact that it distils the massvely
popuiar but tremendously drawn out pastime
into a thrill-focused affair is obvious: Get Bass
is great entertanment because it only really
deals with catching fish, arguably the most
stimulating aspect of this mainky solitary
ventura, The game's reward Is immediate.

Qdd, then, that Wow Entertainment
opted for a simulation approach when
putting together this true sequel (Sega Marine
Fishing is more of an offshoot, see E92).
Traditional arcade elements remain — you can
now salect from a variety of characters with
differing abliity — but there's an injection of
realism that infects the gameplay in a manner
the onginal Get Bass proved immune 1o,

Seing able to position your boat
anywnere on the fishing lakes, even having
control over the amount of throttle used
seams lke a reasonable addition - and,
10 & certain extent, Get Bass already offerad
this, albeit in mone restricted fashion. In Free
Fishing mode you also get to play around
with parameters such as month, time of
day and weather, aithough thesa are preset
during competitions. Either way, once on
your boat you gel the usual depth and
temperature readings, though this time
presented via a radar-style display.

Fussy fish
The major difference remains the interaction
with the fish, which prove unreasonably fussy
customers. During the first two hours of play,
with the exception of 2 coupla of pike, no
member of the bass family could be
parsuaded to bite regardless of the lure
usad, A second session proved more
rewarding, but then highlighted ancther
of the game's problems - the reeling-in
expenance is as amalic as the one found In
Saga Manne Fishing. Tha tension on the ine
vanes wildly as you delicately ease a catch
towards you, while proving unfairly
suscaptible to breakage, too. The subtlety
found In the criginal game is SImply missing.
S50, anyone expecting the arcade delights
of Gel Bass is kely to be disappointed. Sega
Bass Fishing 2 is too sim-heavy. Excessive
parameters to deal with ensure it lacks the
dynamism of the original, and, other than
fighlighting Edge's inabiiity to fish, _
ultimately it's just not as much fun,

Edge rating: Five cut of ten

Sega cast offs

To further enhance the simulation aspect
of the gama, you gel to ceterming your
casting technique. Once you've positioned
your boat and you're pretty sure the fish
haven't been scared off by the motor,
choose from overhead, backhand and
sidehand casting, or aven pitching (a

mere motion of the rod’s analogue stick
determines the outcome). Whila ssamingly
pedantic, these do allow you t0 access
arsas other digital rods cannot reach,
proving helpful In tight spots.

You'll be seeing a lot of this (left): fish eagerly
coming up to your lure only to refrain from taking
a bite. The US localisation process has resulted
in stark menus and overall sombre presentation
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While you can't drive your boat around the whole map, you do have free reign of the various areas you
end up in. Catching fish is no longer automatic but rather a welcome hand-eye coordination test (left)
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G-Surfers

Formal: PlayStation2 Publisher, Midas Games Developsr, Blade Interactive

Price: £40 Release: September 28

A staep hill like the one above is often the prelude
to a huge jump that might propel the craft clear
over the top of a mountain, with a landing point
saveral miles into the distance

The mod squad

Traditionally, modifying software has been the
preserve of the PC gamer. Simple editing faciiities
exist in many console racing titles, enabling generic
track segments to be siotted together, but creating
something original has always calied for the
flexibility and storage of a PC. Blade bucks

the trend by including a PS2 version of the

tools used to create the preset tracks. Dubbed
Trackman. the utiiity enables an unpracedentad
degree of freedom to design unlimited numbers

of new courses. If it's there in the main game, it
can be recreated in Trackman. Very imprassive,

088

Trackman makes the standard
Scalextric-style editing tools

found In console racers seem
embarrassingly underpowered

ith almost every entrant into the

future racing cenre attempting o
imitate the style-over-substance commercial
succass of Wipeout, rather than the superior
gameplay of F-Zero, it's encouraging to find
one that dares to do something other thar
stick to the standard flash graphics, heawvy
weapons, and techno soundtrack formula.

While G-Surfers is unlikely ta scare
Nintendo’s designers back to their drawing
boards, the game is certainly a different
proposition to most of the competition it's
going to face on PS2. Set over 30 courses
dotted around a 1km-resolution model| of
the earth, the game's most immediatety
striking feature is how drab it looks
compared to second-generation P52
software, and X33 in particular. Its simple
textures and basic trackside models give
G-Surfers a peculiarly flat appearance.
But there's more 1o a long-lasting

future racer than mere looks, as players of
F-Zeroc X will attest. indeed, Nintendo's game
has provided much of the inspiration for
G-Surfers, with spesd-up lanes, sweeping
bends and sensitive analogue control.

Supercharged, yet uninspiring
The lack of weapons forces you to
concenirate on gently easing the craft
through a perfect racing line, watching

for tell-tale signs of oversteer. Not easy

when the speedometer is registering a

rather unbelievable 15.000km/h. It's aimost
excessively fast, many of the courses playing
like a breathless sprint to the finish rather
than an actual race against 15 computer
opponents. It takes some time to become
accustomed to the speed of reactions
requiired to navigate the more difficult

tracks, which undulate, twist and corkscrew
through the sky, without destraying your craft
by piling into a solid wall or missing a jump.
It's nowhere near as unforgiving as the original
Wioeout, but there isn't the same scope for
correcting mistakes via skilful driving as
F-Zerg X can boast.

