
THE FUTURE OF INTERACTI'IlE CfojTERTA1NMENT UK EDITION JULY 2000 £3 .50 ® 

DREAMCAST . PLAYSTATION . PS2 . N64 . PC . X·BOX . DOLPHIN 

METAL GEAR SOLID 2 
THE REAL STORY BEHIND THE PLAYSTATION2 REVOLUTION 





ENTER THE fU TURE Of INTERACTIVE ENTERTAINMENT 

a t is the evening of May 10, 2000. Tens of 

thousands of videogame Indusny execs are 

descending like locusts upon LA. Somewhere in 

the city, Hideo Kojima Is telling confidantes that 

he feels nervous. Tomorrow, his latest creation, 

the follow·up to Metal Gear Solid, is sellO make 

its grand debut on a jumbo video screen al EJ, 

and he's not entirely confident that It will receive 

a warm reception 'rom cynical attendees. 

If ever an emotion were misplaced, then surely 

it was this one. Sure, it toolc a while for news 10 

get around. Indeed, when Edge's travelling party 

first visited the Konami stand at l1am on May 1" 

only a handful of showgoers were gorging on the 

nine·minute presentation. After that, however, 

word spread like a virus, and by the afternoon of 

May 13, the area in front of Konaml's stand had 

become an impromptu cinema overflowing with 

hundreds of garners seeking to witness how 

Kojima·san is rolling back videogame boundaries. 

On the other side of the hall, Oddworld 

Inhabitants spokespeople were telling iournallsts 

about the difficulties they were having developing 

for Sony's latest console. On the Sony stand Itself, 

meanwhile, a number of limp· looking PlayStatlon2 

efforts gave credence to such gripes. 

But try asking Kojima-san how his team has 

found working with this convoluted architecture. 

Edge did, querying the Konaml team's use of 

middleware. "We waited for the tools to arrive: 
KOjima-san admitted, "but they never turned up, 

so we built our own from scratCh." 

This, perhaps more than anything. Is the reason 

why Metal Gear So/id 2 is breathtaking - because It 

is a labour of devotion. Instead of carping about 

problems, Kojima·san and his team have simply 

dived in, got their hands dirty, and let the results 

speak: for themselves. II'S an example other 

codes hops could do well to learn from. 

£I)QC* 03 .. 
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When 62,000 people gather in one place in the name of 
videogaming, there is a story to be told. This is Edge's 
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NEWS 

CMttting Edgp- . g~5ngEdge 
~utt~~oge 

The la test news from the world of Interactive entertainment 
cuttinfi~~ge 

MICROSOFT UPS CPU ANTE AS X-BOX DEV KITS SHIP 
Seattle giant's console strategy takes new twist at E3, while publishers begin to pledge commitment to the format 

In the Ib~ence of actual 
game code, Mi(fosoft 
wheeled out its glorious 
rullime-visullls demos 
once more. This lime, 
however, as well as 
underlininl intricate 
graphiClI effects - such 
as the sli,ht rippling of 
the waler s surface as 
each butterfly touched 
do .... n on folilge (above) 
- t!Ch guru Seamus 
Bllckler was at pains to 
reveal how an X-Box­
specific DirectMusic API 
could enhance a scene: 
lIS the butterflies mon, 
the audio score adapts 
• ginn composition in 
accordance with motion. 
The results? Beautiful 

m icrosoft has begun shipping X-BOx dev ~its W key 

~ parmers In Its next-geoeratlOll console push. The 

compallY has also confirmed to Edge that the finished 

hardware "";11 use a 733MHI X86 CPU rather than the 

ptelllOClsly mooled 6(XJ..1HI un~. 

Tokyo-based KOO is the first publ isher to publicty admit 

taking oelNery of the hardware. The company was ooe 01 the 

first developers in the 1Wrk:11O show P'tayStatlon2 game 

images (With K~l, and it is believed to be wor\:ingon a 
handful 01 strategy t~!es for Microsoft's machine. 

MearMtl ile, 3t E3 in LA MICrOSOft's PR machine stepped 

up a gear with its X-BOx hype drIVe. The now·infafllOUsgi~ ­

and-robot demo was shown betund closed doors rull11tng III a 

rearume state. revealing some extraordinary meta llic surfaces 

rellectlng the action in a supremety reali stic manner. seamus 

B ackley, Mk:rosoft Games' director 01 actvanced technology, 

maintained that the perfOffilance Ol the demo lJI1~ (containing 

an NV1S graphICS chip) ropresents ten per cent of the final 

I)o)(s p(M'ef. although other devekJpers at E3 relayed to 

Edge that 1S per cent was the figure they'd been grven. 

A tact: 01 actual X-BOx game oemos was one of the 

biggest disappointments 01 the event for mallY attendees. 

Jay Allard. MlCrosoft·s X-1lOJ( platform genera l maf'\agef, told 

Edge thal woo:.ng game demos we;e not being shown 

because the COr1pany is not ready to publicise its portfolio 

of titles. -blrt we actualty haVe code running and a lot 01 

publishers writing~: He wouIci1't be drawn on the 

development resources that Microsoft itself l'Ioill be 

----.,~ 
The silver X-BOl hardwlre image was a ll over El. 
Some insiders suggest X-BOl to be the finll name 



assembhng for X-Ba):. but he did point oot that the 

company's C\menl games ~tsillng group l'.(IUid form a 

resat source of tale!1t because of \tie otMCIOS S','r'IefgV that 

exists between PC arid X-BO;( arc:hitechre. 

v.tlen pressed 00 \tie adVantages of x·BoII; IJIIef PS2, 

AlIanI tugn.igtltea me advantages !hat ~ alIolet"tlQl 

will bring: "'When v.e looked at X..£IO)( and its ~ v.e said 

v.e need \0 CI\8I"Ige \tie rules. we need 10 gNe 6e'veIopers 

ffiOI"t! Clay. SO more grap'lics, more sot.IOCl. etC. we·re YefY 

prQIXI of I'oMt v.e're doing 00 It10se troots. but fundamentallY 

\tie hafO diSk ano netwOfitiog is \tie rwNI cLay for them to play 

wlth.Arid}OO th ink about a Fonrula One game. 'Mlere \tie 

Statistics get 0C1Ml1Oaded eve!Y SI.WldaV aflllf \tie !lICe 

I\appeOS. }OO thint: about a boxing game v.nere}OO can 
cIoYoflIoacI new fXlXers becauSe youw alreaat pLayea 

througtl a new Iighmg game. It d\oogeS the CIyI\amICS in a 

veryoowerflj~an:.ltheharddiskeouple(l....nnthe 

netwOrt: makes perfea sense. III"IInt. console garners are 
reatJ./ for ~ arid our strong heritage....nn the PC 

arid me lrtIernet capabil~les are going \0 come 10 Dear !\ere: 

lie alSO drew attentio"110 X·BOx'S hard drlYe: .S"yrIttIesiS 

fa lls SI"IOft without persistence. so we tI'oiOk. perSistence is a 

nal~ ~ 10 S)nthesIs, <lOCI an lT1oortan1 one.' 
TakJ18 tI'le COOtepI of ~ lerral'l as an ~ he 

went 00: "HOW do you save a g;rne WI\eI1 youw generated a 

fIlICIaIIBndscape1 'ttIU /IaYe 10 save the fractaI Laridscape. so 

we ttwlt ~ 'Nil create a more reaIisuc erMfOM'lel'll "R'II1: 

BbouI skJcImarks at SiIYersrone ha~ IW'CU'ICI .• 

'"the Isce of SOOy"s claim 10 be ~ more than 

sn'Ij)fY al'ideogan"le console. AllafO was bulllSl'l: ·can you 
play rno.ie'S on X·BOx? YeS. can you play muSIC on X·BOx? 

Yes. Wlere is the ledlfIical irtnOYatkln7 Wlere is the 

NEW S 

The lu'ti", . I'rl-.... d·robot d.",o (.n thIM shots) ""Y ... ot hold" ",,,ch dri.i' .s the Oril '"" 
prerendered wtnlon (Se.",,,s Blukley d.i",ed not 10 hlV" filllre fOllhe .",ollnt of polys 
evident in Ihe Ken.), bill the reslllts wowed the J.pt .... s. (od.rs Edl' viewed Ihe de",o with 

A lack of actual X-BoX game demos was one of the biggest 
disappointments of E3 for many attendees. Microsoft 

said it was not ready to publicise its portfolio of titles 

i"Mlsunent in the hafO diSk. the ~ JUaphics dMp7 

>M"Pf are we putting a 733MHz chip in the boX? NOt 10 

watCh a mcr.te. but p/6y a rncMe.-

Retail comes calling 
AllafO also rewaled ttlat MICrosoft has spent the months 

betWeen san lOSe·s Game Developers conference and £3 

tall<.ing to retallers:"'1toe (eta.lers are all lined up - an the 

broad retatlers are vert YefY, excited about v.ornng \'11th 

us and v.e·re ~ \0 them aIXlut floor space. about frlaf 

packaging. abotA haVIng oerro UI"l1$ I!'I the storeS, aa !hat's 

1IIOerway. AOO v.e\oe Started \0 v.<rt WIth publisherS ... the 

final tlJsrtess termS. What v.e\oe hean1 from IDlSlXI'If!fS arid 

retatlers is ttIat t\"s very rnp::nant \0 be consistefll They liile 

the consiStent packaging, tney like a unoform brand_ one 

thing they stnJggIe with reg&fOing PCS is the non-oruform 

packaging. the r"()(I-un lform brand and the lack: of clear 

compatibility reqUIlemef1ts: 

/IJxNe an. tI1ougt1. MiCrosoft wants x·BOxto be jujged 

00 the games ~ for it"AS}OO mow. it's a pt.bfl~ 

~-onented busness. sov.e're ~lIng IX/bbSIWIg 

deals 10 publish severar different x-aox tJtIes Wtth seYeI'aI 

<liferent <IeYeIopefs. The DOttOm line is ttIat the pMners that 

are most cribcaI !In! tI'le creatM!S ttIat are gotng to prot1uce 

the rontent lhat"s 1'oMt"s going 10 be material ... C1JStOI'I"eI"s 

ITW1ds. lheydon'\ go to the store arid say. 'n·sa black box.~"s 

a bloe box. whidl one do I wann·. tney say, ., want this ~ 

game. and ttus game kXlI:.S best 00 X·Box· " 'l...5 

New technology 
for Sega cOln ·ops 

EDCK" 07 ... 
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KONAMI BRINGS LA TO HALT WITH PLAYSTATION2 MAGIC 
Metal Gear SOlid sequel proves more than enough to bring attendees of the INOrld's largest game exJX) to their knees 

rn ever Wl !tie hlstOlY of trade 

IU w:JeOgame exI'libioo1s Ilas one 
II'lOIvIQ.IaI element - madWle. YIdeogame, 

softWare comparry, whatever - stood so 

head ana SfIOuIOet'S abcM! aI arould It as 
at !tie Electronic ElltefIaI1ll1ent E;qX) at 

!tie LA ~ cemer between May 

11·13, Konami sropped the sIloY.: ~tef1lIly, 

on !tie hour, every hour, wit!1 a VIdeo 

presematkln of Metal Gear SOlid 2 (sce 

p42),!tIe firSt game to gIVe a real 

InOk:aoon of what Pl¥taUon2 can 00 

wheI1 ncXlE!d Wlthe right places. 

NOt that otheI extubttors cII.1n't make 

a spmted Stab at gratbng the sp)ds. 

MICJOSOft. Wl an effort 10 IeI*Cate SOny'S 

ShOW-steaW1g ~tatlOl12 pyr<rnid at last 

~3('sevent set up iIf1 X·Box boott1 

prO\lldlng regular tedInoIogy demos. 

Ao9rt from MGS2 and a harJ(!ful of 

Th. wutll'r In LA for tllis yur's tv,nt wu good - .nd Konlmi lIuted up tll' .tmospll", fLlrtll,t every time it 
k1(ked oH Its Me/Ill Cu, Solid 2 pruent.tion, ensuring it tile Ittention of hundreds of dUlled Itlendeu (.boYl) 

other PS2 btles, Including the li kes 01 

DartCJo<Jd and TimeSpllITer5, SMy nao a 
......retChed El Many titles Iade(I poIiSI'I 

(SuCtI was thetr eal't)t statuSI, ~ a 

norrbef 01 SCEE projeCtS 'NIl no OOJIlI 

ment iIJnIlef attOOoon wittJWl !hese pages. 

Nrntendo did its best to spare bIusIles 

Wl!tle face of tedlrology on diSPlay 

~sev.nere, oresernmg Majofa's Mast, 

D/no Planet and M3no TenniS to 

dlSCen'\II'Ig crO'NdS of garners. PrediCtatiY, 

ro menoon was made of DoI~. 

~ a r'II..mber 01 new st"o:Xs 01 tI'Ie 

IBM-<IeYeioPed Gedo processor were 
QStnbuted by Nlmen;lo PR execs 11 an 

effort to keep hype roIong. 

BlIt. JUSt as last year; It was OYer on 
the sega stand that the WI(!est range of 

C!U<lllty trtles were to be found,ln termsof 

potting on 8 show, ro one did rt better 

!I\an the ail ing giant, 1'o1lose glitHoeav( 

PfMt'I1tBtJonS of Jet GtifId R.ldio and 

5pBC8 Cf1l1IIneI 5 Sat alongside the more 

sober VICJeO.SCIa'I1 debuI: of EnglISh-

1ar@.lale5hemlue,mostgames 

succeeding Wl@lloogthepassKlrlSof 

passef$-Dy, WIth a I"IetOOrked ()Jake • in 

pIayaOIe loon. plus aD manner of other 

anractlons fl'om t!1irdparty puDlisher$, 

5ega staff had good reason to smile. 

Of the thlrdparty pubilsher$ in 

atteridaOCe, Jt was dear It1aI EA. taking 

centre stage in the south ha~ an;! ro 

dOIJ:l( P<IYI'III toP OOD¥ for the prMIege. is 

DettI1g a. its d'Ips - at least Wl ctJnSOIe 

termS - on PS2. the COIllliIrr(S gIiIf1t w:IeO 

wall playilll h::Ist to a presematIon 

overflowilll With utle after title tor SOny'S 

mactune, from actionefs sud1 as TWJN£ 10 

titles themed around every IIT\aginable 

sport, With a dutch of erormousIy 

PtOll'\lSlng btles on ItS stand, ACtMsIon 

nao (lie of the broadest rartgeS 01 g,:wnes 

at EJ. '>'ofII1e t1fogrcrnes also l.OOer1ined IS 

heilY'fNe~ status WIth an enormous 
a:nstructJon ~ r:Nef wittJ licensed 

trtJes an:! eIe IJCCa:SIOI'\iA gems sud1 as 
CJcJdNcrtJ, MundI's Oddysee an:! Abne.l'l 

T1Ie Dsrt:: T1Ie NeW NIg/'JfJr1dfe. 

catch up wit!11he htgh lights of 

E31n detail starti ng on pSO, 
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Microsoft'. booth (left) I tt'l cted Ittendets nger 10 gel I Ilimpst 
of whll X· Box un do, even I1 only len pt. (ent 01 its tl,.lt 
POWI! Ind with no Ilmts to show. Nintendo drew its crowds 
with Conhr'. BFD (below 11ft) Ind MQrio Tennis (below (Inttt) 

Sell took every opportunity to show strlnlth In numbers (.boy, 11ft), and ,yen offered 1lllmps, I1 new hardware (aboYI cenlre), It stili wasn't Iyenl 
to pulling I few mark.tinlstunts, Ihoulh (aboye right). The Ippnflnce of QUQh 11/ WIS cruclll for I complny now plnnlnll!. hopes on onllnll.mlnl 



NEWS 

INTERIM ONLlNE SOLUTION FOR PS2 IN OFFING 
Bristol-based SN Systems announces release ofTCP/1P Stack for use with USB modem 

I"':'t esp«e sega'sattempt to steal a march on 

I.!I Pla'rStatJ0n2 in !he arena of <nne garTW13. SCIlly IS 

~ SltCkins to ItS tlfoadb¥ld gt.nS. sega's 'W1llingness 

to utilISe MrrOlWaod technology has alread'; seen !he 

release of CIIu Chu Rocket In Europe. and sega of AmerIca 

launches its segaNet onlli1e gamins netv.oO: on 5eptemtlef 7 

11ONe'Ye( garners ....00 are tIopIng IMt SOny's console Wi~ 

tla'v-e net\O,Qr'k conne"Mty v.tICr1 ~ Is released In Europe and 

tI'le US In October can stili hokI out some hope, Brlstol·based 

SN Systems, I'ttlich was responsible kx CIe\IeIopu1g ttIe official 

Pla;-Station deveIopmeol 1001 chain. has aonounced the 

release of tI'le SNTCPIlP StaCk to prOYkledeWlopers wttI1 

an interim netwcrt soIutlon unIIl Sony prOOes broadband 

connectMty Ttle SN TCPIIP StaCt; IS sulXlllE!d as an M» 

executable me for use....un a standartI PlayStatIOI12 dev kit, 

and enables IIeYeklpefs to aoo nerv.or1< capatlllroes to their 

games via a usa m:x1eIll 

In contraSt to tile eteaWe range of uses for broaIlland 

connectMty tI\aI have oeen erMSageO, the IT'IOW1 raooRaie 

for a narrowtlarld sotuoon for PIayStaoon2 IS stra.ghtforward 

orft t:U)' AS Andy Beveridge. c;o.fI:ulder of SN S'(StemS. 

says: "EYefYOI1e is rMlg aOOUl broaclb<W'lO lately but ttIe real 

reason is likely not ga-nepIay but the fact that ,I IS a big future 

ISSUe kx IlIOCtrOniC (liSlnoutlCW'l of I'rICMeS.IT'k.ISlc. etc. 

QUDke 11/ could 'Pt proYide a si,ni fic.nt shot In the al1ll to O,.;lmu,st online use, ;lnd ther. 's 
no doubt th;lt. PS] "rsion would pl;lute users frustrated by the follY bro;ldb;lnd pidure 

Garners who are hoping sony's console will have netwOI1< 
connectivity when it is released in EUrope and the US in October 

can still hold out some hope thanks to a Bristol-based company 

' 1 suspect all tile COf15OIe manufacture~ are planrung 

scrnething more substantial than Just art Interret connection 

- they wol want to provide tI'le wtOe 5er'Ace and there v.;n 

be a 101 they C¥I dO to prOVlCle aoolbOnal va/tIe and 

~ ttlemse/ves from other 'pr<Mders' 

"ThIs has little to do WIth 0IUIe irIked garrwtg. ~ 

The SN Systems product should enable PS] to 
support onl ine .;lmes such ;lS Unreol Tourn ament 

People ~t that ~s hM! been flll(!lng modems 

Qlmc a6eQuale fOf a good numoer of 0Il1ir)(! games for many 

years. MOdems Will probaDly remam tI'le C/'IeiIpeSt anti 

ea5i€'S! and most ccmnon way to get OIlhne !Of QUIte some 

tune yet' T1'lIs sef111r'J'1ent was t:lacke<Iup tly a rTIa/OI' pUbbstIer 

that Edge spc.ore 10, wtuch seemE!(I to De evatuaung the 

TCPIIP StaCk purely in tem'lSoIl'IeaO-to-neaa ~ WIthOut 

COI'lSf:1emg altemC!te uses sucn as ~ levels. 

Ttle lengthy roll Out of broaIlland inffastn.aure f1 Europe 

and the UK looks set to t1e\a'f the ~ of Sony's 

I)M1 netY.Qrk 5OIuOOr'I_ '1 tIInk they're IOOkn8 at the bIggef 

QK:ture,' says BeYerw.tge. -rney want to prCMde a SOUIon 

not JUS!. for br01K.lban<l comecoon from the PS2. but the 

.....t1oIe netY.Qrk SIde 01 1-' 

In the meantime. ...ale a runIlef of Ittirdpanv deYeIopers 

are evaluating tI'le softWare. ft is too early to 52Ii floW 

'NIdespreoo use of SN's tedIr1oIogy WIll be. 'Mth a com:non 
Stillll.1ard for use modems alreacty I() eXIStence, thoI.Igt1, tllere 

is a possibility that OIlline &iJIT1 ir18 WIn De available to 

PS2 OINners v.tICr1 tile console tallOChes. 

All change at sega 

• 



NEWS 

PLAYSTATION GAMES ON DREAMCAST A REALITY 
sega set to gain enormous software catalogue boost overnight thanks to efforts of innovative LA cooeshop 

D he emu scene ga.ned CWl unexpected hOSt platform 

00 'Ma'! 11, as the IJkiemI CIeYeIOpment team 

Il!YeaIed ItS PlayStatIOO enuat~ for OreamcaSt.lA-cased 

bleeml, lOt. ntenos to stUD lour rreratlOOS of the software 

Late! this surrroer, each support.-.g 100 leading PlayStaIlOO 

~tles. All "";11 o#ef techrucal enhancements, iodudong a 
640x48O resoIullOO. and Wlq retail for $20(£13) 

Seermngty such an unhkety occurence that It evet1 

featured In a PfEWlUS Edge April FOOl PteCe (see E7O), the 

amval 01 a PS eouaror for DC v.as one of the tal~ poII1ts 

0/ E3 Cheekily ~ sorr{s 1999 an~ to tl8'Ie the 

PC verSIOO ejeCted Ir011 the shc1.« bIeem! armed ItselfWltn 

an ..,nctIOO agilnst SOOV Sfa!f coroog near ItS bootn 

Edge witnessed ()'IJega 800Sf and GT2 nnq 00 OC 

WlIJkiemI, and v.as mpressed by the QUaIrty of DO!Il 

certall1iy the former berref~ed tlJgeIy Ir011 the 8dOe<l full­

screen aonal~ng and bi.Jmear flilermg offered by me 

emuialQ( -effectS wIlkh PS2'S emu system ooes not offer. 

AJtnough ottler parties currently offer PlayS131100 

iCJYI»CI arlaPIOfS for Dfe1WTlC<lSl. bleeml IS to parmer wItIl a 

'maJOf tlataware manufacturer'to iX«Iuce a SIIT\iIa( 

DeviCe. ~e wItIl a VM sIoI: for game saYIIlI, 

At me bme of Edge g(WIg b) ~ f'IeItI'Ier 

SOOV ror sega wefe 8V8IlabIe for conment 

Bnngmg 32bit games to 128bit: 
bleem! VP explains (nearly) all 
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.......... _1 ..... ......... ,... ..... __ • Cl' ... 

-= ...... .. 
" ... - ... ... -......... ' .... .. -----_ ..... .... --........ ........ _ .... -... . ............ _­._-
-.c ... -,. ...... ---..... . --

Though blHml used Omega Force .nd Ctf2n Jlsrismo 10, its El d.mos, It hiOS since tested its emu 
with Ridge Racer 1)'pt • • Th' 640.480 resolution benefil on DC ('ighl column) is durly "ident 

Molyneux to qUit 
PC for X-Box 
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PRESCREEN 
ED GE PREMIERES INTERACTIVE ENTERTAINMENT'S FRESHEST FACES 

Past participant 
Could the true golden age of gaming be about to dawn? 

r:II die is as guilty as any of ocraslOI\aUy 
as rf!ITUnJsclng about me 'good old <lays' 01 
gaming. A time whef1 graphical conSIder8nons 
were almost an afterthollgtl! to gameplay 
Dnlllance and corporate puOl ishers were more 
concerned atlout CUStomer sausfactlOfllhan 
hyping it game. These were the days when the 
likes of Starquate. Matchpomt, Undium and LordS 
of /oIJ(lllJght prOYided healthy OISCUSSIOl1 for me 
playgrOUnd. lazy film-Inspired games were sull 
thin on the ground. and those that were rare'Y 
ODtalned the necessary licences. 

That such an era eXisted is as ridicu lous as 
belieVIng a su!.1den renaissance in art aOO CUlture 
dragge<l EurOpe OUt Of the o.ark AgeS in the mkl 
1 ~lh CemufY- YeS, pertlaps thefe was all erdeanng 
Innocence and naiVete about the IndUstry dUring 
Its Infancy. Coders woukl give (!(!vice. swap kleas. 
even program roullfles to OUII(! it communi tY ana 
encourage talent. ThiS was Just a hotlby, after all, 
nola 'proper' job. MOSt already WOIted nine to 
five at the bank, Of needed to relIeVe the streSS of 
reYlSlng for a geography '0' level 

The gokief1 age Of gaming, tillS unspecified 
period somewhere In between POng and the 
emergence of the Super Famlcom, With a tlttle 

B i 6 : . 
• -

consI<Iere<l reHeclIOI1 was just as aeatively 
inconSlSlent as any perIOd aftefWll'ds. For every 
Tn Na NOg there were ten IIUes of the cal,!)re of 
Atan'S ETwalting to be returned 10 the retailer. 
Fact is. the nCh seam Of videogamc gems was a 
silver compared to today's wedge. With the advent 
of Improved tedtno4ogy arod graphical splerodour 
all tIlat haS Changed IS the diffiCUlty In sepal(lnng 
the gold from the pynle. 