The oneplayer mode is good enough to
kesp players interested for perhaps as long
as X(G3 could manage, but the added value
provided by the Trackman editor 15 excellent.
Those prepared to invest the time and effort
it will take to produce a professional-looking,
piayable effort will find G-Surfers becoming
an ever mores regular fixture in their g

console over the next few months. ===

Edge rating: Six out of ten




Anarchy Online

Format; PC Pubiisher: Funcom Developes: Inhouse Price: £45 Release: Out now

ersistent online worlds require the

P persistenca of anline gamers. Rich levels
of gameplay are usually balanced by a
learning curve that's more of an unforgiving
vertical line. The 30 visuals that looked
smaothly sensational as your character hiked
across open countryside slow to a juddenng
crawl as you stroll beneath the towering
stratoscrapers of an alien megalopolis.
Multiplayer internet RPGs continually trade-
off speed for substance as eager players pit
their wits against thousands of opponents
across the globe

Funcom's ambitious Anarchy Onlin
abandons the familiar elf-and-broadsword
approach in favour of genetically-enhanced
humans and two-handed, electric
Gofleprods. Set on an alien planet in the year
29475 AD, the game's designers have
imagineered a landscape shattered by the
threat of war between idealistic rebel clans
and the well-funded, but morally bankrupt,
Omni-Tek corporation. Of course, this is
merely a futunstic gloss. Scrape off this smart
sci-fi shell and Anarchy Oniine retains the
basic 'kill, adventure and loot” style of
Evarguest and others.

otyle and significant substance
MNevertheless, Anarchy Online approaches its
task with an notable degree of style. Unlike
the simpler, happy-go-fraggy joys of
firstperson shooters, Internet RPGs delight in
geveloping a history, complex soclal structure
and, mare often than not, rely on an evolving
stonyline. Anarchy Oniine is no different
Underpinned by a four-year story arc,
characters have the chance to develop

in & training zZone before being cut loose I

a 3D environment that is as beautiful as it is
dangercus. Admittedy, this babying section
IS frustratingly tedious. But it gives new
players the chance to juggle their character’s
statistics ana to learn how to move, fight
and interact with the gameworld,

What follows is a go-anywhere, do-
anything game of murder, missions, body
enhancements and black market tech-
trafficking. A huge varisty of weapons and
Nano-Tek programs (think spells) keep the
action interesting as characters compete to
improve their abilities and to own the best in
life-snuffing gadgetry. The sheer scope of the
game, and the insignificant part that you play
in it, maxes for a humbling experience. With
thousands of players, each with ther own
plans and motivations, the plot could
thecretically spin off in any direction.

Opifen Malo
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Anarchy Online offers the player an enormous world
to explore, together with the option to assume either
a first or thirdperson perspective for the adventuring
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Underneath the title's sci-fi style and classy
presentation, you character is defined by
myriad traditional RPG statistics

Yet desoite this anarchic freedom,
it's debatable whether Funcom’s RPG
will appeal to more than just a hardcore
of Internet players. It's not the easiest game
to pick up, and a fast Net connection isn't
just recommended, it's practically vital for
longterm play. But the question remains: can
you fairly review a game that boasts
more than four years of gameplay?
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As impressive as its 3D world can be, Anarchy Online’s beauty can be spoiled by a combination
of a slow Net connection and its complex city environments. When it works, though, it works well

Fiss BT ™

Edge rating: Six out of ten
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SpyHunter

Formal: PlayStatlon2 Publishes: Midway Developor: Paradigm Entertainment .  Prica: £40  Release: Out now

s an update to a much loved agent of the Ebit
A comimunity, SpyiHunter does a geod job. yadds a
third dimension to the action — the extra 1200its helping
cosmetically — but much of the essence of the onginal
has been retained. It's fast, furious and challenging.

Pradictably, your vehicle offers all of the weapons
at your disposal In the 1883 game, as well az a few
new ones, while alsc possessing the expected ability
1o morph inte a boat whenaver the need arses. In
order to flesh things out a little, a suitably clichad plot
has been thrown In with the cneplayer expenence
structured into 14 time-limited missons of increasing
difficulty. The latter contain several gbjectives per sortie
- one primary, mare secondary — and clearing these
becomes key in unlocking subsequant levels. Although
thoroughiy linear in nature, the inclusion of numerous
alternate routes give the lllusion of structura compiexity,

Despite its pace, thea title’s imiting premise ensures
things evertually gat a little repetitive. Furthermorg, it's
a little rough around the edges (handling and coliision
dynamics the main culpnts) but the major elemeants
certainly work well enough together to delver an || =

Most missions require you to blow things
up but the odd escort duty does sneak in.
Machine gun and missiles are now joined
by lasers and flamethrowers, for instance

exciting — if somewhat shaliow — rige. —

The visuals are best described as functional, although the sensation of speed is excellent. It's a worthy = _ - -
update to the 1883 original - with the exception of loading screens, there's rarely a dull moment to be had -t:"'lg".]ili rating: Six out of ten

Thunderhawk: Operation Phoenix

Format! PlayStation2 Pubdisher: Eides  Dewveloper: Core Design  Prics: 840 Relesse: Out now

he third In a senes that began on the Mega CD
T add-on for Sega’s Mega Drive, Cperation Phoanix
distances itself from its predecessor aesthetically and
technically, but gameplay has failed to keep up.

The game’s straightforward swoop and shoot
gynamic may be old skool, but it holds little of the retro
chic 8o conspicuous in other past blasters. It feels
cated. How much this affects you depends on your
susceptiDity to nostalgia, but on top of this the game
isn't particularly well structured. An absurd number of
loading screens have 10 be endured before getting to
fty, and there's no immediate restart should you die.
Given the time you're made to wait, you'd expect the
oriefings 1o offer clearer Instructions of your tasks.

The mission vanety |s pleasing, if clichéd, and there
are times when things get suitably engrossing. And yet
the overall slugaish nature of your halicopter, coupled
with the game's tendency to fesl unreasonably
unbalanced, ensures Operalion Phoenix offers
moments of frustration, oo, it remains a mostly There's a reasonable amount of variety in
competent title with cccasional flashes of fun. But other terms of missions, but nothing that you
than better graphics, it just hasn't moved 2 Want ave slreacy DONS SEIGAS

. g _ . countless aircraft based combat titles
anything significantly on from its predecessors, b= ey

Two cockpit views are offerad, both of which work well. Although reasonably arcade-like, your helicopter
Edge r’ﬁTIﬂgZ Fve out of ten still feels too slow in many of the frantic situations you encounter. Still, it's reasonable entertainment
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‘Warioland 4

Forman Game Boy Advance Pubiisher: Nintendo  Developer In-house  Price: ¥5,800 (E33)  Helease: Out now (Japan) TBC (UK)

hite the onginal Wanoland was a mediocre

platformear, 1 s00n found its Niche a5 a
platform puzzier. Control of the tiny villain is slightly
stodgy compared to, say, Mano, but inside this
dynamic it isn't such an issus. There are still pixeal-
perfect jumps and enamy heads to stomp, but the
amphas:s 15 on switch hifling and obect manpuiahon.

Four zones are avallabla initially, @ach containing
four levels and a boss. Each of these hides five
obiects — four piecas of a pwed, and a key — which
must be collected. They can ba deviously hiddan, bul
the search is iessuraly; the only moments of panic come
as the player attempts 0 return to the hub in onder to
adt 8 leval, when Wano must find a switch and rush
back to the start within a tima imit, This works
particularly well in the volcano complax, whara hitting
the switch also moves the caves into the lce Age and
freazes the lava fiows, sickly reworking the retum
And that's . Occasionally gorgeous, absolutaly

solid, and much toc short, Wiano's only real crime
ls consarvatiam, It rarely provides moments of
adrenaline, or too many tests of intallect, but
it's pleasant enough while it lasts

‘-‘-__ vy
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Edge rating: Six out of ten

Denki Blocks

Price; 835 Seisase: Out now

Replay value comas via hidden bonuses;
each level hides a CD of ambient sound-
effect-based music, which can be heard

in the mouth of the game's isometric hub

Money collected in each level can be spent on simple one-button mini-games, which in turn can win
power-ups for the end-of-zone bosses. The monay also serves as a buffer for the level's time limit

Behold, a Denki Blocks puzzie, hosted by a talking mole. Despite the title's obvious simplicity, the puzzles
are Ingenlously designed. It's a shame that Rage couldn't afford to include tha GBA tilt control

For a game coded in Aberdeen, Denk/
Blocks does a remarkable job of
convincing the player that it was crafted
in downtown Kyoto

umours of the death of originality in puzzie games
R are greatly exaggerated, Ostensibly, Raga's
colourful block-moving enterprise has all the hallmarks
of being another Tatris also-ran, but what distinguishes
Denkl Blocks from its competitors is the elegant
brillance of its concept, and the plethora of modes that
extand the idea. Indeed, It was made Overall Bast

(Game Of The Show at ECTS.

The action predominately involves moving bars of
courad biocks to meat thesr simitarly hueo Drethran.
This requires plenty of forethought and spatial
Bwareneass, particularty whan attempiing 1o Consiruct a
pra-specified pattern (o geét a bonus. It's a tour de force
of eimple yet hugely engrossing game design with a
perfect leaming curve, As the levels gst harder, it's
noreasingly necassary 10 follow the exact comact
procagure, so chalenge and longewity are guaranteed

A twoplayer mode allows standard time trial play or
the chancs to design puzzles for someone etse 10
atternpt. Don't be taken In by its zany anime stylings -
Denki Blocks has the simplicity, depth and enjoyabliity
1o put t among the top fight of puzziers. One of
the better games the GBA has 1o offer. e

Edge rating: Seven out of ten
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The making of...

\Vanic Miner

Matthew Smith is a rare thing in the videogame industry: a bona fide
‘character’. But after coding Spectrum classics, he disappeared and the
rumour mill started up. Edge tracks him down and gets the inside story

EDGE #1023

here are few mysteries in
T the world of videcgame
creation, but Matthew

Smith’s life has become the stuff of
legend. Most know the bare bones
of his extraordinary story: coded
Manic Miner in '83; helped farm
Software Projects in '84; backed up
the success of his first title with Jet
Seat Willy in late '84; and then nothing.
Software Projects disappeared under
a cloud and so did Smith. Rumours
of his rock 'n' roll lifestyle culminating
in a pericd living In a Dutch commune
were the subject of countless
spectrum Web sites throughout

the '90s. And then a couple of years
ago he re-emerged in the UK with

his very own; http://www.the-good-
stuff.freeserve.co.uk/index.html.

But tracking Smith down for an
interview didn't get any easier. His
appearance on Channel 4's
Thumb Candy’ only served to fuel
speculation about his current life. A
few emails were eventually answered,
but he was non-committal. Smith
wasn't about to talk to the press he
seemed to distrust so much. A visit to

093 =
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Manic Miner was a great game back in '83,

but it hardly stands the test of ime. The
mystique surrounding Matthew Smith's life has
given the game - and its sequel, Jet Sel Willy -
legendary status. While Miner Willy's first quest
was difficult to complete, Jet St Willy couid
only be finished with the use of poke commands




his front door, in the slespy Yorkshire
village of Dewsbury. was Edge's last
recourse. Expecting a fiea in the ear,
Edge was pleasantly surprised to
find that Smith was only too happy
to discuss the mystiqua which still
surrounds his life and works, The
truth, it seems, Is far more banal,

" never disappeared,” Smith
claims. *| was at home and didn't
realise about the comp.sis.sinclair
‘Where s Matthew Smith?" stuff
unitil recently. | went to Holland in
"85 and came back in "97. Then |
started at Runecraft. There's no real
mystery. My disappearance was not
my decision, it was yours and your
predecessors’. After leaving
Software Projects | was signing
on the dot [dole], which is what
I'm doing now."

But back in 1983 Smith was
a coding celebrity. His unkempt
appearance led to questions over
his lifestyle, and were the basis of
many news stories and interviews in
all the popular Spectrum magazines.
When the seminal Manic Miner -
complete with pixel-perfect collision
a distinct aesthetic - hit stores,
reviewers were intrigued to discover
it had been programmed by a
jobless 17-year-old.