Ttus year's E3 was proof that there has been 
no better l ime to get into gaming. The medium IS 
almost unre<:ogn'Silbte from ItS POng roots. and 
$ega's Starod. with its emPhaSIS on onl ine play. has 
been the Strongest IOOical1Ol1 yet mal tile Internet 
woll change the manner if not the essence of the 
Videogame experience. SUCh 8n application could 
not have been enviSilgecl2S years ago - and 25 
years henCe? All that can be prediCted With any 
probab. llty Is that online play will De tame 
compared to wtlal re~aces II 

With games Ii~e H.iJ1/.Llfe. PIlDf'lasy Star 
Onhne. and Black & Whole all corn ~g \0 the 
format thiS year. Sega MS finally made ItS platform 
a musl'have for the Mrdcore ana mainstream 
consumer Don't even ask Whether you 
shou ld wait for PlayStation2 Just 0Uy both 

Flom Pong to Mckhpolnt. and the most IKent ite"tion of the IPOrt. Virtuo Tellllis, progrHs In 
both I laphics and lameplay is apparent. Would you leally want to go bac:k to the 'golden ap? 

Tony Hawk's PS 2 Metal Gear 501111 2 conker's Ball Fur Day FlSS Challenge 

(PS) AttlYlslon (PS2) Konaml (N64) Rare (DC) Se,. 
MuI:h~~1O 8ecause R~mt A~pxlpme ........ 5eSII~l!Stop .--- CClr"apI<;t ........... -"',.,...~ .. -~. -- 1Ieca...., ~ loOkS f~ 01 the ~thaI wiI Edp·s~oIh.,.,. 

RefiI1eCl OOrrIfol meII"o)d. ~...., ~', the 5eQUtI ~$l.<founcllts ~ lS21~ad<Ii<li:rew 

beM' >iwals. more trlel<S. Be<;a...., it will ObItte<&te n.',,,,"I Ed,e lOOts tratl<$ -.nd ~ ""tra 
mort o.'<s. _ edAor 

~ .. oo.nd~ IoIwarO to !1II(ko& 001_ P'iI\I modes 10< DC. 

PRe SCREEN 
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PRE SCREEN 

PRESCREEN ALPHAS 
A NUMBER OF NEW FACES JOIN THE El OVERSPILL AS EDGE SIFTS THROUGH THE GAMING WORLD'S LATHT ARRIVALS 

STUNT SQUAD & SRC 

1Wo 'leW PlayStat.00n2 Wes from mKldlewarf speoailSt Cnterion StUClKll The rlfSl Stunt ~, IS a hovertxlard· 

DaSed game from the team ffSI)(lI'IS.Oie 10< 11Id::Sryt>. DuI the <leYeIOOer IS QUIC~ 10 streSS tn.lI despo'..e the 0I:M0u$ 

SI'hi.lrltleS, tns IS I'lOl • sequel. SRC IWO!1aI18I1t1e) IS' rJCIOg game demO IlUI together 11"1 an J:I1I)teSSIYe 51)[ weets 
10< the re<:em E3 $hOW. Even at tM very early ~ IIanIting IS /eportedI'( ~ adv.Jnc;eO. ofIenng great 
feedb«~ 1(>" a ~. CCII"1f>Oem. drive Draw diStanCe 'ooO:s l:IeCertt and ~ ",,11 00 II"1!treStII1g to 000e. among 
OItleI things. how complex the AI of the civl ilMll'$!1icies is. Expect more on 00th titles." r\(!xt month's ISsue. 

FORM"" P$1 Of VU OPER, (IUTUION 



NO ONE LIVES FOREVER 

PRE SCREEN 

fOItMIIT: P PSI DEVElOPER: MONOLITH 

From tile team beillOO the h~e.atIMI PC actJor\I!( snoso comes !IliS story·drJven 

f,~ shooter OI$PI.Jyng the kind 0' owageous Wlall'l$ 8110 wry I'I.moor 
~ ""m '60S spy films as '!'OIl" ctaractef. ~ ArtfIeI'. untCIYerS a 
COfISPIriIC'V that mre81ens the world. Edge ptayea me game 81 E3 an(! !ouna It 

SUfpr l~ngtv eompeHong In parOOJJaf, the game's COiOIJ rfLJI ~ and mo. of 
QW\ndoor exQ(lC IocatlO'lS PfQ'o'e relfes/Ung alter countless noors SPent 

~ tlVOUIJI "* after /TIle of ~ comoor, MOre than 30 

weaoons and gadgets can be foIIoollfTOClfllj: the 15 CIrIepbyer rTIISSIOOS and ten 
I!'I\Jltl~r levels. MOtorcycles and SOOWITIOllIIes can also be corrmandeered. 



PR ESCREEN 

SEGA EXTREME SPORTS 

, .A 

IliiO 0et 
QiHffi+ffl •• 

~-

FORMAT: DC DEVELOPER: SEGA 

OHenng a sele<:l1OI'l of comoelltlOn-base<l SPOftS eventS oncAA1r1g o..OOs. !llCiO.WlIaWl Ooi<ln&I\IIn8-gI!(!<ng 
&fI(l the sl3cke(S filYOUl lte actIVity, SIJOW!)OOfomg. tills is a packagO aoneo at the IflCreaSlngty f\ltTative 

'extreme' sector At the ume of going to press Edge was unable tQ secure IIIl)I furthe< oetaHs regarding 

tIllS myste<y \lIJe It/leSe mages croppecll.Clll'l 5egil'S E3 press ClSCI, troougI1 ~ MW ewntS ancI 

fu'ther ~ ITKXIe$ to be ama.ncecIlIS $epI Extreme Sports nears 1l$1ate-2OO) US reIeMe. WIth 

UEJ>'s reQ'l'( update of COOl ~ pror.oi'\g 1.WICIeMhemng, tIllS coukI De a SIgI\IfiCMIt DC ~ 

J ER EM Y M CG RATH SUP ER C R 0 SS 200"-"O'---_ ______ --','"o,"'""'"--''"'''''"!!!I,,,"'--'!o,''',,'"'",,.,,,,'-',,''',,"',,''''," 
Wrtt! the ~ EJIdIeOiItII6<I ~ p88) i'Ia'«"C wt the stancIard to ONC foo' currMI rrw;xocross. Edle 
IS hOp"lI Acdatm's Mc(lrath-llcensed 0re/Irrlc3st SlC)erCrQ$ we getS dose< to n than the PlayStatiOn 

ootlng currenti'( 0CW1g the ICIUlOS. The eponymou$l!!ght-ume AMI\ moIOCfQSS charnpoon deSIgned fNf!IY 
Ooke &"Id e.ght of the 16 tracts on offer here. tlvIl'OO can (IQd more ClrCyits by kictslartlng the game's 

~ e<lIIDf An onterestll'll! &OO11101'l - ancI somet!'W'IS rT'lSSIIlg IrCWTl bc1IeMe 6<1 - is cIynarnoc weathef 

....tocfI affects 0lItd00f tract corDItJons.lt1e .ooed SIID"..-.g 1'00 more 00II0flUI\I1Y to 'Mtr'le5S the game's 
~ cr3snts. ItIIdGtIon to 125tt &"Id 2SOcc classes. a stun! COIT()I!c!J()' IS alSO WIduOea_ 



PRE SCREEN 

SILENT SCOPE fORMAT ; DC/PU DEVELOPER; ItONAM I 

s.hoYm 111 a room lHiWi from <Ill 01 the US Pfess hooo(!s loolung tor the nel<t Oig '(jller 'IiOeOgame', SlJent 

SCi¥)e was fU'WW1E on • DreamcaSI (SI'QS ~. Fe.ar5 that W!U1OUt !he con-op's snooer flfIe!he game 
woukl suffer . reparilOti were ~ 0Ir.mrssed as (dIe PId<ed \10 the Pad for a qI..:t ShOt. /he SOIP'f 

Slgtlt Mok:M appears at the centre cri the sueen IS OP9fatCd by pr~ the nght shoIIIder tlutIon and 
WOO:.s SUl'ptlSltlgly well", pracoce Only the Arcade IlefSlOl'l 01 the game was 0PE'J1 to ptay, tI1ougt13J1 

OnIl1lll mode 0PtJ0I'I clNr?1 appeared on the tnlo! sueen (\(OnIImI re(ll'esematNes reIu$eCI to comment 
on what tI'IIS may COfISlItute. howeYerI CirJ(tllcalty. eYelYlhIn:iI ~ very dose to the con-op model 

STUNT GP 
LookIn& as ~ ."a funky as ewtt. TNm 17's cute little lace< IS -IflI ItS pIar>"I8Il AUgUSt reease 

PIayers.-e SCOfed on soeeo. stuntS."a outrageQl.l$ comtIDS maI<niI use of !he l1IIWonmemaI aoos 
ava<IabIe - anythlf18 from a staocIard)lmp ramp to /tyWefs, 36O'S and IOOp-the-1OOpS - Pfl aJl)' one 

m 16 Sign iflCal1lty different ~ In aodltlOl1 to the many d ICU1!5 on off~, a Flee·f&11 Stunt BOWl 

enatrIes SOOle spectIC\.6af IUa'My~ moves. ...nle 3J1 accessory SI'IOp alowS CUStOl'llr5<ltlon of car 
per\onTI¥lCe arro ~ *"l.1y COntrol ptOOlses to tie 1II!UI!I'Ie,."a de:$QttC the vanc::us pc!SIt(In$ your 

"'rrnnutlYe mochrroll may find nsetf Ir'I me camera appears to handle the SItuation Wltrl remarbl}le use 

fORMAT: DC DEVELOPER: TEAM 11 

£DO£' 19 .... 



PRE SC R EEN 

DEUS EX 
Wllate\ler damage to IOn Storm's reputatioo the predictal>ly disappointing Dallatana may do (see p92), 

irs more than likely to be recuperated by DiJuS Ex, CM"Ie of the more ,rueresling PC oevelopments on $km 

at E3. ShaNing a genuone undefslanding of weapon Ilalancong. as well as the necessary II1'I/lI€fn€11tanon 

of inrlOV<ltiw gadgets, CUt\1ng-edge 1IIr.uilIS, advanced enemy AI, Structurally SOI.Jnd lOca les, strong 

narratiw, and bellE'llat>le rules wtthm the game world, the deve10pef has created 0Ile of the most 

immersrve, +)f1ga&lng and prcmsJng PC trtles Edge has seen for scme nme. Eodos would do ~f to 

unleash the game as sW'ftly as possible in order 10 assist ton Storm in the damage-hmitatlon process. 

EVIL TWIN 

Originally desgJl€(l _sa c.>rtoon, this has been transformed into a game which UtllSoft believes may be 

~S 'rext Rayman' In other words, a title that's big on character Tllat character Is Cyprif;rl, a Denms the 

Menace of a child capable of transformUlg IIlto a 'super' 'Jf:r$IOJ1 of himself (re'lecting his apparent 

OOseSSlOl1 Wl\M comic booI(s) A hondred characters PQ!)IJlate elght levels of rnstuxtiwly dark terrain, 

whiCl1, from Edge's tlrlef sample of the title at E3, appear to be negotiated in COflVI)fl\iona130 platformer 

fashHlIl. The Dreamcasl version appear; 10 be lagging belund pc, rut seems better suited 10 title, 

<Ill 20 £00£ 

FORMAT: PC DEVElOPER: ION STORM 

FORMAT: OC/PC OEVELOPER: IN UTERO 



RC DE GO 
AcCIa<m IS set to brlllg this cfIeEoky 

ladlO-controlled C¥ racer 10 weslt'm 

shon!S rllhe aUlUfTV1 where lIS 

SIIllplrs.OC ~ CUle \8fl(I perlt'Cdy 

fUflCtlooan visuals CombIfIe<llNtlh tile 

d<monuIM! nature 04 tile \It1I1kle$ 

IfWOI\Ie(l .-oj fun prnepI3y w 

I'lc:tIefully see It pei10rm weB A 

$E!'Jes of ~ &re incl..acd 5S 

~oIll1aillll18mode.a~you 

to gel 10 lJ1pS WIth \!le rapocl 

fespoo$eS associated I'<1th dfflIng 
a scale(! (l(mn fiKef E\Qll'loI!fOll(l 

ana CIrtUIt·biI5ed CCII'I'Ipetl\IO am 
of'~ wrth an appr(lfIroate s.eIecbon 
of "Ci1Jc1es (anyth.ng from Mtch03ck 

to FomUa One and 4X4S to US sand 

boggiesIl(l rnatCI'. wnne raong, a 
tlXtlO fuoction can tle use<! to o.nock 

O(lp()!'('!1tsoff~ [xpeCt to use 
~ as you enter tile later races. 

PRESCREEN 

fOItM~T : P5 OEVELOPER: TAITO 

3DANIMATION 

(I 3D MIIlATIOII 
(I SPECIAL EFFECTS 
(I POST PRODUCTION 

LIVE ACTION ALIIING 
IIODELLING 
COIlPOsmNG 

(I II11.TIllmlA CD-IIIII 
SlOImIOAROIIIG 

(I DESIGN 
(I SCll.PIURED lIOons 

... _---



MAT HOFFMAN'S PRO BMX 

Gr..en the (albeit IIlit ial~ UI'le>:j)eCIed) stellar success of Tmy Hawk's SkiJte/XJardlf'!g, It'S easy 10 ~ 

row AClMSiOn '~ mar'o;e\ing bads gifVe the green I'ght to ¥IOIher extreme sportS t itle If'I a srrnilar vein. 

Usng a \Ief)' S4igtlWtweaked ~rsion of the prevIOUS Utle's 3D engine, NCWrsolt IS aallJnga game 
offerlllg ver!, street and dirt lumP levels, 'M\h varM);!S compell\lons and an intere5ung tw:JpIayer 

splltscreen mode \'hOW the PS will halldl€ s.uch actIOn remains to be seen. howc'Vctl Eight riders WIll 

be 1IIIadatlle. 00t ~'s ~nl'kely that nne-umes ....aid d\amptOr1 HOffman WIll be passed over 100 oft"". 

PLANET OF THE APES 
W111le the PC version was announced at E3 last year, 12 months later ~ was the !Urn of the Dreamcast 

Incamatioo (shown here) of the po!ygooaI adaptatioo of the g--oundbreaKmg Poerre Boolle book. Planet 

of the Apes pltts jQI.J as urysses, sole hUma!l survivof III a land ruled by cI1lmpanzoos, baOOOOs and 

Ofanglltangs. afwf your spaceship crashes on an lJI'Idlartefed Dllnet 1.0ClJ years on the !tIMe. Whole 

do.ng yoo r best to stay alive.l'O'Jr octvarICement t'1rougf1 the game's 15 massi'\Ie evels slI:HIr'I unravels 

the mystery surrounding the waOd you now lllhabit ongillal char3CI<lrs loom Ule film (CIf laulS, zIra • 

.... 22 £00£ 

f ORMAT: PS DEVElOPER: NEVERSOfT 

FORMAT: DC/ PC/ PS DEVELO PER: VISIWARE 



HALF-lIFE FORM" T: DC DEVELOPER: GEARBOX 

5I'Iown at E3 '" IOOOIr'lg \'IdeO fofm onrv. me COI'I'IerWO 01 t/le PCS gf631es1 ~lj)efson stooIe< 

atIOIWS to be c\eYeIopIog ~ SIT'IOXI!tIo'\I. 11'111 ewt)'tIlll1g seemingly mabng tt aCfO$S !or!he 

pmn first consOle 0lJtin&. anrOlrs bell8IIe<I to h<MI beeI1 reasonatJIy ~ U5'Il: 

!he OC'5 JOVPII(I. tnoug!l Edle SlISPf!C!S teyI)oiIrd ana mouse Sl«Kl'I WIll make the final code. 

HEADHUNTER FO RMAT: DC DtVElOPU: AMUlE 

oUlOIt'Ief OC ~tie rucIden away ~ !he 80 games touncl 00 Seg,fs statICI was \hIS octoOn­

P<ICkeG. ~ ~_ VIsIJat,I competent 1'(1 oetals were &Ne" o:u toneerlWlg 

speafIc gamej)lay elements, tnOUgh smJe DCiurrty l'U'lter ~I!YE! .....:ud appear /IOOfoprlilte 

giIIen troa images. sega Euroge's lIi.lfal maestro RiCIlard IIICqves Wl II take ~e of the tl,ll'leS. 

truly multi-platform 

open and flexib le 
arch itectu re 

awesome performance 

'Thanks to the pO_' of 
RenderWortl3, Roymon 2: 

Evolution on ::~;:~:;~~~I~~ looks and ploys 
We're supremely 
Roymon2 : Evolution will 
proVII 10 be Cl worldwide 

SteYII McCalla. 
layMan2 ProJect 
Monaoer, Ublaoft 

7'1. 
C tti.te rion 

SO,.TW""'. 

www.renderware.com/ rwgames 
rw-soles@csl.com 

C2000 Criterion SoftWare Ltd. All rights reserved. RenderWare. the 
WQr1d-leadir.g 3D game developmerlllookil , Is a registered trademark of 

Canon loc. P1ayStation is a registered trademark at $any Computer Entertainment 
Inc. AI 0Ihef trademarks are \tie property of Iheif respectiYa owners. 



PRE SCREEN 

F 1 WORLD GRAN D...!P:..!R~IX~II,---____ _ 

Re:un'II'li: 'Nll'l1Il tnpfOYed gr3PhICS erene. VI()eo Sy$rem'$ second Orearroc/lSl Ft g;me currently teeIs 
more approachlllle than 11$ PIl!II8Ce$5OI, SIlII1e!tw1gIhi11 WllJd no dOlbt please newccmers 10 !he SDOII 

Qf wtuIII Ft. AS IS /lOW SUll'lGaI'll 1Y1ICIICe." 01 the 5IatS. tars. OrttrnS. scenery.1l'ld odIer bItS and DOtlS 

are II'lCIuOeI1 01 ccuw. The Ilft'MW build Ed&. /'IaS recelll8d '" the otta prOYeS very playallle. and 

eYI!I'(thor@.8ppea15ontracJ(tOsaltSfy the ~n'"i DC owner Ioobng for III Ft tile. SO long as lIIE!(re 

1101 eopectong M'f!hOg too drasttealty dofferent to lIlY Qf the orevrlUS generation et Ft games. nMUr!IIy. 

.., ,~ 

0: 03, 0 ... .., 

fORMAT: DC DEVELOPER: VIDEO snUM 

VAN ISH I N G PO I NT __________ _________ FORMAT. DC/ PS DEVELOPER: ClOCl(WOU GAMES 

The Dreamc&St version shown rlefe MS I!<!\8fged <M!1" !he la$! few weel;:s. obvioosly ex"",lrtg a more 
~iStled and refinec lOOk tI1an lIS 32tlIt COlISIIl 80th 1'eI'$IOfl$ currently suffer trom far too httle traction, 

Wtth cars sliding arOlWlO me roaa as If on a Iayef of 011. whdl makes k~ping them \M)f1 rougt1!y POlrtted 
in the right dlrectJOn somethong of a strUjgle One new !eatufe shown ill E3 was the implementation 01 

the 40 clvl loo ve!\lCle$. meaning you always nave cars to "egou .. te !IS you attempt to ma~e ~ W(ff to 

the front 01 40 competitors. ASSlmong you can KeetI \'OI.W car go<rtg me rlgttt WifI. that ,:; But a 6eIaye(I 

rele<lSe urrul the aut\I'I1I'I at least fflI!a'lS !he 08WI0pe< 1\115 pienty of tome to sort these mattm OUI. 

, 



PRE SCREEN 

EVIL DEAD : HAIL TO THE KING 

VIRTU8~EJ'jNIS 

fORMAT : DC/PC DEVELOPER: T'Hg 

£ver,oone's f3YOU,,!e B.frIOYIe octor, Snlce GampDell. is pro.'kllng the \'OfC/JOVe< for ths ~t!e (proSumatl/y 

wIlole 'resting tlW<'een proteCts). The serup is pred ttaIlIe enoogh I:IS ~1IC! dlaracter ASh, \OU can use • 
wide range 01 weaoons. from axes and rIfleS 10 SI'IOIguOS ana chaonsaws, as you set about LQavefIIOg 

f\I'ther $«I'e\S of me rrr,osteoous Nec/onorroo:on T prl:mSe$ 10 lfICQrlIOOIIe the S¥e 01 cameo'aworI: 
I!'IIJt made sam Ram'S ~ so <lStIrJCtI'o'l' altllOugll there'S no word yet on whether or not !he IWlsred 

t1urTIu !hat eo rna<.es up such a .arge part 01 theor iIOIlNI "" I Iba make the )OUIIle'r' aaoss. The pmR 

seems oesunea to De erther an UI1CIe<grounll hrt or ye( another YI.'Ste 01 famasucaly ncn $IJIlteCt IT\iIUeI' 

FO RMAT: DC DEVElOPER: U(;A 

one of the most ~ (alld easily tile most 8ttrJCtJYe-iOOtlngI teMS gerroes Edge h!IS I\!I(l the 

IlIeasufe to ~ U1 the last 2O-<Jdd ~fS, WIllS J"ervIjs DUIIds 00 an already impressively farthful 

&rcaoe COOYefSoOr'l by iIOO1nga ~/lof~ Of nome 1'I'lC(IeS,lI"ICioo<ng MI season OPtIOnS. ~ctiv'e practICe 
challeI'1ges ano - perhaps best of all ~ a magnificeflt fourplayef game that revoors IIITlC I'<1th frlghll!'rllng 

ease. I~ Cfe4tll18 a !Itle tl\al SOCCI.'5SfuI~ moo!'S realism /IIld Wtvabtllt;: sega's eJ<OC\lllOO rIiIS tleetlll8wless. 

WMe IJI( OC OWIIefS 1<ICe an agonistlg three-month wa,l tor !he September release, mpon gamers 

r.IIOUId De atlIe 10 pICk UI) a JapiIrIeSl' copy I1I1."Y Tnefe's ~ the prevoew CIXIe on EE1,e's o'hce 
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To Ed Del CastiUo, lIideogames aren' t a matter of life and death. They're much 
more important than that . His company liquid Entertainment is preparing to wage 
war on a complacent industry with Battle Rearms , its debut realtime strategy game 

• 
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ne often wonders what the o famous Inventors Of yeSteryear 
would thln~ of meir creatlOllS 

today WOUld Henry FOrd fume at gndKlck 
00 tile M25? WOUld !he Internet engage 
!he ~erest of Alexander Graham Bell? 

V~ technology has moved 50 far, 
so fast that !he Question is leSS rt'Ietoncal 
'MIat would the prod\lCef of tne onglnal 
CommarIO' & Conquer - and thus tne 
entire realtlme strategy genre - maKe 
of the desPerate StagnallOO 01 such a 
PfomtSlog game mould? 

Edge asked turn. and tus answer was 
unequIVOCal "indIViduals 10 !he Inclusuy 

wI'IO have done clewnt warts are arrogant 

el'l(ll4h to t!1ln~ that tney know 
everything. But this industry Is not that 
stagoant yet. Ellery \'I'!ar, everything 

ooubles. COr capacity to maKe a better 

game ooubleS. In an industry Whefe 

everytfl,ng Is twite as good. every year. 
It's rlliCulOuS to me that people afe 

puttulgoutanotller .. RedAJerr." 

AS proQuCef. Ed Del castillo 
was one 01 me ~ey people behtnd 

!he grouodbreatlog RTS title. He IS now 
presiOef'll and co-founder of Cilli/Qmla ' 
base(] stan-up LiQUid Entertainment. He 
doesn't seem 10 have lost his interest In 
games - or tallong abo<Jt them - eotller 
"Are you guys nutS? can't you conce/Ye 
of uSll18Ihe tIIeoretJCaI maximums of...mat 

you have today - or YotIaI you're gowl8 to 
have tomorrow? Busmesspeople are so 

haPllY u~ng tile Microsoft mooel: 'GM! 

them JUSt a little bit r110fR Give them some 
cream cheese on their bread this nme. 

PRESCREEN FOCUS 
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The rel.liyely low 
"umber 01 units in 
IkIttle Realms hu 
.lIowed .rtisb, like 
~"I thu (.bove), 
to up (h.,Ktff det. il 

Name' Ed Del Castlllo 

Job t ,lie' p.rtner 

saute some OOIOI1S 101' tIlelr bread this 
MlE!' SUI It's SVII tile same Old bread: 

Del casbIIo IS more 'o'OCaI about games 

!hao almost anyone III the bl.Isiness that 

Edge has JI1I!'t. He wants to make games 

that Change people's liveS. Earty games 

such as sea Battle on the Intellivlsion arl(! 

RoCnard Garr~'s Ulrima 3 COOVinced him 
he didn't haVe to DeCOme a lawyer Of a 

doctOf He wants to 00 the same /Of 
others in the same pos,tion. 

"Their model is one fOf an n:tustry 

¥otiose teCI'IIlOIogieS nave stagnate(I. You 

can get ~ WItIl arrogance in CIlIem<! 

bI!CauSe a new camE!fa comes OUt JmVbe 
every ten years. Sin fOf us. it's bkewe're 
gemng ledlrucolour every year-

The lyric of Uquid 
~th woros failing OYer ~s and 
Ull1genlS b\eakilll qlf 10 IPk!w new 
tar)8efltS, Sjttlllg thfOOgi1 a qemo from Del 
CiStilIO ~ ~ I,storul'lg to I't!rtlal jazZ. l11e 

game on tht sre'l be\oA! twTIlooks 
pretty enougt1. DUI. 'fM! piCtUre Del tasbIIo 
paonts Is ~tumna. e.ttie Realms tile KIea 
enpges as real one worn 101' another 

121llOJ"111S, ecfle earn wall. After tile 

~I'IWI cf~t Batt4I FfH/mS comes 
1/'~h~k~. 

I Sjrt It O!il casvllo and hrs 

dart Make Grayford (another 
\YestWOOd veteran) weflt bacK to basics. 
An Idea fOl' leatllme Strategy game grew 
out of Del castillo's CllII(lI'oO<X! obsession 

Wlth martial artS mcMe$. Bat/le Realms 

features the clashes 01 four fantaSy·styIed 
clans. wrth oark magic as well as katanas. 

-Ill our urwerse, Yitt and vaog I1aYe 
separated and these wars that ate 
IiappenIng are as a result 01 them 
struggling to get Mck together again," 

explains Del castlllO. 
But rather lhan sorropty swap the tanks 

of C&C With samurai soldiers, Uquld is 
reth,nKing the genre from the groond up. 

Realtlme Strategy suffers from mynad 
prOOlerns. BeSIOes the fact that the games 
snII often look 001' and ~feless, !here's the 

key problem that in nearty all, harvesoog 
and rnanagang resources takes 
preceoence over fighting. The pIayef who 

can build the most farms 01' mInes wins. 

Strategy favours tr.e general with the 

moSI IrOOPS In a nuge mld·map maul. 
"In most reallln1e strateg,es right 

now, combat Is the most uninteresting 

pan of the game. 'MllCh is ridiculous: 

I.:rnents Del castIIO. 

lJQi.IId haS ty,() key Ideas to address 
rtIIs: to pUt suategy!laCk into the 

gameoIay. and n'ltrOduce life 10 the game. 
The company's DiClIO achieve the first goal 

has reqUired a Cllange of directIOn 

'MIere othef games boast of 
IncreaSlngty large armies. Del caStll10 
expects the populatlOlls in Baffle ReaJms 

to be relatively small, with a total Size 

close to 50 units. The player will be able 10 

closely COOIrOl a smaoer nurrOer of un,ts, 

and to POSItJOrl mem effectM:!Jy with 

respect 10 their peers and the terrain. 
capturing tile hogtl ground 01' fJghMg with 
archers at the !laCk and spears at the front 
IS therefore a realistic ambioon, and one 
that WlII De rewarQed. YOU'II also be able 10 

croose from variOus battle-plans that take 
the flOOly work OUt of much of this, DY 

putting sele<:te<l unots into loose groopongs 
appropnate fOf. say, a cavalry charge or an 
afCller duster. on top of thIS, IrdMdual 
unf\S count l11e weaker units are relawefy 

hard to and an IIave ondM:Iual health 

and energy Dars - the IoI'mer representJng 

damage, tile latter the abiblY to = rn$C 
or perform feats of strength. 80th restore 
CMlf time, v.t1Icn means ~ makes sense to 

wltndraw units to preserve your fOl'ce. Del 
cast,tlo hopes these factors will be adOed 
to the DeSt of eXlsung RTS combat - the 

'paper, scissors, stones' combat sl:eietol\ 

say - tlUt ooes 8Wa'I with potntless free-

The m.gn of the lour different <11"$ (SerpI"t, Orllon, Lotus and Wolf) hlVI 
differlnt spells in their IIsenals. Castlnl' 5pell drelns. wlrlock's enlrlY 



To prevail in war, you have had 10 win slrale~it victories for resouces and 10 lake 
control over key IlInd such as ridges. DestroYing your enemy's bue will IlIke tenacity 

for-al l ~Iees that pass for strategy. 

Life-gMng liquid 
More strategic iswes arise from the 

secorld goal of tmngmg life to the game 
"Everything we do is to create a 

realtlme strategy set in a believable 

world: says Del CastlUIl -we mow that 
that's impossible, but it's n strIVing 
towards that impossibility that we 'll have 
the chance to ach~ something great." 

The immediate beneficiary wi ll be the 
graphics- The game looks great, With birds 
soaflng across the sl<:ies, clouds aOO rocky 
hillsides thanks to a strong proprietary 3D 

engooe. But these trappings are for much 
more than decoration FOr example, in 
most games trees act as walls- In Baffle 

Realms, though, some units can pass 
through woods, affording cover or an 
adVantageous s.n iping POSition. MOve too 
fast and you'l l disturb roosting blrds ­
gIVing awiJ'l your posrtion to a watchfu l 

enemy. Shadows cast by the cIolJds give 
clues to the weather, whICh can QUlck!y 

change from sunshine to a doWniX>Ur, 
SIQl'lll~g down troop movement while 
refilling your reservoOfs with precious 
supplies of wate r. The 3D hills arld valleys 

afford tme line of Sight, making high 
ground important In your tactics. Fife 

foo.Ks fantastic. but can also end up 
setting your bui ldings alight. Water from 
that cascading waterfall can douse the 
flames The rocky hil lsides offer boulders 
that can be firw as project ile weapons 
or even rolled into enemy bases-

n works the other way around, tOO, 
with the emphasis on the finer SKJe of 

:~::~~t:=r=:,rt=~o~~ 
opportunity to develop the ammatiqil 
of particular soldiers. Where nor,,1 RTS 
battles feature grunts hacking at ead! 
other l i~e myopic, angry tennis playffi, 
in Baffle Realms they twirl and stab as If 

There are four main ruoucu the plllyer has to manage in order 10 oHer 
Ihe best chance 01 success In the game: water, rice, horses .nlf pelSants 

PRE SCREEN FOCUS 

Levels will be drawn from a contiguou5 world map. Players will 
even be able 10 revisil villlges they built elrlier in Ihe campaign 

r.sp"w by11 those kung fu ITIO'\II€S.IdIe 
unl lSfldcllc With the ir weapons, pracllce 
duell'llg or "dlat. Aga in, thiS feeds oack 

intO the game - S'M)rdsme-n get a bonus 
.after a \rlWl ing session, while peasant 
farmers will ~_R!.oductivity flse 
alrer swapPII1l! g~p wtn a neighbour. 

"I frustrate the flel out of tile art ists . , 
becau se I a",·constantly saying 19 th.Wll 
I don't want 'Booa en6ugtl': says'!)ej 

Cillsti llo. "I ~t excellence. I ;,v8(1tll'rerY 
little thing In our game to maKe ~ple 
go 'Wow, Wf:NI. WQN. '" 

Even the most I\afOOnad strategy 

gamers seldom express €')(Cltern&t at the 

" fnisbate the hell out of the artists, 
because I don't want good enough, I want 
excellence. I Want everything in our game 

to make people go Wcm, WOIN, waw''' 
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The move IWlY from 
musivI Irmlu hn 
afforded Ihe LI'l,uid 
Irl tum morlf Ilml 
to work on its duiln' 
and Inlmatlon, 

. 

econorT1>C model mat "moorplIls games, 
and so determines tne recr'Uliment of 
arrrues and the expaoslon and fortlflColtJon 
of bases. Yet LlQUKI'S p.ans deserve a 
'gosh' at the least, Since again the ootf1 

IS dorng It differently 

A Uquid market 
All uruts In ~rtle ReaIfrlS 1>eglfl1i1e as 

SlmoIe peasantS wno are trained to 

l)e(;ome warners, cava lry, magicians or 
farmers. That already rappens In the liKes 
of Age of Empires, but cruc ially the 

peasant ~rth rate ~ the game will be 

moderated by a mathematICal tunctlOll 
rattler than by building more peasants' 

huts. An:! Just as 111 reat Irle. the I)uth rate 
WIll be Iogantnmoc. AS a YIIIa.ge gets more 
densely POPUlated, the brth rate 'NIl 

decline ApIf1.It1\S ru..s1lC yet smpIe (lea 

nas a tMg IrT'iPact, The StaftJtW pl\aoo wiN 

re less tJOriI;ta. SIIlCe WI~ groo 
r~ ~lfYOUlake. ~t'"i~1IDe: 
able to regatn Str"",'" fJlrty I3ptdly. But 

lWln&rs wW face !he 1SS\le of an eventual 
deelini! in !he o/rth rate I" yOU've 
11'1QUered (laW the tMp WIth a b'g army 
b<Jt 1'()(J'¥e ,al'll!d naorly:au ~r populac\! 

to be r~t\!{~ rather farml!rs. ~ 
may ~nci a ~ of resources abruptly 

""" "" """"" 
is moSt I,kely 

gobsmacked by tne nch milieU that Liquid 

The Liquid liflltyllf it ~nhln(lfd by offi(1I 10 mlnullfl out of LA in a low (rime 
suburb and Ihe fad employees share in 50 plfr (lfnt of Ihlf (ompany's profits 

IS conjunng up. Tllanks to the emphaSis on 
detail, each of the four competmg clans In 
~rrle RealmS IS ely to offer a well 
realised CiVllrSatoO!'l The differences are 
less apparent 111 tne first IWO clans the 

player can contrOl Dragon and serpent 
The former IS a very moral race. the latter 

Strong and prooe to cruelty But overaJ, 

the UM typeS are Slrmlar 
The other IWO clans are more 

outlandish. The LotUS Clan IS simMer 

and magica l, witfl 00dy typeS warped 

by forbldOen magic "They go th rough 

a groteSQI..'e m1(1OIe level of unit which 

consumes mem, transforming them lntO 

guys who o,oo'llt up black masses of magIC 

or $Pdl r::Ner Wltn IlIack magICal maggotS," 

expiam Del Gashlkl. Evenwatly the 

Egypt.an-hke race gams control OYI:!r tne 

force. beCOrTIIrlII powerful W<IIkx:ks. In 

sharp contrast the WOlf clan IS a primal, 
fetal race mat has broken free from the 

LOtuS clan Tt1Cy' re strong and brutish, 
with SQlJat enoomorphlC bod<es thal gM! 
them <l'M:!some strength. enabjing them 
to carry SIege weajXl(lS on !hetr hacks a'ld 

OOncfl people OlJI cold. TlIey ride v.'OM!s 
InsteaCI of hofses. !lOO the horse resources 
are actua/ty' used by the clan 10 teed 

breeding WOlveS. 
Exatt CletaIIS of the dLfferent clans 

units are vet to be finalised, but Del 
casnllo elo:pOCts tile battle plans and 
taCtICS to vary more than the baSiC Unit 
tYP85. All the clans are likely to have 

vanarlls of Eastern archers. swordsmen 
and cawlf)' pM, of course, the hardy 
peasant InCidentally, the atter will be 

mod! stronger than 111 WillUalt or Age 

oIEfI'I(JITeS, and wiH mount a tl:!asonatlje 

defence of rus VIllage. 
It 1$ the nero who WIll add real 

character to ead1 clan 1hol.It11- Full details 
haVe yet to be revealed. but It has already 

Thl pus.nt birth r,llle will be logarithmic. Ind 50 u a vililge blf(omu mort 
dlfnnly popullled il will dedi"If, Buildln. nlw hUtli alone won't see It r!(OVlr 

• 
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Nearly everything in Battle Realms will have iI sound effecl from (Tickets 
at dusk to the clanking 01." b."lIislic siege weapon. Music will be dynlmic 

, 
:. ." F-

t.leen de\;idW the system W111 be based 

around Zen masters These masters are 
unIQue characters With spedal abilities 

some are lm:J ivldually good fighters or 
improve the performance of groups of 
UMS, others are spies or boost the 

economy You'll also have the opportUnity 

to recruit mon~s or ninjas 10 your side, 

depend,ng on your style 01 play. The two 
SideS are IOCkC\l in the.1 own timeless feud 
represemlng the struggle alYin and vang. 

A dif'erem ~ind of magic wil l also set 
each clan apan. Again, much remains 10 
be decided, DuI there are al ready unitS 
throwing cards or performmg Chinese 
paper magic. The attention to deWil means 

you can expect more than jUst a flash of 
s.moI:e from your wizards 

"one of my favoullle spells is used by 

one of the heroes who is a'ways drunk: 
says Del castlllo. "He has a huge dlslll lery 

that he carries 00 his baCk. which he 

drinks sake Irom all day. His l irst-level 

attack is to blow a flame. his secorld level 

Rob Sandberg demonstrate$ tile 
turn's rul dedication to Liquid 

01 attack is that he t>Iows a lireba". and 
tor I"IS thi rd level 01 attack he releases 

'the f't!oeRlX from within'" 

,~' .. ' 

, 

COOl and refreshing liquid 
BartJe Realms is halfway through 
prodoctiOll ~ at e!<.1ct1y the poim where 

in itial res.ults and enthusiasm can maKe 

both joUrnalists and deVelopers overly 

optimistic. Nonetheless. after the 

un,nsplring slog through what E3 had to 

offer. BaIlie Realms shines like the great 

hope fo r a monbund genre. where pretty 

graphics in the liKes of Ground Control 
are 00 disguise for game~ay going 
oownere.lt takes a lot to impress Edge, 

but perhaps even lTIOfe wi ll be requ ired to 

make Del castillo nappy. 

That meant more to me than 811 the-sales. . -:"--. 
"When money is the motivator 'I'Qt! 

develop sou lless products. SUi'd what 
~ ~ well as the 

'The best indication of s.uccess is 

what happened to me one time with 
Command & Conquer." he remembe~ "I 

walked into a store and someDOdy was 

railing to his fnerld about C&C and telling 
him lie had to buy it. That 'S rea l success. 

emerges, and when that happens the 

consumer rewards you with more nches 

than you could ever fmagll1e. And not juSt 
on the l iscal side but wth respect and !he 
kind of grandeur that COlTltlS with awe for 

the th ings that you 00. That d9E's~'tcome 

::%~orward 
Batik Realms 

will "'ture l'Iagic and 
heron of die laiI 
Master penunIcMI 

when you' re trying to make ~ 

something liKe Deer Hunter: ~ 

Ed's world 
The g;lmes irdu<;l'Y has gol it 311 WlOOg. ~ Del CaSfil10 
...t.en Edp menu"", its disappoOntmem "";!h tm ",cent 
n show Del 0.<;1;110 s.J~ too ...... nv ~ p<!OpIe a,,, 
.... t.ng deosfons based 00 tm le. 01 losing tf>eo, jobs. Hoe 

thinks this mentality is q,"""",S ,,~alMly and conlliburing 
to • ~lKIion in interPSt in vo:ieogames 

'AI tf>e high end. the b",'".... i, all .boot IIld1hematics 
oM loP'ea<J~ts: he notes "~mongs per stwe. rerum on 
i~ arod the s.J""" of the dotferenl p<!OpIe. !kJt ~ the 
It:twest developmenllevel II"s ~ organic - il"s mv dog 

died, mv S'andmo is sid<. l ot .. something that didn't sit at all 
~1"";lIlme\(l<ja-y 

'The btgger Comp.1r.es (It m IhaI SC>e<Xe ~ far dow> 
the p;pe as 1I>ey <.an, Wen what ltie'y shook! be doing 1$ 

trying to ~ the orga,ic; up"ords. 1'hey ID:.>uId try 10 

emb.-ac. the ~ proces .. 
"E~ larg.ely tr~ CO<tlj>.l ny is trying 10 mare the best 

short-Ierm cIeasion to maXImise tIIeir q<Jarterl)- """"'\le. 'MIat 
they ..00 up dow1g is t>uming up Ikences and br.od! and trtles 
tmt could hove gene'ated rr.ooey weD into !he futur~ 

, I~ rm ((IQ pISSIO('olte ~ to the poirlt ...ne", 

I SJI.! thong< I s~n'l IM the games bWness i~ 
~ ~ >rnI>ued me WIth thooghu and desires t f>.;d ~ r>/Id 
"10 __ tmt world witheri ng - rt toms me" 
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The .ction takes pl"e on a tanker and in New Yorit (s~ifiCillly 
Mlnh. lt. n). Expect Revolve r Ocelot. Otokon . nd l iqUid Snlke to 
return In an eJperienc. thlt should be sl i, hll, lon,er th.n IItGS 

WtI'1e Ed,t ;s the f,rst to admit the 
sequence NoS beef! expertly edlled to 
resemble a HOllywood 8CtJQrleI' (jUst as 
the ,n,ual MetiII Ge¥ SOlid trailers _ 

bati: In 19971. With lewtrve"game 
IT'()tTIMt$ (t!'IOugtI eYeI"{tIlIrlI uses the In· 
game englnel. tIW J'8SLI~ Is nevenheIess 
LIIlerly SI:JflO'1llI It off!'f'S tfle tl10Sl detatled 

garrtns erJ\Il/'OI'lIT'Ie!1t to date, made up 
of !tie most 1mpres.<oiYe VISUals ever seen. 

Yet producef Hideo Kojlma s ~een la 
sues.s that this is just the begllltli'l':, and 
the game w look better 51111 by the tt'llll 

It', reteased next year. ASk horn aboul. me 
earlyOlM!It¥lmem StageS and 1Ie'f' ao:rnlt 

to tletll8 disappOlllfed ,~'toa~ dreading tile 

, t 

, . 

we· ... probably accompl iStled half of 0"1' 
8081 fIOIln terms of the cOJ1"lPlellOt'l of 
.\he deVekIprnent, we'lIe reached SO per 
reol 0I1Ml/It we want to do: 

AtId what the team has acCOtr(llshed 
so far IS staggerO'lg. Marvel at tnEl wJo/ t\'Ie 

toI'remoar rain drops SPlash off the 

Cha'actefS' ~ is they Stal103 01'1 the 

"FOR NOW WE'VE PROBABLY ACCOMPlISHEO HALF OF OUR GOAL- NOT IN TERMS OF THE 
COMPLETION OF THE DEVELOPMENT; WE'VE REACHED 50 PER CENT OF WHAT WE WANT TO DO" 

.. 44 £DOe 

The DollI, DII II.l l11usICilI score 
. Iters 10 sLlillhe on-screen .ction 

jOUmeys 10 mr\:: as the team !also betI.rI(I 

the PIaySmton llel'SIOt1 01 MGSJ appeared 
tIf'IilI:)Ie to achIeVe what he hat:! OtIg'I'Iat,/ 

eJq)eCte(I. oeve~ 01'1 PS2 has been 
'raugttt wit" problems, though ~ 

programmers enJOVf!(l CM\It1g ~ wth 

new ways of 0YI!f'C(IT\IIlg obstaCles and 
etealil1g \heir own reds (mlddteware 
support toOt too long to armel. 

"'M'Ien we fOUl'll;lout what we cOU(l 

do \\11th PlayStauon2 we set a goal /of 
OI.Jrselvf!s: says KOJima-san ' FOr now 

oedc 0( an Imrlcate-ly mexleHed tanker 

(incidenta"lt, both !lie ram and SMKe'S 

pr~!SS are affect«! tJy v.,nd 9pee(I and 
dlrectO'l),lI'Ie SI,opert) light", tedJniques 

and tile ~ QUi! TV 01 the textUl'es 
tnrougtlOut tt'e envlronme~t - parbCUlariy 

CtI ClOthes. E..-erythIng iIllfleatS 10 f>e 
moae/IId rea.OS!,call',l. v. rh glass ana 
boWes sllattenng ,11 an e)(\reme!y 

CCI!'l"'U\CI~g rT'\amef (one of the fi ner 
Il"ICtudes a S-hootOl.Jt 111 tile 

tanl(ef's ~orage room, where Snake ta~es 



. - . 
...;, -; ... -, 

~ -"':. . 
1\'! . ~ . , 

CO~f tlel11fld a shelJ UM as his enemy 
snootS most of 100 C01ter1\S off II'M! 

shelves aboYe him). ana the ap()8I'eI1t 

lJb!IrtV 10 \f1toract Witt1 your surrtl\llldlngs 
as you WQ(J1d in real life tsnootlng aut 
hgtlts. throwfng a WI!eI caSll1g to attraCt 
a guara's anermon. Of uSWlg tile steam 
r'I Pipes 10 scao:I enem~ 10I 1nstar\Ce). 

Whafs also o/TlPfessM! oS SC*I snake's 
range of 'aaa! expressIOI'IS, an aspect 

KOjI!Tl3-SIn COllms 10 haYe causea the 
most heatlactles. "n!he demo It'S pretty 

81ISY bealuse you c.an11aYe dose-upll and 
you can just draw the lace that wa(."/1e 

says. "but !the hIrOes.t 8SDeCtjlS trymg to 
CDt'HPl'/ me emobOI\S oIlhe C/laracter • 

~ the !;,ost ~ons. OUt alSO 
hts actO'IS - in-game, ~use If you do 

too rrod1 !\ could InterleI'e Wltn the action 
elements of the gamepjay and we dOl'n 
want to do that Bot at tile same trne we 
warn to maKe sure It1at the player knows 

hoW Snake feels. Even In the vlOeO whefl 

the camera Is polling away from the 

ctla ract!rs we'le actually 00108 stuff 10 

. - -

• c'1·­~. ~.~« 

PRE SCREEN fOCUS 
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1'1Ie use of Ulhti", is 50me of the best Edle hl5 sun (_bO'Ie). While you're IIble 
to shoot In firstperson mode (Ior better a«UrIlCY), you'le aot _lIowed to mow in 
thllt vMw (rnllin). Enemy squllds adopt lenuine Itrlltqioc:: deployment tt!(hniquel 

SOlid Snake's face You jllSt mignt not have 
notice(! it every single wne" 

What Edge has notl ~ed IS snake's 
improved repertoire He can now look 
around corners, hang off le<!ges to hide, 

roll fOlWard, somersault, dri18 lKlCorISCOOS 

guards OUt of sight, hide ill KJeI:ers.. use a 
uanQuilizer gun, and plentyof 
revolutionary Dual SI1ocIQ~ated things 
that the team is not re3l;ly to dMllge 
"'Mlat we can ta lk about: offers KOJlma­
san, -IS the use of the analogue buttons. 
FOr example, If you normally press up 
when you're ,n a crouching posi\lOn, YOU'll 
aJw1, but if you press up quickly, you'll 
CrJI'J! very quickly. ItOWellef, ,I you do thill 
you' ll be making noise. Tlle same if you 

Kojima-sln Ind his team stlrted using ltgo to plot tht t"-'eve' 
design, but tht multi-storey nature of the stlges loon mldt! them 
ablndon the idea in favour of CC mlps on KCEJWs computers 

'" 46 £DG£" 

draw your gun Quietly - ttWngs like that-
Also new is the way gua.rds hunt you 

down as a team lather than as IndIViduals 
and boast better \e,-e IS of percep~on, sod1 

as being able to spot snake's shadow, 

"YOU haw a caplai!\ a oo-captam and 
\'NO o:herguys cooperaMg: Koj :ma-SM 
reveJls, "and they hifl/e d: fferent rOles, 
they I'IaYe different weapons and they 
all WOlk as a team to get snake" 
Furthermore, enerT'ies react to the 
weapon that you are carry>ng,"f« 
example,lf you have your hilOOgun and 
you run out qf bul~, they'll know you 
dOO'lllave blJll€ts any more and tl'ley'U 
come at you, but then you s.uddenty 
sw.tch to YOJf Stinger m'SSlles and they'll 
go, 'cm myGOd', ard run away to hKffl 
betlloo walls,- explains KOjlma-Sart 'Md il 

not all the enem>es have a shleK1, the 

captain Win instruct the guy w;th the shield 
to go to the front Also, once SnJke has 
boon discovered, everyone in the area 
tmows there's an intn.lder so then they'll 
be search'ng arCl.lrld In a d fferent way 
We're spending Or\e third of the Emouon 
Engine just on the AI: 

In fact. even v.+th a coosole 0' 1'S2's 
cal ibre, balancing the power at \tie team's 
dl~1 has become a ~cy aspect of \tie 

development "I\'S a battle between tile 
different pans of &e game: says KOJlma­
san. "HOw' mlJ(:h of the calculating power 
00 you want 10 use 00 the effects or in the 
motion or the models - wt'ie<e do you 
want to al locate them power?-

But you'd expect the PlayStat on2's 
alleged muscle to make life a little easier, 

, ,)J 
" 

--
s.ure¥? -NOttllng has really I:Iecome eas; 
with PS2: counters Kojima-san. "It'S 

probably become harder because there 
are so many-things that you can and have 
to do. Peopi€ can SPend 100 much time 
wo:rtI.ng on the graphICs and then tend to 
forget that they should spend elllX.lgl'\ time 

on the game~ay 
"F« exam~e, wtlat you see in the 

VKleo is a tanl:er and normally lna game 
If there are rooms thet you don't have to 

~Is it. tIl€fl you dorn have to create trose 
rOOfTl'). But wnen the game and the 

graphiCS and everything else becomes so 
rea li stic you have toc~ate these rooms, 
you Just caI1'lleave these p!aces empty 
So you end up creating an eng.ne room 
which you rea lly don't have to visi~ but 
it's lhere. When yoo have SOlid Snake 
be ing abie to vis't a room that he really 
doosrq nave to It can detract from the 
ongmal game and can lead 10 the col lapse 



/ 
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01 tnf I'.IIOIe CcYlCePI or even aI the Mes 
/lOCI the system • 

SO presoo\abIy tile d:la1tenge IS 10 

comtlint!tle variOus compone!llS~ 

"It'S 1t13CtJOI'I game. if!> got 10 play 

well, 0 got to fell righl: Ile says. 'r Claw 
the line ...men I start 8O:jing too many 
thangs lOCI W" the CPU power doesn't 
enab'e you III cOI'Itrol snake nght or ,I 
tne musK: anCI sound irtertercs with "'S 
mottOO. ThaI'S 'M1erll stop adckng detail 

.. ' , 

I\. 