“| had been programming
from the age of 13 ona TRS 80,"
continuas Smith. "l did some of
the graphics for The Birds And
The Bees and then did Styx for
levels, but | did most of the testing
on the first level, Once it was going,
then it was just about designing the
levels. Thera wera no niggling
problems whatsoever." Structurally
Miner Willy's exploits were simple:
collect the level key and take it to the
exit point. But it was the graphical
fiair — complete with animated
lelephones and fiying lavatones -
which set it apart. Other novelties,
such as gently collapsing platforms
and an oxygen meter gave the game
its distinctive flavour, Smith,

however, remains modest about the
game’s achievements: "1 have to say
Bill Hoag was an inspiration. He did
all the decent games on the TRS 80.
He did Miner 'd9er, It's remarkably
similar, and | had that before | wrote
Manic Miner. It's almost fair to call it
a np-off. | think he had a triangular
jurmp rather than a parabolic one,
but otherwise it was just a matter of
the Atari graphics and the Spectrum
graphics. | think it broke the mould
a bit on the Spectrum. It made
really good use of that machine
back in 'B3. | got the money upon
completing Styx, which was £3,000,
and | got £8,000 for Manic Miner,”
But were the stories about the
coder once known as the milionaire
programmer completely false?
“In the end | worked out that |
got about £35,000 from Bug-Byte
altogether. But it was like extracting
teeth. Suing was a normal part of
wage negotiation. It was standard
practice, The money didn't exist until
the game went on sale, but it was
obvious Manic Miner was going to
be a hit, | must say, | squandered
the cash | had. If I'd known | wasn't
gaing to get any more | wouldn't
have. Still not much excuse for
blowing that amount.”
Flushed with the success of
Marvc Miner, Smith was keen to
keep the momentum going with
two sequels: Jef Set Willy and the
now infamous Miner Willy Meets The
Taxman. But Smith was dissatisfied
with his publisher and decided 1o
sat up his own publishing house,
Software Projects. "It was originally
going to be me and Alan Maton, He
worked for Bug-Byte, but saw that
the grass was greaner. Then Alan
came to me one day and said,
‘| met this guy who's into financing
and he's good at business and he
does games.’ So when we actually
started Software Projects there were
three of us. | was actually a minority
shareholder in that. There was no
finance involved. | actually became
a full shareholder when | finished Jet
Set Willy, somewhere around 33 per
cent, but still short of that magic 50
mark. If | got my third | would still
have been happy - | thought if | had

a third of the company, it meant |
could spand a third of the cash.”

if Marnic Miner was a breeze
for the young coder, the technical
leap macde by Jet Set Willy
combined with the pressures of
forming Software Projects proved
debilitating. "Designing the levels
for Jet Set Willy actually did take a
lot of time, but there were external
pressures - partners, essentially.
Apparently | was the director of a
publishing house, but | was writing
the game at the same time. Jet Set
Willy took eight months. Though
thera were three times as many
screens as Manic Miner, there was
no excuse, It was pure management

drag. | was getting just a basic
salary of £50 a week. The chief

programmer almost starved 1o
death. That's whare it all went
wrong. They were sabotaging ny
phone line. They thought if | was
on the intermet 1o America, it
meant | was phoning America.
They thought | was their wayward
child rather than a director.”

During Smith's time at Software
Projects other coders were taken on

and the company even considered
a budget line, to be calied Software
Supersavers. Miner Willy Meets The
Taxman (which had the working title
of The Mega Tres|, Attack Of The
Mutant Zombme Flesh Eating
Chickens From Mars and a top-
down football game, tentatively
entitied Footy, were all partly coded,
but never completed by Smith. Was
the decline of Software Projects a
case of mismanagement or
irresponsibility on his part?

"l was at Stonehenge in 'B4
but not in '85. Things were getting
heavy, man” he says, cryptically -
although it's worth remembering that
'85 witnessed a police crackdown
on the traveling community,
culminating in the ‘Battle Of The
Beanfield' near Stonehenge.

EDGE #103

the making of...

“Imesponsibility? Okay | confess

1o that but | never got a single
payment for Jet Set Willy. | was livid,
It was always down to 'accounting
dificulties’. Alan did most of the
running of the company. | was going
to do the games and he was going
to do the publishing. And originally
there was going to be this 50/50
spliit. Lovely jubbly. He got the tapes
duplicated, saw all the press and
distribution. Tommy, he sat in the
background and made executive

decisions and, er... it was a
working as long as it worked,
Somehow when it all went sour
it was me and Alan who fell out.
Software Projects was eventually
dissolved by decree in 1989."

After a short spell at Runecraft
{crunching a dictionary into a Game
Boy Color Scrabbie fitle) Matt Smith
is back on the Net and using his
spare time to update his home
page. No big projects are planned,
but his story Is sure to remain a
talking point in Spectrum discussion
groups. After being deported from
Holland in 1997 Smith decided to
change his name to Matt from
Earth - the monicker he prefers
to use whenaver anyone asks
for his autograph. But is he stil
surprisad by the unshakable
intarest in his ife and works?

"l used 1o be. | suppose it's
quite nice really. Well, | guess it's
going to happen if | don't reply to my
emails.” The reciusive coder's mind
wanders for a brief second before he
Indicates the interview is over. *Do
you want to meet the guy who wrote:
Chuckie Egg?" he ends. "He [ =

works just up the road.” T
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Examining gaming history from Edge’s perspective, five years ago this month

\. Latham looks daft, but not
as ¢daft as Edge, which
contrives to misspell Willlam
2. D2, one of the M2's key
titles, whose arrival was
rumoured to be ‘imminent’

1. What happens when
Edge's art ed comes back
from holiday 4. Edge gets
overexcited by WaveRace
64... 5. And Namco's Aqua
Jet: “Agua ski-ing may well
replace car racing In the
hearts of game designers”

Ihe maustry's isvou!

After years of meagre initiatives and unfulfilled
promises, Apple says that games are its ‘number one
priority’” ran the introduction to Edge's cover feature,

a fruit-laden pasan to the joys of Mac hardware. You
orobably didn't notice, what with the constant change

n font size and silver-on apple-green colour scheme

of the opaning paragraph, but maybe thal was the ptan:
an appropraiely cautious piece Implied senous cynicism
n tha face of the Cuperting company's fruity exaltations.
WaveRace 64 scornng ning and the justiied accolade

of 8 ‘modern classic’ proved a little more uplifting

DID THEY REALLY SAY THAT?
"Some parts of Sprockets ane ‘dub-wara'. .. and
some of them are what we call 'cool-ware™
Apple's Ban Calica talk Edge's languags

LED EDHEE REALLY SA&Y THATY
“This buscom bruretie has been makmg game péayers and
developers drood &t fer hand hitiing, In-your-face babe
antics. Does life really get any batter than thi=?"