W1t'lirl the game to malll1ilin the IigIV. freWI 
of gM'HlOIay ItIroI.Ighout • 

me CIW!gI.! 01 hallM'are has 11050 

alfecte:l the game's characters.. 

partJCularlV Mel81 Gear Ray - the latest 
II'ICamauon of the super ~ cenU'a! 
to the plot Of MGS Designed to corrbat 

the Metal Gear clones !ha! appeare<l 
arOUnd tile world after the schematics Of 

tne onginal were sokl 00 the black market 
at the end of ll1e piayStatKll11 game, Metal 

,\ IIJIlCbOnS - we <I!XIe<l moch more oetaII, 
wtllctI also adds to tile ClI'IeffiatlC !eel. 

"FI.lfICUOIH .. ise. MetiM ~r 1R3Y1 can 
go underwater It'S ampM)O()IJS thiS time 
and !Of >1 to be atJje to SWlm It's got to 

haVt! the proper stoapc: /ICIds Yoll 

GUARDS HUNT YOU DOWN AS A TEAM RATHER THAN AS INDIVIDUALS AND BOAST 

PRESCREEN FOCUS 

BETTER LEVELS OF PERCEPTION, SUCH AS BEING ABLE TO SPOT SNAKE'S SHADOW 

For example. perhaps r. on the tIeck I want 
11 101 0/ fa", arid huge waves ~stq 6fI(j 

Snake, I might not Mve anvenemy 
sokI,CfS there. Bul 'f I warn Snake versus 
marry SOIdoers, rn probably SlOP the rain 
or the waves - you know, I make tra(je·otts 

Gear Ray IS a formidable p/opo$ItO'l 

ana Kloks SUlkiflg. "WIth the power of 
P\aySlati0n2 you can add more deUIII, 
more curves and stuff to Metal Gear IRayl 
Itself.' prOCla ims the producer 'NOt only 
Visua l Stuff but also how it JnO'Jes and hoW 

Shlnkawa, responsbe for chal'8Ctt'f arJ:I 

med\anIc.aI design as '!'le" lIS OYefal' 
graphics supervis.on 'And ,fS got to move 

property to actually SWim around, so I'." 
worked on that aoo I glless with tne 
increased po,wrs of lne machine It 

-----
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The trlnquili,"!UII (.bove) hIS • _" imlM4l1tl effect if IOU t.!'fft 
.11 elllmy's hu r.ther th.n his Ii.bt.. Afthou,h very difficu t, it if 
possible tu fin ish MGSlwithovt Nwi", tu km 'II~ of your .dverHrils 

dtIe'Sn't move l ike a fOlXl! It iTlCMl'$like an 
orpruSnl,ltf::e 8 IMng tI1lng -" SO<1 of 
evoM!<! from a dinosaur 10 a mudl bigger 
GodZtJa-Id(e monster"" 

'MIIIe Shlllbwa-san l"I'Ia<es tI1lS soul1l.l 
an easy process" he". tle the first to tell 
YOO I\!Jmerous RayverSiOr\S were 

scrapped befOfe he settled on the current 

model" "And rm sure thefe are many more 
d"laraCter"S mat he scraps \hat I 00Ye< 

SOl, - KOjIf!&san 5a'A 1lI~~g "There 
was thts char.xtef called El MallaClii that 

we wanted to ~clude [II1MGSI" He knew a 

lOt alXlut mercenaries and you COUkl 
contaCt h~ t/lraug!1 theCooac. He"d gllIe 

you lI1formaoon alXlut a PIIrlltu~ 
meo:enary" but ado! after he sang a song 

aocI ',OO"d have to s.t througn!he enwe 
sorog before he"d gM:' the k"lfCM"lTIauon - he 

AI.in, theft's. lot of emphnis on c!nem.tiu, 1t10ulh .. pect the switchlnl 
between c.mellS to be performed [n I more detailed, mOle refined mlnne, 

dodr"t make n IntO me game' 

lnevtably" mary Ideas OM" fall to make 
It IIlto Meral Ge8r ~I(i 2 sons of I1Dcny 
One that should be included Is a clever 
method of self-dasslflcatoon" BY anaIysins 
11 set r:J specifiC actOlS early on in the 

8M1e the • grew &ell ¥id hobbles of 
pIayefs are oetcnr neCI and me game's 
SOO5e()t.jeflt !eYe1 of ~ and amount 
of blood are thM 80JIJSted to SUIt. It"s Just 

one of mIr"IV I"InovaIlOnS that tile team Is 
keen to implement 

TlIougIl more t'tan 11 ~r away; tile 

end result prOllllses to De more 

momentous than IMII1 tle oogonal was. 
'We know how much c~oryone ()IJt there 

exoeas Ircm usand that's put a I()tOf 
pressure on us: admIts 1COjIma. "But at the 
same lIme we would lIke to come up 1'1'11:11 
somethIng that IS great. and to dO thst first 
of all we I:nOw tl"lat there are so many 
\t"ing'; that we can dO and \hat we WoWIt 

10 do, ana so wn.at we are doing now IS 

to priontJse v.tIat we should dO 
"All we"ve cornpjeted so far is the 

system, tile engme From here on we 
have to come up with more characters 
and bullCl all the Stages to COWICiOe w<tI1 
the ern.re game, the Stor,1tne_ BlIt there"s 
san so I'11UCh more 10 00." 

TIlere IS absolutely 00 doubt 

ll"Iat it WIll be worth the waIt. 
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Over the next 30 pages Edge reflects on the highlight of the videogaming calendar, 

reporting on the hottest games in LOS Angeles, and using the opportunity to catch up 

with some of the industry's movers and shakers. (PlayStation2 owners, look away now ... ) 



PlAYSTATlON2 

• 

T "'" ""')<.>Iq 01 
Play$tabon1 ~ on 

ofIe< ~t £3 were 50 far off 
the ""'rk Sony 00giM!tv 
cLlomed!lS 128bit machine 
",~bIe of that vou could 
fo<g""" those beginning 
to doubt the 1'51', true 
compuMg t"OIJ5de.lM1 i1e Metal 
Geat Solid 2 soon had 1T\05! of 
them qu"""ring In their t>o<m. 
the appe~,~n.ce of Hldeo 
I(~'s roe>:!~ Sn;Jke 
~ ooly served to 
demonstr~~ the gap that 
neorly ~ eI5e t>as 
to"",keup 

Evelywhere vou tuH1f.'<l 
there would be a deveIopef 
wmpt,inmg 01 !he dIffiadnes 
~ 1'1 programmong 
Sony's new twrct.;are. 
~ 1niIolbItants.. more 
...xaI than rra>I. bmerIv 
altJ05ed the rnacI'wle's __ 

ah.Jsing and ""P-fTWPP'"S 
capability. H WI!"ll ;,0; far ;,0; to 
doIIim it regarded !he problem 
hardware rN!ed, ¥Id the<~ 
no! the deYeIoper's 
~h!ytccume 
up with a sohAJon 
A~dmountcJ 

fIoo< <;pa<;e on !he Sony 5I.V>d 
.rs.e!f was ~ to the new 
mach'ne's DVO ~ 
taalrty. with the ""'ionty 01 the 
re""'tOIIlg ~rea concentratIng 
on !he more inte<actNe form 
of the entert.Jlnme<I\ the 
Pl.JySIIlbOn2 C'ln deliver 
Rolling demos of the lecently 
anJlOllnced SCEE~ 
PS2 8'1T>eS p<OIIe(! reasor.ably 
popular (~N~), thooJgh 
the few crowds ltI.n formed 
~ to p<efer the lMiable 
demos of current ~ 
rele.Jses and fonhcoming 
software...m dS GJpcom's 
Orurnus/JQ (whdlle.atlJfed 
dVriK.ter.i that I4ded to 
ntegrale COflIIWICingly 
wrth the ba~, 
ar.:I dbous 3D fighbns), 

ClYer<tll " rbnna lad 01 
quality software was evident 
.ten:r56 !he show. Son'( may 
have held in. ""'ad high at 
posI.shcJw industry t-hes, 
conliOent 01 the impending 
sua;es'> for It5Ior1ho::ming US 
and EUfo launches. but Eq'" 
no longer shares any of that 
asS(,n.mo::e. A!. good as MefoI 

Gear Solid 2 may fI<O"'e. one 
game alone doe<;n't gtWan~ 
Sl.lC(e5s 10< a platform. hIst cl 
Ninter.:lo, who'ie 1>164 console 
ptO'Vldes ilCC.eSS to the world's 
(Of! mree II!Oeogdmes of an 
~me (_ ESO). 



l1me5plrtters 
Former GoldenEye learn members Free Radical Design join the PS2 development big league 

with a refined firstperson shooting enterprise with its sights very much set on past experience 
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In, dirk stUtl room at El 
Edp h,d ;I fourpl,yt!. buh on 
fRO's temptinl rimeSp/itttn. 
Whil. $0 '.t little of the 
structure ,nd ,.m. pl.y 
elements his be'n ~yul.d, 
the onl/ criticism .t this stilt 
would • Ihlt some 01 the 
wupons feel. little dated 

PlAYSTATlON 2 

o neolthetew~ 
PS211tP; ~ B. 

lmeSp/trf= IS ~ up 
r..m.e. 5tTIOO!hIy. The emphtsIs 
15 very much on .t(rut,ns the 
atmosphere of the Doom era 
~ lime when more then a 
m.ounum of thr~ ertemIe$ 

would be encoonlered ., 
once. The wor):.·"'ll'ogfe'5S 
demo Edgt pt.,yed at B 
W<l'S imp<essive, WIth ~ 
~t.Jn! refresh • .ne 01 60fps 
~nllnt!: wme host*1 
~!atu.~and 
parocuI.JrIy solid looking 
I!fIWOOrnenI$. COr>IfOI uws 
the Dual ShocU's two 
aMiogue sids - rr.ronng the 
~ GoIdenE'f'! corrtroI 
f"""",ed by sea~ ~ 
- and IewI ~ app9f5 
m1e1ligern1y tt>ougI1t oot Voo 
can also build \'00' own ~ 
using an in--boJi~ rotor wtuch os 
$Imr"icJty ,!!;elf, ~llng YfN 10 
build (Omplex mu~~ 
il/eNi ""th ~5in8 use. 
Erpect 10 5ee this on the 
~ <~ the 0Ct0/;Jef 
26 Eu~ PS2 Iaunctl . 

• oe.eIOper F ... R_ OflIlft 

• P\aII,:I/Ier (I ..... 
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CXk:tVVorId:Munch'SCXJctysee 
Oddworld Inhabitants returns with a 128bit~powered second sequel to one of 

A nother lfISPW'ng PS2 
forthcomll'18 "*~ 

CUfTefltly seI IOf I.runch, tIus 
tiJTll:' hom ~tformins 
~tu'e suple'I1lO 0<I<;M00rId 
tn~bllants. The actioo kM 
entl'red the 30 re~lrI\ bYt 
ratr\'l than demonstrate ~ II Of 
the uSu.!1 Pfob~ associated 
wilt! such a move the 
dev..1oper ~5 laken ~ f,esh 
app<'oach b)' offenng a dynamoc 
came'" sr.;tem ~ ensures 
opI IMI 'Iiew1ng.vld fram ing 
poSItioos at al MI6. ~urther 
prornr:s.ong touches ,ncIude • 
cootroisystem tho1t ('()I'O'Ibal$ 

v.n.n the deYeIope< terms the 
"vir:u.tl idoot p/1enomeoooo,' · 

• ~ Od"-Id '""-bit ... " 
• P __ In'..,r ...... 

.... 54 £DO. ' 

the most popular fra nchises to have graced the PlayStation to date 

""tawg aspects ~ as 
cha,0Kter5 gettong stud in 
W<lll!. ~nd Ilavong to 
demonstrate pmpoont accuracy 
wfII'Il oKWatd'lg switdles. III 
MOJfI(h'5~. your 
cnaracle! automabc.a l~ deIIec1s 
from any wall you moght crush 
your polygonal nose on and 
switcl\e1 have a generous 
tr'ggef area In Ofde! to promote 
smooth ~gation_ Th row in 
,nll(NatNe pc!'oY«-up5 and 
M!apoo!, RTS elements, an 
I'I'IgroWng n.!I"a\l'ie, 60fps 
and p;ck-up-and·pIay cootroIs. 
IIId Odcfworld. Munch's 
~ Ioot-s ~ beoom,ng 
an enoong P'opo$IbOn 

Munch's OddYJee makes particularly eood USt 
of nehtlne. For the dtnlopet, eameplay is king: 
for inslance, tnrything in the world is non·lethll 
until yo u can adually see 11- by turnine a corner, 
for enmple. This Is lust one of many touches 



Thu. offici.1 5hob from 
LUC'$Am .re 50mtwht 
misl .. din" u In pr.dice the 
I.me d~$ not offer such 
clun polygon .d,u, M.nr 
cr.ft from the movie will 
'ppe., In the lin.1 I.m" pluJ 
m.ny 'Iiclion." ontl, too 
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Starwars:EpisodeOneStarfighter 
lucasArts isn't being shy about exploiting its licence-to-end-all-licences. 

and PS2 owners will soon be able to feel The Force in this space shooter 

B Med U1 the 'Eprsode One' 
lllTlt'line. Star Wm' 

E~ Orl<' - Slofflg/'l1!f w'" 
the ooIf PLlyStd\!On2 lllie 
~ offered "om its 'ilIlle 
"I the LA COO'o'mbOO Centre 

The <iewlopmen\ ream IS 

~Iriving 10 recre<lle elE'meots 
th<It "",de ~ Of The 
Empire" hil on the N64, WIth 
dose-wmbat dogf;ghlS fomung 
the lion'~ shilre of the~, 

Combat tak~ place on the 
wrfilCe arid in ort>it of several 
~. bot The ~ IewIs 
appo!lIr mlXe 'mpressrye at !!Vs 
poJinL wi1h grourld de\ai 
Ol'iIled p'ocedur~1ly tlwnk!; 10 
5OI'TIe impre5SM' lJ!.e of the 
PS2's _ unllS (by he.!dmg 
into O<b<L then turning amund 
10 SUM:"!' the pIaod suiace), 
""I!h po/rsh. one 10 wa!dl 

.~ Ift- """ .. 

• PUDItsIIeo lut ..... n. 

MaddenNFL2001 
American football titles are, predictably. big Stateside, and EA 

is wasting no time in giving the game an 128bit makeover for the US PS2 launch 

oslolbly the mosl 8'apNcalty '"'p'ew.oe of the many EA hMlCho<.es uode.-goIng. 1281>11 
trans/orma\lon.1rIoddm NFl2001 ~ t.l~ the Ameran football vir:\eogdme 10 new 

hetght5 should ots playabdity matdI the.e'5~ Deuok such as reflearve pIayes' hPImets, f60al 
~lt0~ (II'ItIo.od,"II: eye moo.emen: tor bail/pQyef TJ;K\lns) and the q..alItf 01 textur~ ensu'~ 
th.JI - VI5uaiIy at INS! . thongs CUllenTiy look VI!IY p'0I1'1ISII'g. Expea an October 26 ,eIe.- (US) 
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!CO 
Another surprise SCEI development to add to the growing 'to be released' PS2 library, 

A ppoe./Inng 11'\ playable loon 
on !hi! Sony stand. /Co 

is IK1 action RPG lot! '" a 
f~ntas~1 thtee-d~1 
'MlfId fillo!d WIth platfoon-heavy 
caslles, puuling dungeons &f\d 
less confined erMfOI1ments 
suc;t, as v..sl f~. Conlrol­
wi-se, !he VOOn8 hero on a 
mi~ioo 10 ~ a beautiful 
pnn<;es$ is t!Sily ffifnageable, 
..s 15 !he camtl"B system. Tht 
3D fighllf"1g stquenCts flow 
WIth little to no probltms. 
The graphtGllM 15 ~tt. 
though I~ and artom.won 
art ~as;1y abaw aYefage. 
IorIcJwbon COITlI!S maonly in 
the forms ~ owonet'l5 and 
eoIapSble enwonmenlS, 
though much was left III\YeIIed 

Ica would seem to offer slightly more than the usual aaion-RPG fare 

Gunslinger 
lust as the Westem has fallen out Df favour with film makers in recent years, 

c oming from !hi! team 
bMif\d Otd.an, thts 

was OM 01 the surpnse f'S2 
lilies a1 !he ~. A ~dpe<son 
arooo-RPG. !he same o/fefs 
many st.Ipie compooenl5 from 
!he Vl'ik! west mOV>e ~rt. 
such as gullfigl1ts. s~ 
h.jadu, 18. bfeaks, gambirng on 
card games, and hOfSe nomB-

Thegarne'ss6I12momhs 
from compIenon - aocl dodn't It 
show at B, WIth I rough hme 
rae aJld • number of Ioat>orI5 
dlSbOCtIy lading in detad 

aut the central premrse IS 

<.'JI«IItnt (VOO can <hoose 10 
be ~ a de.m-lMnS good 
fM 011 gnuIed 0U!1aw). and 
the ~ promISeS to be 
taking the goenrt senoustt-. 

• ~ SU .. MI"It ..... 
• _ ,t.cUvloIon 

so too has it with game designers. This title intends tD redress the balance 

Ono! of the d!sappooI otme,!S of the show was se&"08 I1le I1b'fd b; NtX EftOI.¥:1> 
11 adIOII.l.ooUls ~ ike IK1I1'JefIlge ~ PC """"eo- woth 
signllic.ant frame r.ne problems, rooIIw1g 11 the footage ~aled Iuw 
EA's game os w.ety to rnr:ow: the geno'e forward (..s the pubIi5her Md origNly 
pror1'IIsed), lao:bng. ..s ft seemrngtv is, in II>f ~1IOI\¥y Iooches EA i5 
Q/lrentIy targettong!he PSl October 261wnd1. Thtr~'s stiI time to improYe 

• Ot'<oIlO\)tr EA G.mtt 

• PO>!)I,tlItr: 'n·~O<I .. 



PLAYSTATlON2 

GranTurisrno2CXX) 
The king of all racing games appeared at E3 with some more selectable cars and a 

couple of new versions of circuits, but overall the title looks the same as ItS last outing 

11"'lf-l'y"'~·~-:llTrack&Field 

K azunon yamau:n. ~ 
'" El WIth. new ~ 

onco!pOfatlntl !1'Klfe o;tIeaable 
cars (Lot".; ~ and l.anoa 
s"iltos, for inruoce).tnd lKl 

~ ~ 01 the Se"n\e 
trad and the l.1gvM S<.-<;.. 
arcuot Although Sony waS 
~ to provide SClffnsi1o!s 

of these, the glaphics !I.wen't 
cn..nged s;rn;e £dp !itst saw 
the game i!5 Y.mwuchi (lnd hIS 
team ""'" roncffilrati'd on 
fnishiog the dyroam!CS. v.fIich 
are WCI!IdoerfuIy re!iIled ~ 

~""'!W,IW~ 
a:.og WIth at ~st two new 
trad;s (botsed on Mc:onKo ard 
~). Thellllekas~ 
~ fo' a very i.J1l' 

"""' ..... 
• ~-SC{! 

• _ I'OIypMtlJ DiIl .. I 

Button-bashing bastion of the athletics videogame goes for graphical overhaul in its 
next-gen incarnation, with the developer opting to use motion-capture of pro competitors 

A 150 out 011 ~ 
(ard pos$IbIy eo.oery omer 

fOI'mat under the ~n8 $Un), 
the tatest Tr<ri & FteId !die 
I-q>e5 to nap 00 the Sydney 
Olympia; b.mdwagcn as a w/!rf 
to combat Konamo's lad of an 
of!iciaIlanc~ (which beoog5 
toATD'sp'~ 

"'t~tJOn of the events) 
~si<Jn,1t athletes ~ ~ 
rooliolH,ap'med (a lint fcf the 
series)"';(h 500 0I 1hH lICtJOtIS 

maUls ~ into the fir>.'II 12 or SO 
Nenl!.. n", IT\aSSNe ~aphoI 
0YethauI coonodf5 WIth the 
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lISarQde~~ 

~ acmn. ahhovgh 
1bs prOOably won', ~ 
the g.roe more pI1!rfable 

. ~tn-_H 

. .... __ Ko ..... ' 

LooIuns e loos way off ~ I<.o:narn kas ~ the 1'$2 can do, Sm..pr's 
IiU'1 (formerty krown os Gctaw:ly) '" ~~ proITIISeS poIygonal-b.tsed action 
~)'lOJ gel onvo.\oed on~, dw.;es fOI' S!Jjt~ hA '* COtl\f~ One 01 
the game's II'lCft! onteresMg poonts IS the aboLty to IOStruct your CPU <:om'~ 

to ~ WIth ~ t>omons '" on 'IOO ' !ide, !1thougi1 the sOON ~ 
roro::entrated on the ~ 'hold the bneI=e' ~-ty?e combat 

• ~iOPt1 ~O~klt .. oamu 
• Pu~Io"""" !n·~O"H 



P lAYSTATlON2 
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PlAYSTATION 

MedaIOfHonorUnderground 
Dreamworks follows up one of the hits of the last year with a sequel that incorporates helpful CPU 

characters, new locations and set-piece action sequences into a story of the French Resistance 

ThOUlh it's hard III tell from the lilhl hind on vi.w, the 
lead ch.,.cter in Medol of HOflour UfldergroUfld Is 'em.le 
fnist,Iflc. 'iCht.r M.nlln, whll pl • .,ed • suppoftinlfole in 
the orilin.' •• ml. The stqu.1 follows h .. UfUr ffllm 
fledlinl French Rnltl.nce fishier 10 h.rd·nond ass 
(Office of Stfll' lic Slnricu) Nni·bulchefilllllp.fltin 

M Na/ Of Honor w;j;$ one 
oIlhe best noo-franctuSO! 

8a~ 10 appear on the 
f'l.JySldUOO in II'H" last 12 
momns. A sequel is now d~ 
10 ~~ ~ one year.me< 
me Oftgmal and the I!"~ 
Ioolo:.s Ijl<e ifs going to s.u""""" 
sernfl5<ltlOl1 hooour intact. M 
UmA"g'D<Jnd WitS one o! on!)' 
two ~tatlOl1 f~tpefWn 
~te<5 (\he othe< beingAJiffi 
l?ew"edJon) that uugnt and 
held the eye. 

MedaJ Of Hooot combonN 
stealth ga~ wiIh dll 
1!ITlOI~ World War 11 setOOS 
10 powerful Or<1l'l'\abC f'ff«t 
¥>d, MI\Iral!v, his lemurs 
!he ~s stronge5l SUIt 
but deveIope< fM~ 
Jr,tef/lOllle is de¥Iy intent 
on ~ a little extra. 

{Il!e< lhe 'buddies', 
-"CN<oo_ 
dlarKte<s lIlSpIfed by !he 
O'l'e<actM! 'Bamoes'., HaJf~ 
9odd.e ..... fall onto lhe 
~s rtvan ill V¥ious ~ 
of II'H" ga~ iIIld .... re5pOlld 
10 I few s.mple a::rnmaoo. 
ilo:e "''''gmet1 in a fIogh\ SIm. 

HaIf·Ufe dl50 showed 
how lewardoog 'ieI-j>ie<:e 
«loon sequences could 
be ill fi~ 5h00rers. 
Once agam Dreamworb has 
t3keo the we dnd Introduces 
NazIS atop motorcycles. haH· 
trbCks and tanlo:.s. 

Bul while the bIg gvfll; 
promIse IlOIse, Sleaflh has 
OO! bN.n forgorren. The ~ye< 
~;ns as a member of the 
french ResistallU:, arK! 
Dreamworl:s has abened 
~ rnfUtraoon by ~ 
a dosgIJl5'! mode. This adds a 
~ Iiju re/iellO !he gunplay, 
oIlolhe pIayef GlO paloS twnseH 
011 .ss ,)fl offioal ThIrd Rerlr 
photographer, whipping 0lA 

a~abefore~ 
NazI guards who sIJ1Lio a p<M 

before bemg upped by !hi! 
playe<'s ~ lugef. 

a-ty, Ihm, Oreoll'l'Wmrks 
IS at pains 10 ensure !ha! 
__ Of '*""'" 
Underground IS a worttry 
~. Expect graphical 
rweak<;, new weapJIYy 

arK! ff~ Ioca1lons sudl .ss 
Morocco dnd Italy ;ocO<pO<ated 
""10 a oading 51ealttKhoote<. 

• ~""'''''-: 1I, •• mwor1c1 

• Puw .... ,· EA 



Spiderman 
Even Peter Parker would wonder at the sophisticated way in which Neversoft has handled the 

videogame transformation of Spidey, working his skills into an eminently playable stealth adventure 

Spidelm~n goes through hi1 web-swincin&. crime-slopping ~CI!5. 
Comic strip aficionildos ha" been keen to disoover which of 
Spiders arth-enemin will .ppnr in the ,ame. Rhino and 
Scorpion hne b«n confirmed, but there's no word on Or Doom 
01 the Green Goblin yet. Each super'tlillain hllS iI unique athiUes 
heel whkh Spider (an exploit to def ... t tllem at the end of 11 level 

Despite the WUes5 of Drno Qisi<;, Olpcom...orl:.ed hard on the seqtJel. The 
game has movt><J into lush, prerendered jungle terram redolent of 'Jurassic 
Park', The lightning dino a~ h,we been reb<lkmced 10 gM! the p~ye< at 
least ha~ a ch<lrKe. and 'aptOl'; now attad ", pilCls - even d they are almost 
too ~tant In their a!lads at bmes. However, the ""'e!elon of ~ propel 
re~kime dioo-hoffor g~me is firmly In pklce ~nd Edge now 3'W~i\5 the i\e$h . 

• 08"'10;>0' capo:om 

• publisl>e<: vl,.ln 

5 p>t.iermon was the 
PlayStation game of 

tile! sh<:m by a MrrCWV 
m~rgin, nudgmg ~ne<ld of 
the competnk>n tNni<5 to 
an inrKYV1ItM' approach Much 
I>hookl pr~ to be the pe<fect 
tr~l\sl3tion of the comic strip 
~,en<;e to VldEoog<m>es-

£;rl of the weklingef's 
s.ll'enl 1'0"""5 MS Ioond a 
ni<;he in the g.!ne, pIlrhcul<lrly 
hl'l wall-dmbing prowess. 
Sounding Irom skyscraper to 
5k-v=aper, 5<;aiing wen",,1 walls 
and spmrung a 5tlccession of 
si1k-b~ rl3n~s rTIili<es lOt 
fast-pIlCed, gripping g~meplay 

Spidey ~ pe<f..cttv suited 
to stealth play and de\teloper 
Neverwft h~s exploited the 
opportunity. Few other 
videogame characters loo!<. 
$0 comfortilt>le hiI"\ling from 
the ceiling - v.toich turns 

• [)eW(o>per' Ne-<ersoft 

• puDll"'e, ... <tlYlolon 

PLAYSTATlON 

uans!u<:ent - and Sp<de=.Jn 
is abko to Qa"M ~oo-.... 
u~g secunty guards 
and re-ell ~ without 
resortJng to violence. This is 
~lways an option, though. and 
Sp;dey is emInently equipped 
for fisticuffs. AdltanL1ge is 
gaU1ed if the supffi1ero CIIn 
gain the eleme!l! of surpm.e, 
triggering spec",1 ~tt3ds 

The IISe of web power 
pIlrtlOJklrty helps to capture 
the ~r of the comic slnp, 
and the Spidey senS!! even 
tingtes (an icoo fliders at>c:Ne 
the 5tlperhero's head) when 
enemies ~re do<.>e 0<" puule 
require.. the play~s MtffIIton. 

Spfdermon appears to 
t.ave rt ~~. One gjimpse of 
S-pidey swinging. dropping to 
the floor ~nd then bounding 
01\ to a ... "11 should be enough 
to corMr'la' any doubtff>. 



PlAYSTATlON 

TonyHavvk'sProSkater2 
A return to Tony Hawk's high-grossing world is in the pipeline, complete With new bail 

animations, enhanced graphics, and the opportunity to design levels for a wealth of fresh tricks 

Tony HlOwk contributed 10 .rut dui of skiltinl upertiH to the fint !,m, 
IOlthoulh. by his own IOdm,uion. he hiOS hild less ,nput on the Hque . 
AppiO.enUy IOIf the tricks futured lit possible. thoup m.iIybe not in combo 

Drr.tf!f meets .liOmes Bond OH EA ~ a !toIler Ioceoce ",,\h a poI'SUIl game 
b.!sed around claSSIC car chase sequences from severoJ! Bond filln5- The loIus 
('QaopussyJ, lhe BM\\' ('TO<l\OffOW N-. o.es') arod. of totme, the Asian 
Martin OB-1 f~lure agaWlst 3 plDOeSsoon of filrT!iloa, helKOPlef and moIon:yct.­
borne soons. Eutectmy>. (rem! Dnvo,,·) is on the tol5t!, ¥"od Edle hopes the 
urge 10 dean up on the bcence won'l SlOP ~ plod\lOllg a fir<;t-ciass gamo! . 

• o.WlIOt)t< h~.eh", • 

• ?"I)II""" fA 

T he seqoeIlO one of the 
b;ggest PiaySt.1tIon g.Jme5 

of 1999 can hardly bo:! '8""ftd. 
~rtlruk"ly 'fthen it looks §Cl 

<:hcnc~ . a.,.rIy there ts linle 
room foI wilo~~ cha~ 
10 the formula, but the 
r~enl5 Neverwft has 
made . re cernu"ly worth 

foremost among them ts 
the ~I e.d LIDr, which 10; simple 
to use &I1d enables the pIa~ 
l<) pl.,o:e objects drawn from 
a IClI:Ktrong r""se ¥oond a 
5kate park. Added replay .alLt! 
islhe lflIemon. though 
....nether mo5l ~ WIll 
t!rPf the ardUOl.lS ploce» 

oIlewI b.!~ IS~. 
Am.:Iteuf eflorts .re more Iil<etv 
IQ prodUCt! ~ y~ 
~.-- tnds. sb~ 

parb and some sp«t.KUIir 
combo sequeoces. ....... 
leitures are ~mrted, though 
fooling and b.JI.trOCl! indicators 
'- t-m ..dde<I to hep the 
player adjust md-tndt .nd 
Wetd! out the m::lYe. ~ 

~.'emainly 
graphicaL SIT"<>OIher 
anomatioos, fl'lOff' .t!~1IC 

textures &I1d bigger sk.l:er 
~ .u conll'ibutt! to the 
enllaoced ....su.I-;. Tht! iII!W 

~iI animltions, I'oowevt!f, 
. re a signfum improvement 
For e!<ample, pI~ can now 
lose their balance, topple 
~d<w¥&.i.nd squfri their 
bo.lrd III tilt! <.lpp<;l$lte direcoon 
NOlhing 'MutOOllluy, but st. 
d worthy deIieIopment that'D 
undoubtedly be. big hot 

• Oftelop8r, N • • • rool, 

• P\it>lllMr .. cUvi. l"" 



PlAYSTATION 

Driver2 
Step back Into Tanner's shoes as he does his undercover thing around the streets of 

Las Vegas, Chicago, Rio De Janeiro and Havana as Reflections follows up its 1999 belter 

A1ienResurrection 

rnp<Cl'Ied s·~ 
grNter Irat& &.nsrtv, 

decent plol ¥Id leaOus bug­
~tlng a.e ~II on the ..ard>; for 
~~Io 1999hitfJritlff. 
E>:pect a splilS<:'een. twOpIayer 
'''«' and PU<5U~!tlOdE5, r.ew 
sub-games and dlffe«!flt ,~~ 
(lAs Vegi!s, Oocago, RIo and 
~a",,), The """,s,neered 
~ine un ~ndle ptaytf· 
chaf.tC!er Tanne. ~S oul of 
h's Uf, ~ns down suspecIS 
and C;omtT\aOOeenng a"Y 
..ehide he c;,n stop. Curved 
fo.xI5 and ffeeway ~ 
ere ab<> mduded. Driver 2 ..... 
dearly ~ an impr~ on 
evef'( reg«d CHef !IS 
~, but doe5n': look 
~ having the ... me ""pact 

.~· ~_tlOft • 

• f'IAII'oht<" '~foI""'" 

After a poor showing at ECTS, Argonaut has turned this tale of firstperson terror In deep 
space Into one of the titles that looks most likely to do it for PS In the coming months 

A /;M ReslJrrectxJn looked 
~1Iir>g al fCTS L.!51 

yt'ar, but 's now a first;:>e...oo 
5hootel trnl rN!f,rms lalh 
in the ~t.3tioo. The game 
kx.>I:$ stunnong and ~s I<!ken 
~n offbeat approamlo the fPS 
....ttich brillillntly COI'IYeyS the 
inten5iry 01 the films. ~ 
are cast all around, and when 
Ihe dijens do <llliIck they 
l.Jundl them5eNes from 
wa!}s, ceiJ,ngs and f\oor5. 
.o,side from the rIM vioIefIce. 
developer At&o"-'UI ilSSUres 
£dIe Ihe game.....,] Ioo!.e/y 
loIlow the plot oithe ~Im,. so 
hurn"n m.Jf'nes. "lien Queens 
and duboous hybr><h WIll aR 
~nd IhemseIw:s in the playe(s 
SIghts dt some poont 

. ~:""-~ . 
• _ f ox " .... ""', .. 

~in much ~ form ~ II$AIpM ~elast ~ 
~ Mllro i$ conwrs along n.:eIy. dISplayIng ffIIn pI.Jvef-ffiendbnes.s ",the 
gamepiay depanmenlihan the ~~ preYi<:>us att~ Throsher, Skate 
, Dewor· Control IS fIu,d and 'nlurtrve and the <11Od;fie< optioo ope!l'5 lip a 
hu~!rid< repertOore l'here 's compeI,loon, howeve<, ,n the form of Nevoersof!'s 
Mal Hoffmanlrcence (see ~s). but Z·.ws may ~I puU it 011 rnis lome . 

• 0. .. """, Z· ... xl • 

• Put>l i.tllr "'cc~i .. 
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F ~r IT"IOI'e <onfidentIy 
than could Mw bo.en 

predicr:e<l, Seg~ of Amerio:.a 
~ E3 to ~ I\ornooo the 
rneYl<lge!hat it's; 'Taking 
g~mer; where &"",illg is going' 
iMli~ It rightly beI~ th.Jt 
pla<:e IS onbne, whet~ a 
56Kbps modem is the right 
veh>cJe 10 go ~ Wi>Sl!'1 

all iswe it d>o\.e to ~dd r~s 
Th<It <!Side, $egd'S key 

Ameri<;.IoIl market W~5 ueate<l 
to ~ slew of top titles. S~ 
~ga'nst the t~l'f>ng pi~ of 
undeo'~ PS2 g.Jmes. 
1355 0laIIenge. Quoke /11 
.woo, Qn Trrgger and dozl'f'lS 
of 0Ihe< networ\:.abie games 
~e<l ~ force to be ,"'""" .... 

Re.Koon from industry 
bglm.to ~'s showong of 
9().pIu5 btIo-;, of whoctr 40 
per un! ~ cIMned to oiler 
onbne ~ ...... WdS I.:IrgeIv 
pc:Kr1M'_ ~ [Mamcast 
btI!!s _ noI.1bIy ~ from 

the majomy 01 thirdp¥ty 
pu~'200!~ 
~_PS2~1 
h.ls quietly bled Or-edmcast 

dry of roew g~ other r.h.:rn 
trose Sega produces ItSelf, 

VieY.ing the selection of 
in-hou5e (or nearty 'n.tloo5e) 
b~ ,I IS also dNr r.h.:rt 
DrealTlast development is just 
gettmg into its stride. korn Jet 
Grind Radio to Metropolis 
Street Rac!!f, the tedlni<:al 
potency $egd'5 madline IS 

CoJpilbIe of was ullOerlir>ed. 
Ironl( - ~nd unfortullate for 
Sega - tIlat thrs should ilappen 
just as publi5he<s .re pu~ing 
the plug on IX: development 

s.ega'5 European operatIOn 
~ ~ Il'ure al n, ..... th 
ao Jf ~ opt.lg not 
to attl'fld. The ~a!eIy­
needed announcement of a 
European price CUlladed to 
happen, although ~, Ed,. 
went 10 press retail d1M1 

0rII0ns ~nnoun<ed rt w.JS 

offffing a DrNmcast WIth 
a lead title for £\45. 



OUtTrigger 
With competition hot in the firsperson shooter genre at the show, this simple, 

The vibrant. IUp4!rbly d.I.II.d, 
flSt-PJlttd .nd wonderfully 
(ompellln. world 01 Out 
Trigger proved popular with 
the El crowd with Itll50n. 
EISHy one of Ed,,'s lavourlle 
I,mu from the LA-bind •• po 

straightforward title, which hails from the arcades, proved a winner 

DREAMCAST 

o ~ the .<t5h 01 qwIoty 

""""'"'-' '""'"'" shooters 01! B, ru TI"1f}ef 

~ IQ be one of the 
most compelling on offer 

This was partlCU~r~ 
stran!1" conSde<ing the less 
than r~ptu'ous re<:eption of ,IS 
Naom, Incarnation. But. lnI4e to 
\ho$e fOOlS, the Dre!mc.lSt 

Wfsion of ()(Jr frigger Os 
eoc"eme/y simp~ MId 
slla,ghtlorward IQ play. It may 
001 be a classic fPS (there is 
the opbOO of a Itmdproon 
view) but it doesn't ~ 
dround WIIh any Pfeten!>lO<ls. 
The go.tI is~. iras 
opponerm as fast as po55IbIe. 

v.t.iIe the .m.»e versoon 
IoIJo..wd a stand."d FPS 
format. using .. pystrl to 
move ¥Id a trackball to look. 
the ~ ~ IT\IPS .. K 
~ to the analogue 
stD. ~ waling \YIIh 
!he ~ VhIe INs durKy 
setup pI.-s ~ 
d&oncertIng. it's weI matched 
to the restriaive ""Iurl!! 01 
IIWIy 01 !he ~ The other 
bottons ate \Md to fire, cydo! 
~~ iI<Id jump, but the 
game will ab<! support a 
mouse/k~rd WIUp fOI 
p!aye~ .JVefSe to the pypad. 

The graphic.l l ~ is 
coIouIful and the ta'8"~ng of 
enemies OYer the top. ~e 
are 1(1\$ of ~klefined power­
ups and fu~ r~nge5 from 
guoded m,ssi~ to snrper nfles. 
Most 'Nl'3po11s ",n provide a 
single-shot ki"_ 

As WIth most f<lfthcominS 
Dreilrncasl game<;, as ..ell as ... --, 
~ mode, up to four 
~rs are also ~ 
~on.~or 
oohne vra Segar.et 

.~"'M2 

• ru........," Up 
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QuakelllArena 
Online fighters had their first opportunity to size up the most eagerly awaited 

Dreamcast title to date, but it was too early to call how the game win fare overall 

GraphiuUy the (onvel5lon currently app .. rl laithfullo its PC 
parent, Ihoulh frlml lilt InuIssllII grlte. Though mostly 
unplayable usin. I joypad, a keybolrd/ mouse option exists 

Q uakelll~l§the 
onOne sam"18 shoote<. 

~nd .mO!f some early 
uncerta,nly II ,.,ft be teleol'Sed 
011 the fllSt console to ship 
,.,tn onhr>e c~~I~les. l'it1i!e 
od 15I1't wor\:.lng on tile same, 
Ra~leI' ProducllOOS ~rs 
10 be getting the Ore~mca$l 
con~1()n tab done. 

The ~,ontv of tile wori< 
OIl dl~play ~ the game's 
networIUng code and. minor 
problelT'l's aWlle, till! onlir>e 
f\.lnebon~llty 01 the same (HeI 

a S6K modem 'ppe;!red !ne. 
Mort: good news ame '" 

the form 01 seg.-r's ....-.ve.~og 
of lIS threoe-O\Jtton 1!lOU$e. PC 
&ifT'I«S ~ been <Itsrr'osSIIIe 
01 o.-~ pIeyers' dI.lnces 
when CIOS5-p1.1tform Quo~g 
lIW1g the JCI'r'PoWi so !his 
IeveIIrng 01 till! ~ field 
~ to be • poJII,IIar, d ~ 

~llreIy~ed. ~ 
~ antiOpare<l. using the 
~ a<; a cootroller was less 
than :i<ltisfiICIOl'f In p.lr\lUlL:lf, 
the ~ p«1'Jed 10 be 100 
~SlI"'" to b.. u~ a '100*' 
device The jump act"'" (usJ>g 
the !ell trigger) also fell wea .. 

les~ satisf3dory, ~, 
was t~ state of the ~t of the 
game. Oe5.pole a~urances that 
6Ofp!; Wi05 the aim of the 
~,at SOIllf! points 
the reiresh rille fell well 
~ 30lps. In addinon, 
thefe WlI5 00 so:tgIepiayer 
code ~ted and. lot 
of the bots' AI ~ 10 be 
tx~ which rn..de fo.- SOfI\I! 

fnJ5lr~ games.~, 
M long .JS the onIine MpeCb 
01 till! gaml' aft': ~ 
It seems ce<Wn CMlJ;e IN 
Arena wiI do the ~ 
at ~ for ~ of ArnI!rica. 



SOI1irAdventure2 
Video reveals a title as Impressive its former inCilrnation, but 

promises high-speed fourplayer thritls around stages of Sonic's domain 

Much of 5011/( Adlfflltllre l'J 
.dion SHms to occur in Stn 
frlndico, thl nttinl 'or I 
1.'le proportion olllmu 
nowld,YI. Ont of the mosl 
impressive stqul ncts to d.t, 
involvls the swift bill' spiky 
mlmm,l.ttemplin.lo outrun 
In 'nlIY .nd Vlry dtt.rmlntd 
US-style IILlck (flU II,hl) 

SOI1iCShuffle 
The blue hedgehog and friends do cl Maria Party and 

' I 

tak.e to virtual boardgaming over five lones, albeit with Internet capability 

In Sawc Shuffle. ~ M C1~led ~ \/Inu,,! ~rd g.Jme SI¥nng lIS digl~ ~ " 10 MonO A7fy 
The e\IIl 'oQj has SIOIen I 5et 01 mysIICaI CI'f$Ia~ and the ';(:1nl( '""'" must pI.ty through VdIlOVS 
m""games 10 1'tpIIl!he ONSUres- The 'shuf'Ie- Mped <s ~ from !he ~ 01 c.1I~ whoch 
must be drawn I!om 10 dtoOe how fa ~ dwKtel' wt~ __ Up 10 lour cont~1!. - ether at 
home 01 OIIhrW! - dloo5e!mm e9lt dlafactl'fS and play around ~ boMd....tW:h~!lIIe5 me lOI'IeS . 

• _ soak ' .... 

' -'-'-

f 
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l ~ known to be in 
~nland¥l 

,~~",ble '*"se. SonO:: 
MYemure 2 made its 
w::><Idwide debut !\ B. ~Jbe,! 
only in video fO!m Fe.Jtunng 
se! ~es as impressive ~s 
tnose of !he oogur.1. !he key 
point of iflteo-est ,n!he U!j~r 
W,", • ""'ion '~hng 
s'mU~Meous foo rplaye' action 
Judging by what was on show, 

partlOpa l l5 "". be ~t>le to 'iKe 
Sonoe and (0 .." ~ 
through typically ,aptd stages. 

W1th jl$ ~ a yei!f of 
de.,."'opmellt between :he 
two inc.I'MIlOnS, ~ WIll t>e 
in~l'fe5otln8 to see wI>eIher 
Soni<;: Team ,"",5 h,)d time to 
-!dcI,~ some 01 the game's 
desagn rssues. Ounky ch4rKlft 
control wiI not ,~ w e.W1y • 
secor>d h~ ~,ound, Ar>d WIth 
Or EggmM> (~ka Robotn,k) 
~oning ol:S Je"d b;Jd gvy. 
SII'I'liIirntr; In plo! sll1.lCtr.U 
¥e su,ett 10 be ~_ 

Although~i5 

~ the projeo. 'lIS 

grCJUOd-.level1lWOlvemen1 t!i 

presumably limrted. gM'fl the 
promised intema\lOll<lf debut 
for Phantasy Srar Drri'"" thIS 
Yt'<" Sega has COflfirmood ma! 
S<>nrc NMmrure 2";U be ~ 
defin ite 2001 release ,n all 
western :er"tOf'es. 

• O .. ...,per son!< TO.m 

• Publo.,",: s. •• 

£DO£ 67 .. 



DREAMCAST 

Spavvn:'~~nY\lsHand 
Thirdperson battler that was reminiscent of Power Stone earlier 

in development disappoints due to unconvincing. uninvolving gameplay 

W hen 5p<MrI' In The 
Demon '5 Hand bWNr<!d 

41 El '99 Ectp w.JS in!el'est<!d, 
but this .. a dlsappoontment 

The gameplav sa>m Ioo$e: 

ar.r:l cold. ar.r:l p<OYeS an 
UI'\U'IVOMng t!u,~ borole. 
lis runous blend of hand-to­
hand combat arld oog-fange: 
weaponry fail~ to M the SjlOt. 

Spawn's ffi\Jlbp(il~ and 
onIom: batt\tos a~ p.tched 0YI'!f 
1tIrge: ilren.J!i. ",!h a lucky dIp 01 
1 , cI\a,;oc:ter,; t> root around ,n. 
The g4mI! also ftoatlJre$ a 
~ b;,:1e mode, but 
<lS wrm Qoolr .. I11 ATeno the 
eflJO)'Tl1eflt IS to ~ !lad by 
playing against othffi, ~!y, 
as Ihlfl8'l sw,d there simply 
Isn't mum fun to ~ h.J.d 

_~ CljI<Gm ___ ,~ 
UltimateFightingChampionship 
Mad martial arts free-far-all in a cage makes its videogaming debut, 

featuring thousands of different moves and combinations 

... -

B oastmg the ontv oKrC~1 
Ul!rmate F:gI:l~ns 
~ licence (a US 
n-.:I martral arts contact 
sport). t!us presented _.1 
sood arguments for ,IS 
wstern:e Although ClJrrently 
bLInd in awe!rarlC\'. the 
game's cha!ilCtef iItI<matlOO 
IS solid. witr good coIl.wn 
detectroo between the lighte-s. 

Mm than 3,000 mo:::NeS 
and 1.200 o:rmbos Me t.lnpd 
II'1'Q the ga~, wnn ~ 2 
Ii'umble--SIyIe efI~ such IS 
f&Cia1 bruising also leatur<!d, 
Also bofrowed /mm Mrd'Way's 
game IS a f:ghter tta<l1lng 
mode, WIth the added faolrli' 
to CUSlomi5e the appe.!rance 
of comb.!tants in the Same. 

_ 00w/0cIe< ..... clro< 

_I'\l0l1_ Cr.'. 

The ~ eptSOde rI Rwel's journey through the unde!world sta'ts whefe 
the fust@flded , The game I'wrs ~ ~rsnred be more thoughtful N n btfore. 
wnn RalIe1 neechns to $OM bghdy ~ puzzles to progreu. A slid< 60fps 
15 ~ . ....m Improved temJres and ~g effects - maUlly because the 
DC SOul ~ was , port from ~ySwlon. ThIS bme • PS2 game wiI be 
porte<I from the DC core. It's rumoured a preql!ellS also beog consr<ler<!d . 

• ~'rtloper Crylll! Dynlmlc • 

• P~b!11Mf lid ... 



MetropolisStreetRacer 
One of the most exciting Dreamcast racers in development 

S eg<I Europe's SIiIf 
performer, Met,opd's 

Street R<J«!f, W<lS ewemety 
prom~nR WI\h the ~ndling 
and grap/1lc:s 'mpr<Mng at 
~ corr-e of the 
<.ieve!opment fO<ld, MSR CO\lld 
be the ga~ to truty valid"te 
SOE's m..rn vaunted 1.5·partv 
pubii~ing system. 

The handl'ng M' com" 
"' for critoasm ;n tile US, but 
as ffi3ny Amerivlns never h"ve 
to stray lrom an arrow..,;\ra,ght, 
multo·kloed Ireeway their 
opmions are best ",ken with a 
pinc;h 01 ""It With thr, aM 
FJ55 Chal/engl" ffi foo/e, the 
Or"dmc.lSt may yet 1eseNt! d 
spoce in the hearts 01 driving 
game fans ocr~s tile ~. 