TESTHCAEENS (AND FLATIMGS)

Crash Banawcoot (PS; 7100, WaveRsce B4 (NG4S, 910), Sowet Strke

IPS; 710, World Wige Soccer 97 (Saturm; 8/10), Supersonic Races
(F3; 7/10), Buming Road (PS; 5M10)

nas from vesteryear. This month, Criternion Games

cancept design manager Paul Davies mmambers Pet Space Invadirs
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AR AR AR AR AT AT
.:— .:. .:. .;. .:. .:. .;.

.i. -I. .:. -:. :I. .:r -:.

LLL

Pet Space Invaders proved a more enticing prospect than Batting The Rat for young Davies

086

The NuMedia section pushed the boundaries of
interactive entedainment evar further, this time reviewing
Organic Art clothing — acid-fned robots drawing on your
T-shirt with a spirograph — referencing an earlier featurs
with Computer Artworks foundar William Latham. He's
busy with "The Thing' now, of course, but five years
ago the Oxford graduate was reclining across a double-
page spread, immediately preceded by an advert for
Sega's PC conversion of Wirfua Fighter. The advert's
taglne, writ large: 'Some people have got a face
vou just want 1o punch'. Unfortunate, that.

. ﬂm{
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The time | rerember thirking ‘this is unique
and special, and | love It' was at a schoo! fair when
I'was 11 or 12, Outside pecple were playing Bat
Tha Rat or throwing sponges at teachers. Inside
there was a queue to play Pet Space Invaders.

My friend already had me addicted to the
Space Invaders coln-op In our local Tesco, and |
was in the computer club (as one of those thickies
who only played games, sorry), Though our
Commodore Pets were still new, and creating
such a stir for that reason alone, | already felt one
step ahead. | knew there was something big in this,

EDGE #1103
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and maybe | could make friends by being good
at it in some way. In fact, | was just obsessed with
games running on computers. Since then I've been
unable to suppress excitement toward something
new and exciting around this type of thing.
It's not that | thought right then and thers
watching people play Pet Space Invaders, '| must
work in this industry’. Playing Space Invaders for the
first time wasn't really even so momentous. At age
11 you tend to think of things as ‘whatever’ because
you're less precious and there's always other | —

=
i

stuff, But something clicked mentally. L
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FAQ

Satoru lwata

subsidiary of Nintendo Co Ltd,
HAL Labaoratory has, over the years,
worked remarkably closely with Kyoto's
premier electronic entertainment provider, to
the point where much of its work is virtually
indistinguishable from its parent company.
As head of the outfit, Satoru lwata has
worked alongside supreme videogame designer
shigeru Miyamato for a substantial part of his
professional life, it's been a desirable partnership,
cartainly, but, history has shown, not just a one-
sided one — lwata-san's softco 1s more than
capable of producing its own little interactive
[ &-
for the GBC prove so convincingly. In his current
pasition within NCL's top brass, the ever-jubilant
lwata-san is mainly responsible for all things
GameCube. Anyone doubting the potentia
of Nintendo's 128bil machine clearly hasn i
had a chat with the company's general
manager of the corporate planning division

What was the first videogame you played?
| think it was Pong, the tennis TV-type game.

What was the first computer/games machine
you owned?

Well, | recall | had a Hewiett Packard magnetic
reader system, and it was the first programmable
calculator back in those days. It's hard (o explain
0 those who only have the Kind of state of the
art technology [found in today’s game machines).
| bought it by doing some part-time work — |

was a student [at the time and therefore]

not working full time.

What was the first thing you ever created
for a computer or console?

A 'Star Trek' game. | remember | read an
article saying there was a 'Star Trek’ game,
and | really wanted to make one with the
device | had, S0 | did it.

What was your first job in the industry, and
what was the first thing you ever designed?

“The ideal situation is for us to provide simple gameplay which people
can then play continuously, and hopefully for long periods of time”

Before the NES hit the Japanese market [in
1883], there was the Commodare VIC-20. and

| was one of the people to make games for that
particular machine. Few peopie know this, but
the VIC-20 was actually created in Japan, | think
it was around the time when | was studying at
university, and | had friends who worked at the
company, Sometimes they asked me to make

I
software, sometimes they asked me to make

games for the VIC-20. So that's why | was
Work ng, part-time, for them.

What's your favourite game ever, and why?
[The first Kirby game. And recently | love Smash
Brothars - that’s my work also [laughs].

What was the last game you played, and
what did you think of it?

Wario Kart Advance. It was fun enough. | also
I

IE3 show, But, of course, | don't have much time

to play games

EHnw many hours a week do you actually
'rspend playing games?

Before | had plenty of time to play, but
unfortunately recently | can'l take much time
out for this any more. Even if you include the
time that | spend supervising some of the
activities at Nintendo, | think it probably

just ends up being a couple of hours.

What's the first game you look for

when you walk into an arcade?
Linfartunately, | don't have the time to go

to arcades either, so I'm actually missing out
on the latest coin-op iIndustry craze. | think
Daytona USA was probably the very last
arcade game | played a lot.

Which Web site do you most regularly visit?
Becauss I'm much faster at reading Japanese
than English, most of them are Japanese sites.
The one type | go to a lot are the news sites
that talk a lot about the |atest personal

What game would you most like to have
worked on?

the ones created by Mr Miyamoto - and
fortunately | have been working very closely
vith Mr Miyamoto for a long time. So even

though | haven’t worked on these games
directly, | somehow feel that |'ve been
part of creating these games.

Of all the games you've been involved in in
the past, what's your favourite, and why?
The two | mentioned earlier: the original Kirby
game and Smash Brothers, because | was

played Arvmal Forest after coming back from the

Most of the games | have adored are, of courss,

......
s,

involved pretty clossly and deeply
in the development of thase two.

What new development in videogames

would you most like to sea?