• ~o"",· Ilza, ... C'.ltl"., 

• r>ubll,he, U,I 

lives up to expectations, sparking as much interest as F355 Challenge 

FerrariF355Cha11enge 
A touch of Italian class was added to the Dreamcast line-up 

y u Surukr's passionate 
and faithful ode 10 the 

pr.rxing ~ ~ipped rrom 
uMer ;~ Dreamcast 
coversheet at B VI1lile tile 
option 10 hit the Ir..,;k wasn't 
se1ect1!bie, the twopl~, mode 
was smoom!nd very pkly.b1e, 
A<; wth the TwIn version of the 
co;n-op, the ""mera angl" has 
been w~ to compemate 
for the klss of the Challenge 
Clrbinet "de-soeens 

\liswlly, there tS I ltt~ to 
c~in about, as AA12 h.ls 
made. "".r·perfed repli<;., 
01 the com-op, A 60fps update 
was e>peaed and delivered. 
For the rMing fan, the 
September release dille 
Cdn'\ come soon enough. 

• ,,"010\>'" AM' 

• P"bl,.~: $ ... 

in the from of AM2's near-perfect port of this successful arcade racer 

Ready 2 Rumble Round 2 wergh~ in on se",,,;,! forma15 at B,leading 
on DC.nd PS2, MlChael JoKkson h.s be<!n "gn~ to appear as. bonus 
character, extendiflg a re!aoonsh ip with vi<ieogames t:h.JI stretches b.Kl< to 
Sega's MoonWGlker coin-op. The pace of the g~me h~s been twe~ked and 
characters are ffiOfe detailed, 'M1ere before all bk)ws !and~ equalty f.s~ 
players must time their biggest blows to avoid t>erng pided off by fast jabs . 

• _.~- Mldwl , 

• p"t>o.~· 'n,hon. 
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E3 In the eyes of", 

EdJ": With Blacl " WIIitc .J""dy si"," 

fo, 1·-. do JO<I think Ih.1 ottrerS .. IIII>e 

.... ," by it. PC clewelope,.friendly ... 'S] 

I'<It., Moll"'ou1: n.. only Ihing ;., of C<J<IIW, 

that ..rut you r....d ~ comoIe gam<'5 00 this 

!'Ie>:t1!""'"',too h .. ~, P\ryStIrtion MId 

Dr."""", ~ .. ~ my good '" COO'I"W'IJ 
~ with tiIIo>< wid\ ..... ~ appNl 

PC ~..,.,... 01 ~ 1ft producing 

""""..., ,.,t,;d, ~ pst not going to tr...,.t.,te ""'Y 

weI across ro. comoIe,"Iou ,"",'t omog .... 

~M<l be.1s ~ 00 . TV, you',. not 

goorIjiro~"""'f,om thepubandplao,o 

15 minutes 0I1hot - it', juot not;" the 8<""" 

design, I think the whole io>duMr)' IS dw!g"'l! 
MId ad.apIJns ~f 10 this .-""mat ,(,. 
diffOculr: ~""""""' P"'iod IluI it's "" different 
10 the t.t.l time this happened, 

~d"" 1· 80> Is ... lIi"l it ... H .... the obility 

'0 .... ndle compl .. phpico. I ...... . 

1 ........ 1 , .woIut;"" in ne"·",n 10",in11 

PM: The phys.:s engtnCS and !he 41 engtn< 

MId ..,.,... 01 !he """" 14,\.>I'JI"""'I' 30 

E3 In the eyes of ... 

~d"" Everyon"s "'l'Inl Nt El Is Soil" 

,how .... co ".i ... ond ti>oy ' H '" '0 I>e 
q ui ... u,prlo-ed by Ill ...... 

""te ' Moo"" ~ ',gett"'8 olinle ~ ~ 
-. ~ to be somebody else', sI-oow, boA 

• M1'lll1'" ",.(1t"" .....,. 
~d"" _ do you lul .boul 'hot. liven 

I"", m"ch I"" Induwy I, bockinJ 
PloyS,",ion) by del.ull1 

PM: WcI, you """'"' rm. ,ooI,coe in the 
~ but r.,. been .. "....,j king ~ 

to r.,I"" that eve<ybody IS ~ Ior:>b-lg '" 

tIw: ""XI best tIwig. .... we n>rtSit>on into "'" 
per«XI of !he .-...:t-II"" comoIe, what pe<J!>Ie fail 

' 0 ~ IS that we've got • brond r-.... m.t 

~~""thde<odesol 

~ ood ~ what • rw:cds 10 do. 

'M-oen yoo'.,. go! the Ok. 01 """"' we .... go! 

_1Iong .r"....,j ""'" _ 'I\J S<"uki for Si>enmu<:, 

~ for ~ CI>onne! 5, H.la ... n 

for Sonic ond Phootmy 5lor o:::nJno.. Combr.e 

.. 01 thot with "'" P-"""" for games 

EdJ": How will 1""1 pas.;"" tr.n.l ... into 

" 70~ 

eng ....... fitting", that into . ~ 
&ome ~ ~ Il""8 10 be • redly ~ing 

dIo1ie!1ge, You Ihnl. 11 MYe' """""'" engir>e 
;., my 8>"'"', wht<. ;., IoocI. ~ often in • 

gome. tha\'. !he ""'Y Ihing you doo't use. 
Hollywood doosI1't ..... physocs; .t HoofyIoood 

used physics, OCIors ""'-"'dn't I'"'V oft 2().fooI 

w ... "'"~ 'P'''''''''ll ttoev....,.., 1(, not 

,e.1 ~ they're deoIng wid\ - ~ "'" k>oI:s 
belJevoble ~ rw:cds IQ be temper'!d wid\ ..... t 

the i~ need!.. and thot',,,,,,,,,,,,, trrly 

..... ., tt.e game doesJgn. 11', g<>ng 10 be 

.,~ to .... """"'the grut ~ 

~ do wid\ this ...... 1txJnd powe<. L.nl 

'me tt>e<. -.. gr.'" Io.p ., powe< WO 

got !.lone 64. and tt>e<e', S<l<IW!Ihing om IQ 

thot ""I' f"""",d ., g.>mepIoy for """' -~ 
Ed, . : G .... n Ih. d""I..,......,1 6m. of 

BkKt " WIIlt •• -,ou, .... 11. "'. will I>e 

... n.pl.cod to utili ... b,oodbond. 

PM : ~in~. Already, we' .. ~ about 

_od. K .. ~es _"I • lot 01 the problems 

with tt.e in, ...... and JU>I ....... yoo to do 

..... ' u lity of ... or witfr Sony? 

PM: ()ne 01 the mostle1ing _",.t the 

PI.JyS\olI.oo~ "'-"'<h """ m.. the.,- MOd they"e 
not """"-rt 1oI(\e<)g¥n<lg""'l """e, theY,. abou 
tt.e hrtureol ent"""""""'t . .... f .. OS rm 

~ tt.cy',. ~ """I hom the 8"""'" 

and Sego .... """" do th.!t They ...,..,'t let me 

00 the Urpe\ we< the«! [gestures to 

"",gt-bco.wlllg Sonv """""l, t>Jt from """"' 
""""""",, ' ''' rne it', pretty bomg. [""'!'bodY 
~ focuses 00 tt.e future. but thq- forgel 

about me iM'" Ilk us. with , ...,;onO gener...,. 

oI_.re. Clearly _ 1 ""'" IDOtrtIe< on !he 

pIotfo<rn by 0vI.stm0s. .o.r.d. .. """ay< """ 
~ .. _ 1 ""'" genre-bmttng " tles iO:e ono 01 
me hi" of !he show, 5<wnba de AmIgo. And 01 

~ !he ~ ., me <;roWI1 - onion< g'''''''8-

Ed,.: Looki"1 to 1001, Ih., ..... m. 
I .. I>e • di.lind IKk of Ihi,dpo", 

• uppo<t 10, Drumc .. L 

PM : w., ~', done . '" 01 """"""",emen" 

~-~ or.g<I01gtobe""""",""" 

""""'-">Cement>. s.er. . ... be ""'" in 0 ~ 

Peter Molyneux 

-~ 

..,.,... ~ cool stuff, The ..... 1hing about 

bro.>dbor>d ~ m.t when the ~ ~ 

,,,,,,- rt-riJng about ~ onIine iIM"'"' 
theo we're going to .... tt.e ,ewIution we'.,. .. 

been woitlng for, ~', go! IQ be~. q..ood. 

and tho!.e ... going ro l-IarI coming OUIlaifiy 

SOOIl. and M. goons '0 be ~ "'''''''''''''Ii, 
The design ~ 01 T..-to's 8W-A-.I./ove 

<rugIIt seem opt Sorne1:tw>g ""'Y oteeSSbIe. 
""'Y -v, t.>bng .u!he ted'I.iness 0</1 01 me 
onIine SIde. Md broo<tbond IS when tM '" 
l-IarI~l«.oIpeopOo""~,,, 

this IntemeI 2. the seQO>Ot wid\ .. the problems 

de.Yed OUI~ I don',....,., abou th.lI. as """e', 

• Id 01 • '" 01 gome design th.!t needs doing. 
Ed",: Do -,ou think b ..... db ..... it .h. 
indu.lry'. • .... rt)1n 

PM: The boigeol diffetenCe yoo oon rn.>te in . 

comoIe ,..,', putt"'!!' f"'e< pro<"""" " tl>e<e, 

"'"""",w.·.-0I~'8""" 
Ed",: Lih Ill. H"', . n.l_ ,Iid< __ 

PM: Exar;tty Thot enobIed VOO to wnte games 

that you <OOI:in~ _ in ""'I othe< "'~. ond 

Peter Maore 
Pre<iden!. ~. """""""" 

IQ t.lIk wid\ rne""""-rtHalt-l*, _ ~ going 

IQ be • 8''''' 8"rne 10< the «mOIo. And "'" 
1rie<'C\." EOioI ..-.f Cl ..... GClO. MC.o.-ay, 

Konomi. Acdoom, ktimioo ~ eve<ybody 
00.... m.n OI.¥ good _ at Eo\. Ilhri. 

.......... ..,..,. relied on ~. "" the r .... 

biodbustm MId tIW~ """"I' «>me 

"""'s to suppon tIw: W, 
l..Iund1 _ Ilk Soul Coiitu and R<ady 

2 1IeJmbIe - ri>e(I'''''P """"'" Tho> ~ Ihing 
m.t wo do that Sony doe-srI, ~ ilia! """""'" 
I'>ow 01 00Ii0n! content OUI of the moo:t->et 
compo"l' -~ (, CI<uy T""; 0< Sonic, 

thq-don't MYe thot. HoYing>ood t+wt. Eo'. ""' 

amo.t become """""" for ~ MId there', 
Squore-Sdt. oiMousIy 8tJt we',., 0 gMI'IO'l!I 

compo"l'..-.f """"' proud 01 jl 
Ed",: I, onli ... 10m,"1 ,ully. 

mo .. m .. k.-.ttrartion1 

PM: We'.,. done. lot 01 ,,,,,,,,rd> 00 1Iws, ood 
_ ""'" I '"Y"l! at Seg. Atneti<o; m.t wo" e 

toms g'~ wht<e g'''''''iI'' goong. And 
tIIot', onIine. So you MYe thIS huge IIw'l! 

t""'" ~'1 been ""'I 01 !I>!:M ~ forward 
;., tM .-...:t-generillion ha.-dw __ 1luI..rut 

m..., ""'" ~ .. ~ !he Ihing5 that you coo 

~into.,.,...""""",;tt...._"ull, CM) 

Thor. give> QUIte' int-.ting opport~ when 

VOO lhri. >boot it -~ "'" CM) ~ 
..Je. I wouIdn, be ~ ~ we , .... to .... 

..,..,... om.. Ihing5 00 (M) di=. r.,. octuaty 

beer> ""'*"s for • """'" about what CO<Ad 
yoo do, &""'" the tacr. that VOO·'" goI''''''''';' 

00 this (M) MId VOO'", got • 8~ comoIe .. 

wet s...-• ..-.ough VOO can pIao,o me """"" -
what""" can VOO do whilett.... """"" is 
pI,rying] 

Ed"" Th.r, sl-Inlnl to soond 

d.n",,,,oo/y Ilk. molll_lI .. 
PM : Yeah. we'.,. go! 10 be COfelul. This M 'l 

"'" f .... 1_ tt.s messoge Ms ~ ....... ~ 
,taM:I wid\ the Con-.nodo<e MIiga ([)TV, 

wtlid> I ~ looked ""'Y r~ 

wtlid> ~ comoIe I!M'W'i- r",. """""",,,,. And 

you ""'" this btg mo">1~ <Hf:f r-.... wt-odo 
is me 1Ilt..- and ~ ono: yorIve go! to 
bms peopIo tIIat ....., IIl:iiM now _ coo~ 

~ gel PC gamer> and comoIe gamer> ., 

me ...". focu> group - !hey <!on', like <:ad! 
00...._ 11'> net obout intrtdJor>g PC ~ ~ 
me.- of ,_ gar>WlIj. 0earIy", about 

.. brS con;oIe S'mm _ . WII • hopper> 

.,.,...."..;gIl1 No, M<t<I p>d Ihing5 <!on't 

Edp' Wlwrrt -,..." cun . ....... to .. ot 

10' D",.mCO$l1 
PM: F"",~bytlw:endoltt...._ 

ye¥. ()ne tIw>s ..... <Ion11now is the 

~st'-"'l'on"""'tIw:~ 

01 the r&!~ bring<; to pIao,o We'", "Y"'s'" 
foIow """"""'"" beII.>vir:u- buI ..... ·'" p-.g 
",to • ~ wne.-. "" othe< """'f>OIlY hrJ> 
gone - g""" 1>or<Mare.....,. YN.\ l"'<' _ 

10 "i" up to Sega.neI. boA .... priced !he ....... 
.. AOl, w.,don',,,,,,,,",,,,,,,",.,;IIhoppen. F"", 

n-.IIioo ~ OI.¥ _ '""" ""'""" ~ 
!Iottomn"". ... oboI..o:«roterot. ~ 



PC 

• 
o espte COI't~ w ..... ng 

software ... ~ the PC 
r~'ns the !¥get 00.. of 
chooce IQf ~ signFfic.mt chon~ 
of the vidroga~ development 
sector, ~Ily III the US, 
~nd B.IDIy demonstrated till$. 

The tom13l" ,e\.J1lve e.JSe 

of conllectMly Ms ensured rt 
~!thy 5Up?O!t and the 
~ 01 PC g<lme5 offefing 
some form of online gaming 
option, from BIad. & Wlill' 
to the I1!test version of Ultrma 
OnIIne, and aN the sptri:)us 
~ ill between. 
was fTanldy staggemg. 

Md vel the openness 
of the archot~ dod not 
ofte< up ~ many 1OIIO'J<1IIOtK 

a!. p!<'VIOI:S El, Md ofIered 
Reo;ource management 
~ ~ -;eermngly 
oepl ,nto """'I type 01 PC 
~me; the ~ o;hoot~ 
~ 10 lie down; and grand 
.-- ta .... on t.;,dmeyed 
lanl4Sy·~ ""'ons - e3Ch 
se! to ITIoIke htM- fT\Of" ilia" ~ 
saao.dl on the PC g.ame Sdles 
top20-_e~e 

WhdllM<lo. pdang 0Ul 
po!entliIl WI/VlefS d<fficult BuI 
crm the next few ~ along 
""th btles sum as H<M:I and 
Republic - shown at El in a 
sigrl;/ic.mtly m:><e ~<lOCed 
state thIln when Ed,. 
previously Md the opportunity 
tQ ~ them - a number of 
sigmflCllll1 PC games mild out 

De5p1te MiUO$Olf s pl:arn; 
for Hlo .. the future of PC 
g<I~ng Iook5 as ~red as 
e\I'eI'. 1.Joohe.td ~ be aboot 
to olb.Jndon the fOOTlll[ for 
good ($o!.'I! I'<eNS), having 
only produced one title on ,~ 
bulfew~PC~ 
appe¥ willr1g - Of pe'haps 
~-to~the" 
~ towards the dosed 
enwonrne<1ts of COMOIMom 

If th~ yea(s El is M1Y 
,ndocatcw, PC ~ keepong 
the tal\l'l ~ be _I~ ~ 
the fIm 12 months with SOON! 

01 the most sbmu~ gilme5 

the WOtid M eYe! se!r\. 



Republic:TheRevolution 
Demis Hassabis and crew fight against time to get a demo of the game 

Althoua:h the ,'me WIS 
runni"1 in I modfS!'" sired 
window, the ,"imatio" of the 
Villous civili.ns •• fkin, 
. rounel the j,me's streeu WIS 
plusi",,, li eHklt. loomin, i" 
on cl iff,rt!nl parts 01 the 
buildin". Demit HUJ.,IIbb 
demonsll.tecl his team's 
f.med infinitt r.oIYlGn ,neln., 
with predict.b y Impreuin 
results. PI.yers .re .blt to 
determine the .mount 01 
involvement they wish to hut 

up and running before E3 opens rts doors. They make it. Just 

PC 

H av.ng rra'~ !hat 
controlling ~ rTIIl\;On 

d\afad~ wa<; a dIlunbng and 
lathe< il'1pr.taical proposition. 
El,," has now implemented a 
system whereby yotJ ooly 
lfl\eroKt ..... tn key fogures wrth,n 
i<epWlic. The Idea i'llo move 
to the ",p'lal from your 
humble ,e8""",1 b..se and 
~ the country's 1e3de< 

Building ~ network cl 
~~IlO<lsh'P' wrth ~ key 
figure<; fS fundal!leO\al, 3""; the 
confleaion~ betweeI1lhtm are 
~~ted in a ",alisllallly 
~ roaM .. !. You moty opt 
to encOU<<lge lIiK1e union 
Ie~ to strike. h.Jw, 
papparam snap j'OU t-ddrng I 
baby.tS a Wdy of gain",,! public 
suppon. or dig the don on • 
... al for a ~r Co1mp41gO. 

The demo had pedesu>.lns 
going oJbouI iht'If d.Jlly IQUtIfle, 

Wtth "" ~..-I of 
de!iJol 111e engooe was I".. !mm 
opnmised but e:pea this IQ be 
wrted. ""'g 'Mth ~ 
extras, t:y the b""" the game 
marches "'10 ~ neKI ye¥ . 

• D<'t'e1Oper m.l • 
• PubIosI!« lklol 

G»QC 73 .. 



PC 

Sacrifice 
Shiny returns with this visually arresting title. another one 

All of the mlljor spells kiln 
Cllhlstrophic consequent". 
deslroyin, scenery .. nd I.kinl 
I nyone flood lIound with It. 
C;r.phi(.lIy. this wu Orl. 01 
the littonlesl PC tilles at El 

of its trademark. renditions of a tried·and·tested genre 

RetumTocastleWOlfenstein 
The return of the legendary title anraded a huge amount of interest in LA, 

but what Gray Maner is doing with the game proved as much a draw as its heritage 

n ~I at the offices of Gray Matter. 1tII§ new """"""SIftl oeat~ ~ oIlhe boggesl 
$111'5 at El. I'lOl: oNf because of rts hentage but ~ of wlla(s be.ng done W11h ~ nch 

pocl!tlbil The Quo~e NI tnglr'le IS betng gr.oen enoIher wori:oot. f~ong the pI.lyer il8dm~ N&l 
e1Cpellments gone bad The r~ thto¥. up ~ soIcf~ by 1he GOrtIoad, but !he 
det.lMed enYI<Otlmenl5 !If!: the real S\aI5. Re.lIISlJC phy50cs appN1'5 to be the ;';'ng on the ca~ . 

• o...tooer Gr., ",.n .. 

• _'.".. ... <' ... 1 ...... 

T his !1lOYe II'lto the 
crowded IUS PC ~ 

15 ~ first for stmy. But. of 
coo~ the ~f M't 
Iooklng to .."ita1e the aJrr~'U 
>e~ prefemos insre6d \0 
blend Its own innov.~ 
elements into the mix. 

Scoif;,;e sees you take 
Of! the ,~ of ~ "";Ll,d 
working for a god. In M 
~ttempl ~t m.Jking somethIng 
l'IlOIe adlo<l~'enled iIIld flu,d 
than tile usual RTS f~re, you're 
Io<ced to go out ~nd gain 
~e by eng<IgOng the 
ene1I'l)' rathft than ~ 
your game Cf!'IltIed on a stab;: 

b"o;e. You ~ «l aftar on 
whl(h to So)Clifiuo opponents 
to your god, which earns you 
more spoeIIs oJnd souls. but the 
~i'lw:rymudl 
CO'lW'I1lOg ~ to 
)'OUr!.un. In essence, the 
game", fIVt' dilte<en1 god5 
Me hghtJng t!adI othe!-, 
man!pUl.lt'ng )'OIl with offm 
of ~ whl(h afters the 
Opportu,"tv 01 defewng: to 
anotheI ~, at UllIf';e 

As in Mes5Iah, the 
ga~ uses Shiny'. reat~~ 
~orm~bOn and l"5sellalion 
systefl\ ensuooglower-ftld 
PC 1.lSef'; ",n still en,oy thIS 
potenbal muSl"~. Expeo 
an autumn release, 

• r.e.0I0!>t<: $~"Y Enlel1a1n""nl 

• PlJb".fIef: ' n .... pI.y 



PC 

StarWars:~· 1U\.A\..o'-'1 :Obi-wan 
Assume the role of Ewan McGregor's Obi·Wan Kenobi in an adventure that 

demands you develop your own Jedi skills and open yourself to The Force 

Halo 

C IeMly ~ in the 
ven of the Oori: Fot«!$ 

~~ Qi»..l1bn <;eM ~ 
itSsumrng the rcle of Ewan 
~regor"5 d\ilr3der CJYef 

~~n12~of 
th irdperson actJon. 

The emph.Jsis he<e is on 
Jedi wmbat: armed only wItt1 
a I~tsaber. Qb,.Wan must 
incorpofate rolls, lIips and 
jurr>ps II1to his rlghbng 
repenoi;e. Th~ is effected 'Iia 
what appear to be lekJ~y 
comp\el1TlOOSe and keyboard 
r;omrMnds. potentlaily rtloIf.Jng 
for a 5teep iearrung curve 

A selection of vertigo-­
inducing enVIronments i0oi< 
~ to 1Mb. thrs 0Il0! of !he 
!'Cs more ~'8""'i~. 
_ ___ l y c.o .... rt~ 

_ _ - In·house 

'IoJhile only on show as a trailer, Halo looked technically impressive and 
offered up a vision of an amazingly absorbing multtplayer environment 

S hcw.n IK a terHninute-
long ooematic; ~ 

wng i""8""'" toot.lll'" (SlmO.!l 
to Metal Geor Solid 2'5 

appearar>ee), Holo CIlIfe-rtfy 
looks e<eel1ent Ext,eom!y 
detailed and an'm.lted ~>ers 
~g.w to one othef, dme /«'P5, 
't~ alien ~ before lillung 
10 the air ~~,d them, and 
pnMde ooYef file. In .tdd<tlon to 
lis tech~ic.lI ment5 arod an 
1Ktioo~ 0I\ef>I.1yef mode. 
,(s the mu~ aspeas 01 
!he game that ~ e>:Ote-
The amhy to o;h..,,, tasIo.s 
$lXh as mv.ng a ~ ""'" 
~ shW;ing LAN (or Internet) 
~ ¥Id plan !ilra\eglC 
4twb on the aioen oppo5IOOn 
sounds...oode-fuly ~ 

• ~~ .unlie SOft ..... 

• _ Tn. 2Into,actt ... 

A rrnssoon pad for Quake Ill, Jeom Nen<r IS the Iogoul next 51~ for the 
~ and ,\ hod farn; fawrwltI oYef" ttuougboul E3 New team I"""""f...pi, 

J1CIudu1g SCOuI (00ubIes ~ and Double< (doubles d.1m1!~), are m.lde 
ava,1abIe at team bases. .00 en ~I of .-weaporn; are al50 of'e<ed, 
mclud,ng an updated -soon of the nai~n, and new pmximoty mine 
leul'\Chets and cllfnnguns And ~ out for the $QOI'I.to-be-iegendary shield. 

_ ()e~ I~ SOIl ..... 