Actually, that's one of the topics | often discuss
with Mr Mivamoto. As you know, these days
gamers are gemanding a ot more from us
developers, and so as a result we work really
nard 1o include as many ideas as we can Into one
game, and | think people enjoy them. But IT we
lput in some idea, they're likely to enjoy it and
then forget about it by the next morming. About
120 yaars ago, when we started in this industry,

it we just created something simple people used
to play with it and enjoy it for a long time. So,

the ideal situation is for us 10 provide simple
gameplay which people can then play
continuously, and hopefully enjoy for long periods
of time. Also, because of the complexity and too
much sophistication of the current gameplay, |
pelieve there are many people wno want to play
games but just don't feel ke doing so. And that's
something I'm always considering whenever
we're working on new software, otherwise the
workload will continue to add up to the extent
that we would explogde.

What do you enjoy most about working in the
videogame industry?

As |'ve said earler, for me, working with Mr
Miyamoto really is the best thing [laughs, as
Miyamoto-san happens to be sitting to his left]
Al least I'm honest,

Whose work do you most admire?
Mr Miyvamoto's.
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Although | await ihe new issue of Edge
each month with even more anticipation than |
right if | were expecting the England football team
to triumph next year, | always dread the last few
pages, however parversely drawn to tham | am

I'm not normally a letter writer, usually never
fired up enough to actually put pen to paper,
preferring instead o chew on a wooden spoon
before rasuming my read. However, concem was
raised when, for about the hundredth time, | read
the ling '...my casual-gamer friends’. Casual
gamers? Do they exist? They shouldn't,

It should not be that in this enlightened era
and new dawn of games machines and game
design that a game does not draw you in for
an extended, potentially relationship-destroying
session. Games should be anything but casual.

If you pick up the joypad for a five-minute blast
and can just as easily put it down and walk

away, then the game isn't doing Its job,

Andrew Hatcher, via email

A persuasive argument, but one that's aifficult

to agree with. It gaming truly Is a massmarket
pastime, then it should happily cater for all people,
and not everyone has the time = or inclination - to
devote hours to a game, no matter now aadictive

| have been an avid Edge reader for over
four years now and have always basad my
purchases on Edge's opinions.

However, lately | find myself having to
turn to reviews in other publications, since key
game reviews In Edge are either late or simply
non-existent. |'ve purchased titles such as
Sonic Adventure 2, Alone In The Darx and
Max Payne almost a full month before they
finally get reviewed in Edge.

Communicate by post:

Or email:

edge@futurenet.co.uk

Even more worrying is some fitles’ complete
lack of coverage — case in point: ATV Offroad,
Having bought this game, and played it non-stop
for many weeks, | decided to check through some
back issues to compare my opinions with Edge’s,
only to find... well, nothing.

While it is inevitable that submission codes
are occasionally delayed, it is unacceptable
that a review of a AAA title that is already on
the shelves is postponed to the following
month's issue, especially when other publications
have already printed reviews, If such crcumstances
are unavoidable, could Edge not post a review
of the titie online to suffice readers until the
following issue is released?

| lpok forward to your ATV raview and
an increase in the amount of code arriving
in your office.

Pete Campbell, via email

For starters, we will not review incomplete

beta code - simple as that. Many other games
magazines can only claim ‘exclusivity’ by doing so.
We only review finished, working games. And if that
means our judgement |s delayed, then so be i,
We'd rather ba right than first.

Secondly, it is not Edge’s remit to review
every single release, We prefer to focus on games
that stand out from the crowd because they'ra
important technically, gualitatively, innovatively
or culturally, ATV Offfroad was none of these.

However, with the rapid growth in gaming traffic,
you can look forward (o an increass in the amount
of reviews in future issues.

In a recent =view you stated that F1 motors
ware omitted from the PAL version of Gran Turismo
3. Why is it then that ['ve just got one? As one

Letters, Edge, 30 Monmouth Street, Bath BA1 2BW

would expect this F1 car (Polyphony 002
sports exceptional handling and s very,
very fast, Lovely, yes? No, itisn't...

Given that | am currently a third of the way
through the game, | now find that | can use this
superfast box with wheels in most of the remaining
championships, allowing me to leave the opposition
for dead. Spoiler or what?

It could be argued that | could simply leave
this beast In the garage and continue using
lesser machines. I've tned that, but find the other
cars 1o be slow and handle like startled pigs in
comparison. | suggest you guys write a wee
chapter on this shocking occurrence in a future
issue and drop GT3 a point. FY1 | got the F
car after winning the Seattle Endurance race.
lan (not lan), via email
For God's sake, where's your willpower, man?

Having for to0 long believed the largely
negative prass about Dreamcast, | recently decided
lo take the advantage of its early death and actually
go out and buy one on the cheap. | managed to
pick up the machine, a VGA box, memory card
and Quake Il for just under £100. Brand new.
Shortly after, | picked up used copies of Sega
Rally (£3), HOTDZ {£10), Crazy Taxi (£13), etcC.

| was surprised. On my 19-inch monitor these
games look wonderful. The machine is small and
quick = the controlier easier to hold than the N4
one. The graphics are sharp and the 3D worlds
redlistic, solid and fast. | can’t heip wondering
how different things might have been if | and many
others had been mora aware two years ago just
how much fun this littte machine could be. Perhaps
by now we'd be playing first-class implementations
of Half-Life, and Rare might have wrtten Perfect

lan is upset that he's got his hands on a top car
in Gran Turismo 3 - Edge should be so lucky




Dark for Dreamcast.