• POOII,,,... A(llvlskln 



PC 

Giants 
INith this project nearing completion, developer Planet Moon Studios 

currently one 01 the 
~est~og thIngs 

In f>C land, Edit! w.lS ~ 
Cianr.;- on El (~ ....,\h 8 
mu~ mode ..mere !'MJ 
player; could engage In I 
heoetic tlanle to !he death. 
P!e<>1y of comical inSldrlCei 
en~ued, tIw giant') un lISt 
scffie!)' and nearby ammals 
as .....eapons. crush their 
op~ 01 sompIy 
pick up 5fM~r ~ne5 
and imp.lle them on thew 
g'ganb( spiky belt to eat lat@!'. 
The p~ablUty IS mM~ by 
.uperbIy colourful ¥Id 
1an1llSbCa! se\tIIlgS ~ is 
GionG'...orId. It'Je btk! cettalllt,. 
h3S (.'(II'ne a long W4y sonce 
appeanng on ( \',<)'s (<We! 

opted to show off the fully working multi player mode in LA 

Ultimawor1dsOnline:Origin 
It's safe to say that Ongln didn't know quite what it was starting with 

T alang otw-..:..rs VISUal 
<:ue5 from E..erquesl, this 
~ amb<toOUS RPG 
~ the UItoma IlIg out of 
the Iamei'stu M me Ons'n 
solIware Ia~ dISIntegrates to 
t>e<:ome j~t anot'ler ~rt of EA. 

'Mth uealM! input from 
Amencan com;.; book kmg 
Todd McFarlane, m.s ~ 
1e.>\Ufe5 ~ of the most 
pl.mly odd o~,es t>e!' seen 
~ In bdveotute title 

The le.lm behInd the 
game expeas the software's 
~lOfulthef 
enoourilge g.!meM based 
around 'I(l(I.lI1Kf\\,F\y lather 
INn lIadJbonal COO! Kbon 

Needless 10 'SaY.!h5 ones 
!Pll8 11) be «>soIul~ huge, 

. ~."'--.. • _lA" ..... 

the anginal Ultima Onfine. With the sequel, I1 knows exactly what's at stake 

E~e you went fI E3 ~ ~ !.ollmg about thIS tltle as the sleeper 
hrt of the $how Upon event~ fondo1S tune to S6ml*" It. however, Edle 
was left WIth iJ(1 ~Ins IeeOnS 01 'M4/' l'e!tlaps ~'s because PC 
watchers allen'l !Ware 0I1he delrgfllS 01 me console piatformer, whict1 is 
exactly ...NI thIS title IS sl';ied on. Its 0111 eflS11le de"-1; 5Qme Pfelty \ll5Wls, 
and every\h lns Ms a ~asantly \W!sted edge, but don't hold your brMth 

• o..ek>per ~Ol". !n1.flll"menl 

• Publl.lIe, lA Glm .. 



N1NTENDO 64 

R elusing !<;> be presured 
IIltO a hardware 
~N ... teOOo 
rernforced !he N&4 <¥ld Gime 
Boy (oIor. Ra'e ronMued rts 
tradrtic.>n.Jj1y strong ~ 
'Mm Dooosaur Pionet, Cc:>-Iker's 
8ad Fur Day, Banp-Tf.>oIf!, 
foIdey's Spe-edrvay U£o\ ~OO 
Perfed Datk. The comp.!ny's 
popularity w~5 only dI.ll\enged 
by the rnsp<red Mono TMrllS 
64 aoo Exr:iteI.>le 64 
(~on p88J- The wgest 
P'oporIlOO of the 5\aOO W<lS 
devoted 10 PoI;I!!mon, aoo Cold 
and SIvet GB( ~ met 
~ Stadium, Te!n$ np-oH 
Pt:>Mmon PuaJe l~, and 
~ Yoq, AJ:<:JdI(J for the 64b11 
gene<alKln. Mayb!. by next 
ye¥s E3 ~'5 La~ 
wkog=es m.lIlufoKlUfel 

wi' ha...~to"""rts 
compelllln in 128M Land. 



DinosaurPlanet 
One of Rare's most ambitious titles to date reaches its final year of development and looks 

set to deliver one of the last technically impressive, engrossing, and epic N64 adventures 

NINTENDO 64 

S abre 01 KrystaI (WIth --"'" lrK",atops ~ 11'1 tow) 
uaveI ID llino5.tur PIineI. 
where ;m !!'<,) power tIl~ens 
to dl!staboh~ the ....-se. 
Exooc Iocat:>ons are f«teOlted 

WIth Rare's ~l ~l> and 
a cast alSO-odd d'larKlef$ pun 
together to offer a p'Qmimg 
aod var:ed 30 6dventure 

The two ~'n ch3ractef'S 
emba!to on I'M) p;!lal~ though 
sep¥ate, journeys COItSISl!ng 0( 
expioriltl<:o'\ puuIe wIvong. 
IIl'm «hcboo and b.!:t1'ng 

Control feek foYnil'lII......n 
no ~ C<lmera mggIn. 
thougJ1 show ~ made 
0Ma,1td ~ 1aU(Ih. 
Too rTIil/I'( people ~I~ 
-lIf WIth till" idea ~r 1hos 
was allO!her Rdre prodLoCtIOll 
wa'ght out of the Banp 
Kazooie mould. Up SY~ 
there's more 10 ~ than that . 

• DeW~ ~I" 

• PyOI"n.- "" " tendo 

"nother Irlphicillly .d'llnctd ,aventlll' from the seccl1'ld most (on5fstent N6. 
d.~.lo~l, whlth hopefully indudt$ mote Innov.ltlon ttI.ln previous .ltt1!mpls 

'MIll 1ho! emp/1a56 ~ on m.JgUI m.tSI: we¥Wl8 $0 as to ma~ Unk's 
chaf.sden!itlC5.Jnd a~ depeflc:Ions on !he _ he encounters. enter 
~ rNibme lOO! agalllSl the game clod. In M1 ~ t.N-.p«ed ver.iIOI1 of 
Mryamoto's dassoc. ~ is ensured via n'IUIIlpIe route:; 1M>ugh!No 
gUIle (VISItIIlg ~ Iow>on on one out'"8I$O't possible wrthon the SUlCI time 
Iomnl. ~ the coocep! .... n pIeHI! \O'eSIem gamers is argwble. howoever 

• (ltytj0l>0'r .. lnt ' nOG 

• Pu~"""'- 'n·hou •• 

GMM' 79 .. 



NINTEN DO 64 

Conker'sBOOFUroay 
Adult-themed 3D platfomer tums Rare's reputation of producing cutesy, family-friendly 

games on its head as it presents a title complete with swearin& sarcasm and urinating squirrels 

~ t"nsform .. tJon from 7We/Ye rQles: CQllker 54 cQuldn'l """. been 
mo,. d",m .. lic - NOA .. ppuri!'d initilllJy .. pr.h.nsln, 111t tt.1 titl. WIS 
will "clind, even if most AmlrlclnS I,iled 10 l"'sP it5 fin . , poinb 

Utiltsmg wha! '" O!Ssenllally ~ rew:nl'd Ooddy Kong RIxIog eng.ne, !IllS 
Ra~ ~ ~!<.:ortlng lest feature; every kid'~ 
favounte characters atIeITIpMg 10 outbcake ..ac;h OIher.round 20 uS-~ 
tracks. The ~llOr'I that a seIeaKln 01 weapons 1$ at t'lI!If disposal WlI flardiy 
como! as a ~a.t-Slopptng surpmo!. A European reIuse IN1 be u~, 
though tfIat 5hou~'t I"II!CeSd"'y be IIIIY ca.- for sleepless rushl'l_ 

.~ ... , . 
• PutH i "'e~ ,,'n •• ndo 

C ()(IKer'5 Bad Fur Day 
WOO'\ be \0 ~ryone'$ 

taste Even WIthin the INture 
m.arket at whi<;h it's ~omed 
there .... be !hose who" find 
some of COnker'~ ¥UIC5 e step 
too lar. SuI tt... IS a p!a!iormer 
that ofIe5 some'.hoo£ ~ 
th.tn tOe w.I<I! cutene». 

Ed,or k>oks 10000rd to 
fl!\d lns out Iww "rxO',mler$ 
'Mm tOe game character~!Ie 
in w.th to the goty, ,",*"t 
natun! 01 tOe gamoo: A <:lOe 
to IourpIayef deathmatch MId 
It¥l'l ~ also feature. and 
ewrythong Ipp..a'" to be up to 
Rare's uSUIII flogh st.Ir>dafds. 

In add~ion to 1he sweanng. 
Sdrcasm ancl bad beImoioor, 
!hen! arl! plenty of genu+nely 
amusing moments. such .~ !he 
superb parody 01 the openll'lg 
S£eII! of 'SavIng Prrvale Ry~n' 
Al~~'slr,'inlj 
~ r,lfl...-: on the N~ 

,~ .... 
' ''''tlli.....- In·ftou" 



NINTENOO 64 

BanjoTooie 
Far less likely to rouse the Mary Yv'hitehouses of this world than Conker's Bad Fur Day 

comes Banjo-Tooie, the sequel to Rare's verson of Miyamoto's Super Mario 64 

MarioTennis 

T ..... sees B.mp and 
pdrtner Karoooe jOin 

forces ag..il\5l a =entIv 
exhumed Gruntilda and SlSI~. 
Eight new wor1d<;, ten new 
boso;es. ~n 3namQ.plu( 
wKiesaet'l1 ~ and & nost 
of mini-games Me oncIuded. 

The biggesl dlfferroc:e this 
t.me around is that the two 
lead dlar1!d.ers am now be 
controlled in<ie?endentty, 
~~hough throughout E~ NOA's 
Ken Lobb was at great pd.ns to 
emph.ilois the vaStr\e5S of the 
game's levels as <t. USP 
(,ogilllllC saaie .ppl~ 
e/seYiflere. 100. dS one boM 
ch3r..aer inf<tt .... tQ the point 
~ Banjo.~ tNtr.oe/y 
¥Jt-l,~ st.J\us. ImpreW.>e \.(Uti 

• Developer _.r . 
• __ NI .... _ 

The most convincing case of 'why use 50 polygons when 500 will do?' 
that Edge has seen in a long, long while, and the most playable, too 

5 ega's VIlfIXI Jetws may 
give this • IIJrl 10< its 

money 11 II!1ms of piayabiloty, 
but d re.ali-.m ~'I you< thong. 
you. 5e3'ch for the pM«I 
fantasy tennos garmt shoutd be 
aboot 10 come 10 an end 
unerly play3b1e, WOI'tderfuli'l 
aesmeU.nd ~ b.:!laoced as 
anyth,ng else INtunng 
NiNendo's fd..ou"te plumbef. 
Morio rl!llnis put aln'-.o5t f:'W!!Y 
~ E3 offenng to sI'I.lme -
including me majOfoty 0/ nex\' 

gen pn:>du<;ts. AJong WIth 
&oteblte 64 (and !he J\OW'o 

1eie4sed Pfflecr Dart), expect 
this to leep ~ ~ 
up thew NlIltffido 64s foI 
la!' bnger than anyone ~ 
I\;jye ,~ expeded 

. ~c._ 

• PubhSIIe/ NI'"eft .... 

M/J1ung 11:$ second E:5 appea.iJt'ICe ~nd WI not looking pdrtKularty enllOOg. 
tins horrof thnlel from SIlIcon Knights (01 Blood 0men·1.egocf of /(oJn 
'fame',1houg!1 not the SO\Ji ~~) appeIl~ ID be lading a 
suostantl<Jl chunk 01 gameplay The O'>'eI"an ~I f ..... ~ gothoc IhmIe 
rema ins ontKt t>ut ID date no!hinS too "'genIUS dppe.llli to ~ "'!de it inlO 
the game. St'" lt1e<e'5 OWO<1uMy 101 matter.; to be .eadied bel"", .""'a~ 

• C>e-tt\O()tf SIlicon UI,MO 

• Pu1>l.S~'''' Nlntfn60 
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Ihe deli.iti,e ,onthly messmenl 01 the world'slatest,id2Doa,es 

Pla,i.o the tatth -op oa" 
.:tI S 11 mOit,forJ1181 magaz.ne With a m,te<! oumbe< 

IiII of PIIgt's fYlI,lable to tlarKI we! to reYlews each 
,SStJE!. ,1'5 dIU'CUII to cover tveryt/l,ng of note on a 
rnonth~ MS,s But wMer tne ump:eemh ~1O()er In 
a row oegan O<In8108 on to Edge aooutlhe ments 01 
Rocker Rooor On wnee~. 11 was tome to seek it out 

",5 not (I fllcull to see wtr{ tile game passe<.! t)y 

unnotICed UIlISOft malle I\() eHO<! to o ... ng tile game 
to Ed C" S .men~on.ll"e5U1ll8OIy oecause of its ovewy 
cn,Id""e'l(lly OIIeftona The ~opef behind the 
I tie, SiJc~pr Punch. hIS no track re«>nl to 5j)eak of 

In tMh. UI!(lI'I j,'51 g1artee eo,oerYII"ng /Itloul //Octer 
screams "mea oe,e me-lOO ~ pjatlormer' 

But Deneam tne II1Hoo-pred1ctable SlJrface. 
.... ,th Its lur1(l COIO\.W!£hefnes. super-cute characters 

olll1fl"i aumtled-OOwn nuggets 01 iIOVICe, and Slab­
like wailS papere(l w III muooy le' lUres, Ihl)fe lu'~ 
a game D"mmlng ~r w tn ,maglnatlon 

Take the flrst le...el, for Instance. 6'; round ng 
up four $Cre'W$ - whICh are, natura ll"y, rot the ~mDle, 
InanImate Vjroety, Dot I .... ,ng, OOUnclng ct\ar;)C!er$­
and ~ac,"g tnem In 3 SQUllre oanel lOCated In the 
uooer S«tlOft ot the level you open UP a deSlgn-your. 
own-rotleo'toII$tef eleme!lt. allOWIng you to p<~e 
together a thlmle oark 8t1rllCt>on from s.cratch,lOOIJOng 

all(! twlS\lng trac~ at your wtum In Bl'IOItIef same tile 
f msneo ron .. rcoa~ter wookl be mere woflOOW drfl!.ltlg 

,!I\llgured at all . In ROCket you're 81V1!n the 
OPPOrtllMy to actllally test oot your creat'on, It'S 
dlfflcurt to Imagine any develoDer ottler than Nintenco 
DoJlld lngln someth,ng ~s oatentty endeari ng 8S tnls. 

Moreover, the game features an excepuon.1 

pOysoC$ moOel, <tnd a raft 01 dalt vehICleS arid suo' 
games to e)(peflment with. Problems w In came<a 
POSItoOOog and some occas<ooalfy tw tcnv controls 
threalen to $POll tile party, but there IS more tontent 
to mar.eI at here than tl\efe '5 to grumole OYer 

One futttler rernartaDle a~t of ROCke! 
sOmetflmg brOUglll aDoul tIy ns low p'ofile - IS tI\!Il 
you can now POCk 1\ up for srounrl ten POUndS, lNtrs 
In ~s tlCx, St t shunk·wrapped. brand ~ 

on regret'ul~, bullhe inevltaD!e lOOkallkes tIlill 
lotlow@d lnMaflo 64'S .... a~e gaWl HIe Nb' a re0Ul8tlon 
as a dump"ng ground for the tyOe of software that 

brougnt 800u1 the y,deogame crash of the earty ·SOs. 

resuttl ng In \tie hkes of Roc~el sauntefong ItS wtry on 
to SlOIe $/ltIYes With tne I res 01 EarthwOrm /II!! 64 
compll!:ely UnllOtlCed Dy tnl! Edle team HOPefully 

er l>uncn's nex1 PfOflK! - a PS2 t tie. 
aoparently - w. not suffer such ~Ity 

. ",IeaMd badt In M_bet' tast ""ar,ltod.t MS""'" betn •• amined wittlln thtM 1Nl,... It's 
HSY to SH why it INIsMd by .... 1tOtked, but It's etttalnly --u. tradUn, down - espedally at EID 

Videogames on Ihe Edge 

ThiS month, Ed&e has been mostly playing ... 
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TESTSCREEN 

VA G RA N I SI 0 R Y 

CUi-scenes depiding 
Ashltrs pUlSuil of 
Sydney pundu.le the 
ullon ilnd uule iI 
PUt 10 the Iilme which 
IS Sildly undone by the 
slow·moving comltill 

84~' 

11 eeaoack from garners IS 
rumoured to have prompted 

SQuare to reduce the durauon of 

combat arumauon sequences iflthe 
upcorrung release of Fmal F;mtasy IX 

It's a PItY thiS advICe wasn't 
incorporate<llnto vagrant StOl')', 

because similarly ~ow-moving 
gameplay del/acts from wtlat 
could have bee'! a !lrst-rate garne 

The underlying concept is actually 
qUIte sunpIe, cORSIstlng of a oungeon 
basl'll!1 whiCh countless rooms must 
be exploceo ane a huge number of 

moosters overcome, Although simply 
,opening UP new 8feas 01 the map 

Spells ilre conllinld In grimoires Ibill Ciln be found ill v . .,ious sllges 01 
Ihtg.me, Once Ashley CilIU I/.Irticuhlf spell h will be I1 his dispesill 
fOf lhe resl 01 the I.ml, plovl Id he hils lufficilnt milgic points 

provKles its own incentive to play, 
there IS a tightly plOtted baCkground 
Story to prclVlde further impetus to 
progress. The game takes Place a 
weft: before {he murder of a shadowy 
dignitary by the name of Duke 
Bar(\Ooa, and the playtlr takes on 
the role of prime suspe(t AS/l ley 
RiOt. Howe~er, when the actlOl'l 
starts AShley, a spec~1 agent - or 
Rlskbleaker - of the valeooaa Knights 
01 the Peace, is in pursuit of the 

mystenous Sydney Losstarot tnrough 
the CIty of le~ Uonde. 

The graphICS are remarkable 
throughout, and the camera can be 

lul/V rotated and zoomed for a 
statIOnary IIrstperson SlJrvey of the 

SlJrlOUndtngs. There are moments, 

tnougn, ().Jnng whldl Ashley IS 

ObScured b'i Dulldmgs or trees. """'ICll 
can make proceedings dlffocull Cut· 
scer.es are perlormed With the 
ingame engine, but are no less 
effectJve for It. 

The real heart of the game lies 
In the corrbat system and inventOry 

management. OUflrlg combat the 
actlOll IS paused and AShley can 
target Mlerent parts of h,s opponent 
weapons, whiCl'l are cMracterlsed Dv 
a numoer 0' statistiCS that del,ne their 



TE ST SC REEN 

Pfice £30 

Release Out nOw 

After usinC Ihe 1.l'Jeting sphere 10 plnpolnlln enemy's wu kesl s~1 {.boYe npl), .n onKreen e.d.m. lion "'Irk Indiutts the timinl n«..sw ry 
for I 5u«enfu l Chin AltlCk (top left)_ Alternalively, De'ence Abilities Cln be uMd in responM to.n .ltIck from . n opponenl (top cenlre) 

relalrl/e strength against the different 
types of foe, can be repa ired anCl 
combined In workshops. uniquely, 
weaoons actually ' learn' how beSt to 
deal with monS1Cr1i they have been 
used aga'llst before. A:; a reSul! the 
player can llulk! up a specla lsed 
arsenal by USing dlfferen! arms at 

d.fferl'flt tomes. TIle shaOOwy setllng 
01 Le~ MOnde atso prOlllOes the 

juStl'.catoOl'l for the gradual 
uncovenng of a numtler of a speoal 
manoeUV"es, Breat ArtS provide a 
one-off speci31 move at a cost of 
health poif'ltS Delence Abilities enable 
the player to generate different types 
0' effect if they are timed corr!!(tly In 
respanse to attacks. Most Significantly, 
Cha,n A!)IIIIIt!S can be used to smng a 

selles of !!lows together USing 
Be"'lam-styIe tlmll1g.lhis alloJl,ys the 
ad'Iersaty no OPPOI'IUllIty for llposte, 
wtuW! con' .. oeymg speClat benefits Md 
10uI typeS 01 magiC, and the result IS a 
proceoure tMt is Open to a huge 
aegree 01 CUS!Ofl1lsallon, 

The I/al~s abil'tles al Ash ley's 
disposal can be strung together as 

!The real heart of the game lies in the combat system and 
inventory management. During combat the action is paused 

and Ashley can target different parts of his oppone~ 

tile player sees lit, and the process 01 
creating custom combos encourages 
a good aeal 01 lateral thougtl\. For 
example, USing all of Ashtey'S magiC 

POIntS n tile lirst lew rounds 01 
combat may seem dISadvantageous, 
OUt a Chain Abll,ty that drains 
oppooents of magic points at a rate 
proportionate to the Jmoont that 
AShlev MS spent can quickly re~erse 
th,S, likewise, a Defence Abll,ty that 
allows a counterattaCk can be used 
In combinatIOn With healing magIC. 

Despite the obVious strengthS 01 
thiS system, the structure of the game 
soon l1'IaI:es the Be'-'laOl -StyIe controfs 
leel repetitIVe. COmbat can be wne 
consuming, and endle>sly respawOlng 
&CIVersalles become tiresome Add to 
thiS an III-thought-out approach to 
poSlllonlng save points, and the pace 
of tile game can become disjointed 

Outing the early stages of 
oevelopment. Yasumi Matsuno went 

on rKOrd to 5J'I he expected vagrall/ 
SfOf)' to take frill! or SIX hours to 
comPlete That woulCl almost certainly 
have bee!l too short a lime to fully 
savour the IOtflC3te combat system 
and the sheer diversity of opponents 
and Items on offer, but it would 
appear that the length of the game 
haS been increased 10 some 40 hours 
by overemphaSISing and eKleoolflg 
the length of combat sequences. Any 

Impetus created I:ft/ the slick pIo\ and 

the s.mp ... but effiaent puules 'S 
therefore unclerrruned, Wltn the 'eSUlt 
t1I3t vagrant StofY can, at umes, be 

more fl\lstraling than 11 's 
rewanllng to play 

Seven DUI Dj (en 

The map scru n , hows 
Ashley's procress 
th rough Ihe city 01 
Ld Monde (lOp). There 
.re plenty of bll.lle­
looking beuls to 
dispatch on the way 

G)Q~·8S 



TEST SCREEN 

COllN MCRM RAllY 2.0 

The l,ndJ(,l'peJ tie bu",ti'1,I1ly rende,ed .nd the stls." s1,ldl ,s this one in 
Keny .. sport Vln" scenery. P\lbs, wi ll,ses 'nd level crossinp Ire ,11 included 

The "rcd. mod. Is 
enjoy,ble for I while, 
but f'lls to off" the 
IonS te.m th.llls 0' 
rlllyinl , While 
opponenls lookli"e 
they'.e flol tint they 
(,!I n spin out 0 (ont ,ol 

1':1 om,ng Nlt on the hee's Of 
1:1 potyollonis master~ece, 
comparisons between thiS title arlll 
Gran Ttmsmo 2 are IneVItable, and 
truth be to4d - there is very "ttle 10 
separate thefT' Where Gran TlJrismo 2 
offers depth thfougll the abihty to 
tune velllcles accord,ng 10 your every 
wIllm, COhn MCR1Je Rally 2 0 draws 
you In VIa glonous body defomtatJOfl 

and a damage SYStem wtllch can 
sef10USIy unpall progress. ll'ough 

COdem8sters' sequel doesn'\lnstantly 
astOUnd, It IS 8 more challenging and, 
in many ways, cerebral e~perience 
than ItS nearest rival 

On a t9(nn lcal level CDlm McRae 
Rally 2,0 Is a li'Iely WOI'~ed Piece of 
machinery; mvest lime in the 
gameptay and the nuances 01 the IltJe 
begin 10 SI'Ilne through 0f1IIe around 
COrs.ta's light n'IOUntalJ'l passes, tor 
InStance, and you Will begin to IlO\ICe 

mal tractlOfll$ lOSt on C,'Ie SIde of the 
car If the wt1eeIs Stray Into sand traps. 

Tl1e level of grip each tyre de lIVers is 
aff9(ted by the surface 1\ IS In contact 
with - the car Is not just one 

The hind/ins is spot on. Some Itllts mo~. from one surface type 
to . nother, which insl,nlly ch,",,, the whole ful of the n"s motion 

Independent UM. once Ite player haS 
fathorne<lthis, dnft technIQues can be 

used to gain cruaal seconds by USing 
the terra ,n to SlOIN or conllol the car, 
gaining Vital tractIOn around corners. 
StiCking ngwjly to the malfl road 
SOJrface IS not alwaYl> the most 
effectIVe strategy 

Crucially, Co/m MCRae Rally 2.0 
plays hke a cream When Edge lasl 

viSited Cooemasters to assess 
the progress of thl$lItle (E75} much 
was made of the real'SlIt handling 

charaoerlsucs of the vehiCles, and 

I1 seems prooucer Guy Wiklay MS 

managed to strl~e that often eluSM! 
Dalance belween realism and 
playablllty. The handling is nottli ng 
less than sublime, as C<! rs respond 
with unsu rpassed senSitIVIty once 



The In-ur umet. view is fot the hard core rally enthusiast only_ The screen 
perspective shakes to the rhythms oltha ur, mimickinll hnd-cam 
I ttached to the driver's helmeltnterlon lite. depending on the vehicle 

and merely qual(fylng on sweden's 
snow and ICe trads requIres 

tremendous powers of concemratoo. 