Instead, | have memories of botched release
strategies combined with dead shop-basad
advertising units sporting blank screens. In light
of all this | would like, through the pages of Edge,
to offer Sega some post-horse-bolted-type advice.
Go find the inbreds who marketed and supported
the DC in Europe, round them up in a large square
in Tokyc and then pubilicly pelt them with something
both cold and smelly. You don't want these people
in your company for a moment longer, Sega.
Trevor Lawford, via email
Edge’s iove affair with Dreamcast will continue long
after it's High Street presence has vanished. Expect
an axtended obituary in the near future.

| am amazed st the amount of attention
that the size of the Xbox is getting. | am only
interested in playing games, and as such I'm too
busy 1o notice the maching I'm playing on. My son
has a PlayStation 2 and | have a Dreamcast. The
Dreamcast looks tacky next to the PS2, but it's
a far more enjoyable experience

Also | wish to take exception to Ken Kutaragi's
(E100) comments conceming the Xbox. He
says that, "Microsoft does not understand
antertainment.” Cons:denng the amount of
entertainment Sony has offered PS2 owners,
this Is surely the pot calling the kattie black?

The only things Sony have to offer are GT3
and MGS2. The Xbox looks to have some really
good titles available at launch thal look on a par
with PS2 games cumently on the market. Sony say
ihat d takes about 18 months o two years for really
good-quality games to armve on a new System.
If this is true, just imagine the quality of Xbox
games In 18 months' time. | think Sany have shot

themselves in the foot with the PS2, because it is
not that good a machine, but they can't just ditch
it or they will end up with the Sega faclor.

The Dreamcast failed because of the way they
dropped the Saturn, Sony now have to compete
with two superior machines, and it's nice to know
that the great Sony can make mistakes. it will just
lake a brave (or foolish) person to tell them
Dave Ponsford, via email
It's certainly trua that Xbox is garng ground in
Edge's regard: a screenshol here, a quots thems
However, It stil has a lot to prove, and Sony is
Clearly Just getting Into its stnde, Oh, and compared
to GameCube, the Xbox isn't Just large - it's obese.

It was particularly interesting o read
about Bumout, which looks ke it could be

the perfect console racer, What the people at
Criterion seem to be aware of 8 that a racegame
should not only be technically commect, but it
should also be fun,

Take for instance the two recent PS2-racers
Gran Turismo 3 and Rumble Racing. Being a big
tan of racegames | got both games right after their
release. | have to admit, though, (and | know that |
risk sounding blasphemous to most PS2 fans) that
Rumbie Racing s tha game | play by far the most

Let me expiain: while Gran Turismo is technically
a marvel, and while it has that 'mouth falling open'
quality, | found myselt becoming bored with it guite
quickly. This, while Rumble Racing has hardly left
my PS2 since | bought it. The pure thrill of a well-
made (albeit admittedly quite ndiculous) arcade
racer is something that is sorely messing from
the Gran Turnismo games

Now, | am not saying that Gran Tursmo 4
should have an Arcade mode where your Mazda

Once again the Dreamcast marketing mooks are
berated on the Edge letters page, When will Sega
take heed and rain retribution on their heads?

sporis Gar can pump grenades nto the back of
the latest Femari-model, but what | would ke 10 see
15 a Iittle less emphasis on the reality aspect and an
infusion of some mara fun. | own all three Gran
furismo games, and wheneaver | want to impress
somebody | fire up Gran Tunsma 3, but aven
combined | have not played the three Gran Turismo
games longer than games like Speed Devils or
classics like Lotus 2 on the Commodore Amiga or
the arcade version of Out Aun. Maybe SCEE can
take a page out of the book of Bizarme Creations
and have a close look at Metropolis Streat Racer?

| know that, judging by the sales figures of GT3,
most people will not agree with me, but in the
meanwhile | think | will pass on a potential GT4 and
keep a lookout for Bumout and Proiect Gotham,
Patrick Rijnders, via email
Surely the beauty of videogaming is that you're not
mitad to owning Just one titke On ong machine, ..

After reading Steven Pooles interesting
and valid article concerning gaming cliches, | feit
compelied to writa in disbelief at the entry of
‘tum-based batties’ as an imational and
un-needed cevice.

Clearly, this aspect, found regularly in the most
successiul of RPGs (in both quality and popularity),
sarves an integral and positive purpose. When it
was sean commercially in Final Fantasy -\, it
was hafled by most as a hugely enhancing and
advantageous aspect of an excellent game, This
was most certainly the case, Turn-based battles
in that (as with subsequent counterparts) imbued
an important and desp tactical facet to the "hack
'n' slash’ aiternative, which demands no significant
skill or mental dexterity and often provides only
monotone button bashing - an eventuaiity which

| wish to take exception to Ken
Kutaragi's comments concerning
the Xbox. This is surely the pot
calling the kettle black?

Ervis s
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plagued Secret OFf Mana
Turn-based battles ofter a cerebral approach,
allowing scope for multitudinous, individual tactics

and thought, while eliciting a great deal of attention

and exciternent when in dangerous situations. Yes,
they do become repetitive at times, but not to the
axtent of the alternative, although the ‘rancdom
encounter’ device is admittedly obsolete and in
need of a rethink. Games such as Zelda rely more
heavily upon fleeting chance and rudimentary
technique, appearing to omit any demanding skill.
Mr Poole at one point decried the system’s
relation to elements of chess; supposedly
detracting from any desirable immersion. This
was a recurring criticism of the other cliches in
his article and it is a desirable aspect of gaming.
However, | feel turn-based battling provides an
immensea advantage to the gameplay, while
detracting only slightly from any immersion (at
times enhancing it). Even so, dynamics of chess
are surely hugely advantageous, providing the
cerebral aspact | have praised so much?
Turn-based batties may require innovative
improvemeant and are a viable target of criticism,
however they provide such an important gaming
dynamic, that it is fatuous to suggest they
should be extinguished.
Oliver Tilley, via email

Edge should drop rC game reviewing
altogether, PC games and console games are
known to be two different types of gaming. it isn't
explainable, but PC games are your eguivalent of
movies like '7 Sins’, “Star Wars' and 'Apollo 13°,
while console games are more like ‘toys', Disney
fiims, which are simply fun and appeal to all ages
The problem is that when Edge reviews a PC

Edge's Max Payne review (six out of ten) roused
the fearless Mr Anon, who then proceeded to
bravely berate the entire team for its ineptitude

game it finds faults in it for basically not being
a console game. PC games are not played like
toys, they do not have a world where you can
‘play’ in, they are more like simulations.

It is hard to explain, but there is a distinct
preference in Edge for games that are simply
played like toys. For example, while | understand
the Max Fayne review, the fact |s that it seems
Edge was not happy that Max Payne did not
have any console game elements. You just
can't give a PC game to a console gamer
(which is probably all of Edge’s writers).

Perhiaps you should consider hiring a stafi
writer from a PC gaming background, as your
FC game reviews hold absolutely na credibility
within the PO gaming community.

Anon, via email

The Edge team boasts several experienced PC
gamers, and their commenis are based on a
knowledge of gaming across all formats, Theilr
verdict on Max Payne was unanimous; pernaps,
In this instance, PC gamers should try their hand
at consoles to see what they' re missing out on.

| am writing to complain about the lack

of skil-based gameplay in many of today's games
Most games these days seem to reward
perseverance rather than skill.

The best exampie of this is the Tomb Raider
games. Lara locks on to enamies, so thera is no
skill in combat whatsoever: just remember when
the enemies appear and hold down fire while
Dacking away.

Also, games like Final Fantasy involve almost
no gameplay whatsoever. Keep playing for long
enough, and you will finish them, Racing games
also suffer: just leam braking points and entry and

exit speeds and you are okay. Even the
mighty Gran Turismo 3 suffers from this.

Some fighting games still reward skill and
reactions but that is about it. | yearn tor the
uniearnable Dropzone, where reactions are
averything. Why can't developers give us some
good old skool shoot "em ups, with skill earming
bonus points. These games should have loads
of levels and well-balanced difficulty.

| still want to play Armalyte and Salamander,
Admittedly, learning the attack waves does help
in thase games, but skill always gets you out of
trouble, Oh, just a thought, but why doesn’t
someone do a version of Gix or Zofyx for
the naxt gen of mobile phonas. It would
ba bigger than Snaks.

Ben Matthews, via email

Qix on a moblle? S0, instead of despicable rng
tones and inane banter, we'd have o suffer
expletivas and phones baing thrown across train
carriages instead?

Two letters in E100 touched on & topic
still not properly debated but significantly relevant
to the games industry — that of censarship, but
morecver how it might relate to the potential
politicisation of the field as it stands.

There is a common complaint from people
working within the industry that we're not taken
seriously enough by the mainstream media of
academia (albeit that this is changing slowtly), yet
an outsider need only look at the vast majority
of current cutput to regard gamers as uniformily
white, heterosexual, male right wingers

Take the case in point of Solder Of Fortune,
a game released in collaboration with the LIS
magazine of the same name, which routinely

“Perhaps you should consider hiring a staff
writer from a PC gaming background, as you
PC game reviews hold absolutely no
credibility within the PC gaming community”




demands the right to bear firsarms on a retnbutive
criminal justice slate, and that's in real day-to-day
ife. Yet not one journal, iIncluding even serious titles
such as Edge, appeared to have a problem with
this at all, If you can imagine a fiim of the same
name with the same premise being released, it
would quite rightly be regarded with concern = not
by the moral-righteousness iobby but by the more
liberal and academic press, regardiess of how well i
was shot or produced. Alter all, If the BNP suddenly
decided to commission a game involving
compulsory repatriation of black people and it
played really weil, would we endorse it on the
basis that it's simply gameplay that matters?

if we really do want to focus on a more grown-
up content based level of gaming that moves
outside the standard arenas of shoot 'em ups and
fighting, we surely have to bagin 10 start focussing
on the ethics that eventually embody a title's
storyiine and ethos. That's not 1o say that we ban
titles we don't like, but the execution shouldn't
De the De all and end all, and particularly as
anvironments tecome more realistic ang worlds
more immersive, we should at the very least have
the courage to highlight and then challenge a
game's ethics where they cause people concern,
Mark Whitfield, via email
Edge did in fact draw attention to the morally
dubicus nature of Soldier Of Fortune, though
possibly, in retrospect, not strongly enough. As the
medium becomes increasingly sophisticated, we
will have to be ever more vigilant for titles that carry
womying agandas hidden beneath glossy extariors.

| feel that games and films have mone in
commaon than just tha terrible tie-ins that come out
With the advent of the P52 and the Xbox, games

Mark Whitfield raises the issue of the moral

responsibility of game developers and, indeed,
reviewers; Soldier Of Fortune as a case In point

have become more complex, but | am not sure
if this is really such a good thing,

Most next-gen games are a bit like 'Chariots
Of Fire', wonderful to look at and a wonderful bit
of filming, But as dull as dish water, The old 16bit
games are more like “Terminator 2' or 'The Mummy'
— just braindead fodder, but more enjoyable for it,
This Is the reason that the GBA has done so well,
and this will also be the reason that the GameCube
will have the best games

| mtend to by the Xbox, but | have a Game Boy
Agvance for when | just want 1o play games that
are fun. After all that's what computer games
ara meant 1o be - fun

| just wish oevelopers would ook at this instead
of polygon count and ‘realism’. Give the people
entertamment and fun, not just clever programming.
Dave Ponsford, via email
The appearance of Luigi's Mansion and Super
Monkey Ball this issue — two iImmensaly good
looking, but ostensibly fun games — should help
restore your faith in next-gen scftwars,

Now that you've rsached Issue 100, |
thought |I'd write a small note 1o say thanks for a
supert magazine. I'd imagine that I'm a fairly typical
Edge reager; 30-year-old male, married with small
children whose been playing games since the '80s.
However, for me, It's always been a fairly lonely
pastime. Sure | have the mate who likes a bit of GT
and the one whose played Quake occasionally, But
| don't know anyone else who has guite the same
passion, Or three consoles under their tally,
And so it's nice, for one day a month anyway,
to teel like I'm not the only sad bastard out there,
David Cooke, via email
Likewise.

“If the BNP suddenly commissioned a

game involving compulsory repatriation
and it played well, would we endorse
it on the basis of its gameplay”?”

From the forum

A selection of choice cuts from
Edge-Online's discussion outlet
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Issue 104 on sale November 2.

Next month
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Edge examines the handheld market:
what next for GBA; where next for portable gaming
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