S3'Mg the game and repalnng the car 
after every two stages (there are eight 

TESTSC REEN 

p.ice: £35 

Release: OUI now 

'p9U've mastered the techniques, 

dntung and accelerallng OUt of 
cornel'$lS extllllraWlg. In ordef to 

register an acceptable Stage lime the 

player has to flirt With trees and other 

env"orvnern scenery, whICh tallieS 
aomoratlJy Wlth 're~1' ra llying. Oilier 

drMng games may offer mental 

tension, but CoM McRae Rally 20 

lather driving games may offer mental tension, but this will 

wil l pIlys,ca lJy e ~haust you. Muscles 

tighten, Sinews suain - scrapJng your 

I'et1Ide around mountain ChlcaflCS In 

ItaJy haS never been 00ne thIS well 

A word of warnIng: the exactJlUde 

oemanoed 'MII frustrate as many 
as It seduces. 

Both Arcade and Ralty modes 

are Included. The Arcade game oflers 

more fOfgrving handling. and while I1 

presents the plal'€r Wllh on-screen 

OPPOS(tIOn the results are less e~clung 

than raCing against the clock. The 
Ra lly ChamplOOship is the real 

expeflence, and challenges can be 

brOken doWn Into single ratty, Single 

Stage, tUTle tflal. versus mode or an 

ent"e Cl\ampronshlP season, Extra 
countries, Cheats and cal'$ be«IITle 

available as Irop/'lle$ are won. ThoUgh 
the NOvice level can be completed In 

a day, the Intermediate slage proves 

mtICh more difficult. After the first tWO 

ral lies In Finland and Greece are won 
the learnrng curve steepens sharply, 

physically exhaust you. Muscles tighten, sinews strain - scraping 
around mountain chicanes in Italy has never been done this wel~ 

at intermediate and len at Expert) 

IS VItal HOWeVer, rtaving 10 constantly 

reload stages as you pusll for a bener 
II/Tle can become a chore 

A pal!rcular menllon musl go 
to the SOUnd effecrs, which serve to 

emPhasise and heighten the drlvmg 

expMence. Underlining the senSlllYlty 

of tne nanalmg, the subtle noises 

prodUCed by tM tiles turning on the 
manrlold surfaces take thiS rally Slm 

Into aflOther league. The sJlghteSI 

d<fference in track composlt!OO!S 

COIMlICrngly conveyed - heaflng 

the cracking 01 the Suooru Impreza's 

tyres aCfOSS icy roads 15 a PI 
Mrnor Haws break the spell at 

tunes. 'Mule graptllcs unougllout are 
CIlSP and structures are beautifully 

rI'lOOelled, pop-up makes a messy 

appearance on ceruun courses. AM 

wtl ilO c~ l lslon detect ion is pre(lse for 

the most pan, tIecomlng caught 

behind rOildslcle scenery occurs more 

often tl'larlll should The damage 

system, loo. while well Implemented 
on the wtKHe, proves less !mportaflt 

as the game goes on. This is because 

the times needed to Quahty are so 
demand Ins that mista~es can't be 
tolerated, let alooe a damaged ca r. 

COIIn McRae Rally 20 w!11 maintain 

a hold over any truly committed race 

fan for a looS I!me. The demands of 
accuratety navigating some of the 

most treacherous roads created lf1 

lI\cleogame hiStory woO tie Just tOO 

much for some. Those 'Mwng to take 

011 the crtallenge can expect a level 
et aosorpuoo rarely delrvered ~ 

by any tJtIe In any genre 'L.5 

fiuht out Dl ten 

AfI~r every two stales 
the player has an hour 
to condud rep'lrs or 
tune up thlt enline. 
Major dam1le tends to 
result in not qUllifylnl 
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fXCIHBIKf 64 

The lame's .dnntage over other motocrou-influenced lilies is ils sur.erb control syslem, .lIowing you 10 shift Ihe rider's weilhl around, Ihereby . llering 
the bike's tr.jedory mid-ai r, settinllt up for Ihe nut (orner, After' IIttlt while it becomes second nature .nd fI,wltss I.ps prO¥t m.nively rewarding 

... ssuming laSt mooth's 

W astounding Perfect Dilr~ fa iled 

to convert non-N64 owners to the 

cause, here c:orn&S anotfIer hrgtlly 
convincing argumem It may not be 
a Nintenclo.(jM~ produCtlOO 

(IJnh~e the 1984 8blt original>. but 

cootroller three games that 8M!n 
any other 10Ypad WO(J ld arguably fa,1 

to work as COOVinClI1gfy 

If anything, the contrOl in 

fx(;lte/)jte 64 IS a more IntrICate 

and tIKhniCal affa ir than ~s twO 

stablemates and wi ll ta~e a little 

It; isn't a case of blasting, turbo screaming, over every jump"" " Learn 
the circuits and you'll find yourself slowing for certain run-ups, or 
blazing up others, turning mid air to set up for the the next corner~ 

88 EDG.' 

EXClfeblte 64 carnes NCL'S pedigree 

In an implessillely dlgnlrfe(f manner, 
Place It alongst(le wave RacE 64 arid 

1080" Snowboardmg and you'll fino 
your sell In posseSSIOfl 01 an insplfe!l 

trilogy perfectly Sti lted to the N64"s 

longer to master Shifting your weight 

aroona the motocross bike uSing the 

analogue S:lck is pleaSlflgly Intuitive, 

of course (torwald to bong the bike 

down qUicker, back for more air), but 

graspmg the finer pointS 01 uSing the 

Z-tflgger turbo optlOfl (withoUt 

overheating the enginel ana the 

powersltdlng properties of the R 

ShOuK1l!f bunon IS another matter. 

me only crItICism WO(Jia be that Demg 
unfairly knocked off your M:e by a 

CPU OOlX)l1ent wt1en you can do 
nothing to!l'lOld the coHision can 
tie I1IghIy infunattng al times. 

The game ml~es 20 Indoor 

SuperX·styIe arenas and fantastical 

outdoor staBes spl it o~e r four seasons 
and three diffICUlty levels. ProgreSSion 

IS typtcally Nll1tendO: dear 8 season 

ttefore you're allOweO on to the next 

harder sett ing. Ana rt's worth 

mention ing that EXCitebite 64'S later 

levels are ruthless. re<lWflng you to 
judge your jumps and negooate tradr:s 

to a tee, something thilt ooly becOmes 

poss itJle after YOU.v.:! played them a 
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Format: Nlnte ndo U 

Publisher: Nlntendo 

lXi_e loper-Uft f ield 

price: $50 (£35) 

~ele ase; out now (US) 

September (UK) 

Excitebike 64 alternates ~tween varied outdoor fictitious tracks and supercron-style stadium afenn (outdoor!indoor), both types increasing in 
complexity the further you get into the game. Fou.player mode is simplified fun, while stunt session, dese rt option .nd football are all fairly addictive 

lew limes Yet th,s is the elegance of 

the game - it's not sImply a case of 

blasting, turbO screamIng. over every 

jump unless you enjoy crossing the 

fi nish line last. learn the Circu'ts and 

you' ll find yourself slowing down for 

certain run ups, or blaZing up others, 

turning mid air to set up the bIke lor 

me next corner, always lookmg for 

the smoothest ride around the track 

AS you power your way through the 

game, you'l l notICe an ir,crease in 

the number of alternate routes and 

h,dden shortcuts in the later tracks ­

we lcome inc lusions, as any reason to 

stray off the racmg path alwavs ups 

the gameplay ame. 

AS are the extra games Initia lly, 

along with the ong,na l 'l'xwebl~e, 

only the randomly regenerating desert 

environment and stunt track are 

unlocked, but every completed 

diffiCUlty level opens up a new game 

The first of these IS an option for two 
or four players to engage in a game 

of motorbIke lootball, w,th predoctably 

notous results. Better stil l is the 

hil lchmb challenge, Which times 

you over three stages of increasing 

difficulty and - I'Ke the main game ­

olfers excellent replayabi llty. laSt, 

though hardly least, IS another 

addIctive version of fxcirebilre, 

th is tune in 3D (thougtl it can st ill be 

played sometriCJl1y should you wish) 

To th,s add optiOfla l fourplayer 

action for exhiblllOfl races (though 

frame rate and draw distance 

problems do occur), a one-on-one 

cha llenge cup, a CUStom season 

(where you select five traCKS from 

the 20 available), and a Inendly track 

editor Occasional frustrallOnS aside, 

thiS IS easily the beSt-structured and 
most enjoyable motocross package 

aroond 111at UK gamers wil l have 

to wait umil september for a 

PAL release is shameful 

tight QU( 01 (en 

Of the enjoyable six boflUS games on offer, Excitebike JD (left) and the 
supremely addictive Hillclimb are by far the most playable 01 the bunch 
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IN COlO BlOOO 

In this sequence (top left to above left) Spectre, a Terminator-like robot pursues Cord through the level, It must be destroyed by operating the gilnt 
crushing um, There are few indications that this is the course of action to be taken, however, and numerous delths and reload.ng must be endured first 

I'ft'I itn the except'on of MySt (wtlich 
W sold an obscene number of 
cop,es for such an uninspinng title), 
polnt'and·cllck adventure games have 
never appealed to more than a small 
sector of the gaming community 
Wh,le the enjoyable Broken Sword 
series won many over WIth its clevt!r 
plotting and simple Intertace, the 
genre has since fa,led to look in any 
d"ectloo otller than to the past. 

In cold Blood, which comes from 
Broken sworo devt!loper Revolution 
SOftware, makes many of the mistakes 
which infuriated and probably 

The rendered backdrops Ire visually impressive, though ladders (right) 
can prove diHicult to climb. LOl ding in between scenes is ,Iso . chore 

alienated many gamers from the 
genre dunng its expenmental heyday, 
An attempt has been made to 
incorporate a control mechanism 
more akin to the Resident Evil titles 
than the tradlllonal point·and·click 
yarns, but it soon becomes apparent 

that the mouse arrow served a 
lundamenwl purpose Within these 
olten complex enVironments. Within 
seconds the player could highlight 
objects which could be interacte<l 
with, redUCing potential frustration 
While Konami's horror survival series 
overcame these d,fficulties by having 
re levant objects sparkle, In cold Blood 

opts to leave it to the player to 
randomly and tediously try to 
interact WIth everything 

some might argue that this places 
a healthy emphasis on the perception 

and diligence of the pla~r, /lanering 
rather than insulting the intell igence, 
T11is could have been the case had the 
comrol and alllmauon of the centra l 
character, JOhn Cord, been flUid and 
respons ive. In reality the frame rate is 

st\()C~ing at times and the hero 

moves around his world with an 
unconventional jerkme ss only 
betlere<l in itS peculiarity by the late 
Max wall. Climbing ladders. wal~mg 
arOUnd tab les and going through open 
doorways present the player with 
some of the more chal lenging 
moments In the game 

on a more positive note. the 
narrative is delivere<l well. using 
conCise and energetic bursts of FMV 
T11e central premise is exemplary: 
cord IS being tonured by hiS captors 
and the missions are played out in his 
imagination through flashbaCKS, At key 
moments the present swims back into 
view, which IS when the next objective 
must be completed 

The puzzles in the game are also 
generally we ll conceived, if poorly 
dellvere<l, one notable example 
revolves around an EMP mine - an 
electronic devoce capab le 01 short · 
Cllcuit ing patrol robots. The mme can 
be placed at certain recharge points. 
and the process of positioning it and 



The action se~uencn (above) prove 
clumsy and fall to pep up the punling 

then hiding Cord until the robot is 
disabled requi res a gooo deal of 
stealth . The variety and type of 
problems presented to tile player, 
wh ich range from smashing windows 
with partic le accelerators to 
uncoupling land trains loaded With 
a time bomb, is equally laudable. 
However, il th is sounds dynamic 
and e~c it i ng then apologies are due. 
tn general, the manner in which the 
player must go about finding out 
what to do and then actualty coming 
to terms with the unwieldy interface 
ma~es the blood pDSltivety boil 

The reason lor this - surprisingty, 
given Revolutton's apparent 
determination to update Its image­
is that the gameplay can be strongty 
reminiscent of te)(\ adventures of 
yore. Getting Bilbo into the barrel 
or Gamlalf up the flagpole was often 
made impossible due to te~t parsing 

frustrations. Here such difficulties 
have been replaced with the need 
for the player to move himself into 
precisety the correct position next 
to an object for mantpulations to 
have any effect Press ing the 'mterac!" 
bUllon next to a lever/computer/piece 
of machinery wil l not always produce 
results, leavmg the player - often 
wrongty - to assume t~at the object 
is merely part of the scenery 
Bizarrely, trying to operate a computer 
often results in Cord automatically 

TESTSCREEN 

Format: PtayStation lPC 
(PS Yerslon review ad) 

Publisher: SCH 

Developer: Re Yolu tlon 

pr ice: £30 

Re lea~e: July" 

The narrative elements are for the most part refreshing and involve interacting with dissident §cienti§ts (above 
right) and government informers (left). At certain points thrutening characters with your gun is necessary 

!cord is being tortured by his captors and the missions are played 
out in his imagination through flashbacks. When the present 

swims back into view, the next objective must be complete~ 

walking away from the machine and 
towards a door on the oPPOsite side 
Of the room 

The action sequences of In Cola 
Blood, though admirable In their 
ambition, fa il to breathe life Into the 
ma,n body of the title and prevent the 
onset of gameplay rigor mortis. The 
auto aim is inconsistent (occasionalty 
you can Kill enemies stand.ng behind 
you) and the delay In the sound of gun 
shots and their impact on the targeted 
opponent can be cause fOI a good 

deal of hilanty. 
In its defence the game is 

massive, though th is is a dubiOUS 
merit for a title which will see many 
players failing away before the fi rst 
couple of miSSions are completed. A 

wristwatch·style COmmUnICatOr, cal ed 
the REMORA, also threatens to I'ft the 
game above the average, though 

again it is poorly implemented and 
clunky to operate. n can be used 10 
interface computers Of (llsable doors 
and security devices Unfortunatety, 
and cefymg all sense of logic, the 
REMORA often won't wor~ unless 
the correct sequence of e~ents has 
occurred first. Finding out that you 
can't access a computer because you 
haven't yel spoKen to the technician 
in the recreation room on level S can 
be pamful and demoralising. 

In cold Blood is bold in amboiion 
and epic in scope, which aren't 
Quall!oes to be OI/BrIOOKed in today's 
f>layStation titles. The clumsy game 
mechanics, however, won't endear it 
to anyone - be they fans or 
newcomers to the genre. 

four out Df ten 

The REMORA device is 
an interesting addition, 
operatinl in I similar 
way 10 the Codec in 
Metal Gear Solid, At 
limes, thou,h. it Utn 
prove temperamental 



TESTSCREEN 

UAIKAIANA 

Format: PC 

Publisher' fldos 

Developer' Ion Storm 

Price: ns 

~elease: out now 

From the vivid green 
hues of the opening 
level on, the colour 
scheme must rate as 
one of the worst ever 
to taint a videogame 

Duiltedures, limited AI, 
uninspiring weapons and annoying 
level desi!n conspire with the 
aged QUo e ll engine to render 
DaikDtDflD a real disappointment 

.... fter three years in the pipeline, 
IiI JOhn Romero's laoour of lo\Ie 
has finally emerged from development 
hell . Set In the 24th Century, 
Dai~atana's storyl ine follOWS the 
adVentures of futu ristic samurai Hlro 
M,yamoto as he Havels between foor 
d,st inct time periods, Each period 
(future Japan, ancient Greece, oar!: 
Ages Norway and san Francisco in 
2030) comalnS up to six levels, 
wh ich are divided Imo three more 
manageable sub·levels The game 
begins in Japan, Where Hiro finds 
himself in a marsh. Ifs from hele 
that Daikatana starts to go downhill 

Level design and enemy At are the 
most immediate problems. From the 
outset the player is presemed a 
ridIcu lously high proportion of blind 
al leys to e~ plore - a problem that IS 
somewhat aOdressed as the game 
progresses, out the feelong is one 01 
a design almost random in nature. The 
first foe Hiro encounters are frogs and 

insects - not creatures likely to strike 
terror into your heart - and while the 
adversaries increase in Size later on, 
their brains clearly haven't grown in 
accordance wi th their bodies. 

Desp'te these lundamelllal 
d,fficultles, Dalkatana has a 
smattering of Innovative features. 
The moSt signIficant of these are 
the 'Sidekicks', which take the helpful 
characters of Half-We and I:iflgpin a 
few steps further Commands to 

aCQuire objects, attack enemies 
or to stay put can be ISSUed, 
add,ng a slightly squad·based angle 
to the proceedings, Sadly, thiS tOO 
becomes tire50me as you nave keep 
your all ies al ive or tt's game over ­
which, given their sometimes suicidal 
behaviour, can be tough, 

Another Interesting tOUCh is the 
way Hiro's skil ls and abi tllles grow 
as you progress. EXperience can be 
channelled towards different areas ­
Attack, Power (damage), speea, AClO 

ijuntplng abilitYJ, and vitality ­
improving your pertormance, This 
concept also applies to Hiro's sword, 
the Daikatana, which 'learns' how to 

kill dlfferem enemies (he more it's 
used, Other weapons range trom 
the powerfu l Staff of leus, ShockwJve 
and Sun Flare, to the more ineftectua l 
Ion Blaster and DISCUs. However, using 
the more powerfu l arms in tile close 
environments of the game usually 
results in death tor you or your 
feCkless sidekicks. 

"ram the outset Dalkarana looks 
and plays like a game we ll paSt itS 
sell·by date - the Quake 11 engme It 
IS based on shouldn't be exposed 
to suCh rigours at its age. Wh, le 

it would have been impossible to 
live up to the expectation John 
Romero himself perpetuated, 
Dalkarana simply doesn't CUt it. 

Ej'III.'";',.,'-______ -. ____ -c-c __ 
four out of len 



SUPfA AUNABOUT 

SUIWf Run"bout (onlinuts the drivinlllml obHuion with S.n Fr;ln(iKO, wh ich 
is ',<ruled impren ively.t times. In-lime, the VM unit lets lIS In odometer 

... nyone QUiCk to praise Df/Ve" 

W or more recemly sull Crazt Taxi, 

/Of their Innovative non-linear urban 
routes clearly wasn't around W'hen 
RunabOut screeched 0!'1 to the 

PlayStat'on t1aCk In 1997 Not only did 
Climax'S fun racer preceoe both of the 
aforementlone<l titles Wjtn Its 'choose 
your route' approacn,ll also offered 
more InteractK>n Wlth tile scenery 
than both games put together SUre, 
DrIVer allowed you 10 Knock 8 few 
tables and Chairs over, Dui duj It ~ 
you jump Into a baseball stadium 
alter sma!.h,ng througtl ~ gateS? 

Super RunalJOur aoes. Thai 

and plenty more besides. SO much so. 
In fact. thallI's not unusual to 1000e\ 
aDOut a IrISSIOO and waflder off In 
search of new IOCatoOn5 to part. 
your car In. But even when focused 
on KCOfT'II)/lsmng your giVen task. 
destruction is SIIII encourage<l-11le 
gane rewards you Rnancta'ly for 
every shop wtndoW, vehicle and 
sundry otller oblect you damage. 

The other elemeot SUper 
RlInaOOUI has over itS CloseSt 
compel1tors IS variety, 1WO scenanos 
with sl~ mlss,ons each (more can be 
unlocked along the way) oiier the ~,fI(j 

of dl~rslty that has become par for 
the cour~ irom the Run8IXJut 

franchise so, fOf instance, 001'1 be 

sorpnsed 10 be asl<ed to go around 
san franc,sco coUewng the basic 

Ingred'ents fOf hot clogs befofe 
dr~ng them off al the City hall 
buildmg, where lhe mayor is 
presumably entertaining guests. If you 
play as the police (scenario number 
twO), expect 10 be as~ed to bring the 
ketchup and mustard, And, of course, 
thiS wouldn't be a true member of 
the RunaOOUr family without a mis$lOO 
based arOUnd I:noc~mg a couple 01 

limousines off the road 
Yel given all it promised, Super 

Runaoour remains a dISappointment. 
While Vlsuatly ItUngs have obViously 

tmprovecl SIIlCe Ihe PlayStalion days, 

all too often the <levelopel' asks the 

OfeamC<!st to draw more ttlan it C<!n 
handle, result,ng U1 plenty of pop-up, 
but ....nat Is ttlere IS iMpressive. The 
scenery itself Isn't a problem as the 

draw distance Is suffiCIently ahead 
of your bonnet to re~al upcomlng 
corners Wllh plenty of warn,ng, But 
more o':en than not particularly al 
high speeds, other ~hicles appear In 
front Of you leaving little time to react. 
With S011e frustrating conseQuences, 
particularly as ~ry mission Is time· 
based lose precIous seconds irom 
hitting a Civilian ~hic l e and chances 

TEST SCREEN 

FOI'mat DrUmell! 

publiSher; Climu 

price: VS,. OO (£3 5) 

Release: Out now (Ja panl 

Te e (UK) 

As ever, the IUle of vehicles is vast - pity most of them h.ndle r.ther 
poorly, Ipolllnl wh.t would otherwise be I lenre-beatinl videOllme 

are yoo'll be selecllng the reSlan 
opUon, There are also some frightful 
polygonal glrlches Wh,ch see enllre 
vehicleS disappear Delore your eyes, 
as well as SIOwOOwn, tl'lOugh IhLs 

lendS not to oveIly aHect playablhty. 
Wtlat does fundamentally aHect 

playablllty, howevef, 1$ the remartatlly 
fIoaty handl,ng. wnlch, even on me 
mosl repons.ive cars sudlas the 

Ferrar1 FJS5 rephca, ta~es some 
gettU1g used to. FOr some It may 

well orove 100 much as tl'\ey find 
rtlerr.setves perfol'mlng yet another 
UfllnleObonllI and mlsslOII-deslfOYlng 
handbrake turn. 

SUper RunaOOUf can be a lot of 
fun, but more gameplay re'inemenl 

and t8CI'U1'Cal polIsn COUld have ~ 
malle It a beller, '1....::::J 

Sil DU! Dj ten 

Even If' couple of 
the missions plO'le 
loo limil" , the diversity 
of the tnks you .re SIt 
is seductive, You'll find 
yourself in the oddest 
of litu,tlons 

GMI.093 



TEST SCREEN 

SAMBA Df AMIGD 

prlel' ¥13 ,600 (USI 

Release 0111 nOw (lapt n) 

The high price of the mlraUlS may be prohibitive to $Ome camel$, but they are worth _I)' penny - the camels simply not the same without them. SU'p!rior 
rhythm Is rewarded by Yibrnt backtrounds (above cenlre). while poor play SHS the YiYid sceneI)' Ind colourful dandnl charlclen disappear (above nght) 

Western ,amers won't 
be able to benefit from 
Internet support lor 
SGmbc1, but e¥en 
without it the Clme still 
hu enouch lulurn lor 
• fulfil1in,uptrlencl 

94 £DOE' 

O n light of 5ega's third 

consecutrve finantlalloss, 

Oet.<gmng a pair of maracas equipped 

WIth monorHensor technology would 
appear to be somethll1g of an 
Indulgence. AS would releasing 

anothef Bemam title In the weSt after 

the genre's poor perforrn3nce to date. 
But after pia'flrlg 5ega's near perfect 

COI1YefSIOn of COIn-OIl tilt Samba de 

AmIgO for JUSt a shon lime It would 
seem to make perfect sense, aoo It 

would be a shame to deny gamers 

the opportunItY to get the." hands 

on SUCh a compelling hlle. 

The baSIC premise of Samba de 
Am~.s s.mple the aforementlOOed 
penpherals must be shaken In hme 

WIth a selecbOO of tunes ranging from 
the 'Macarena' to a heavy roc~ 

version of A-ha'S classic 'Ta~e on Me' 

Graphics consiSting of six coloured 

CIrc les Inform the player of the height 
and position at which the maracas 

• 

muSI be shaken. High scores are 
awarde<l for conSIstent rhythmical 

accuracy, wIllle succeSSl1'e blunders 

are penalise<! tly tile premature end 

of tile melody 11115 In ltself IS an 

el1Ol'lTlOUsIy sausfymg onepIayef 
expenence, but With Inends I1 

becOn1eS po$ItJYetv rIOtOUS, With 

IncreaSlngtv difficult songs reqUlflng 

you to set aSlOe Of any semblance 
of re5er"Je as you 0000t a senes 
of outlandiSh poses. 

Such uncomplicated gameplay 

poss.esse-s a surprising amount 01 

longevity, DuI 'nil' Nata MS also 
gone to the trouble of implementing 

a de~gn structure thal eocourages 

COntmued play. The tlaSIC play mode 
features several slages that alloW 
you to choose a tune, wlIh high 

scores rewarded by new songs 

being unlOCke<l TIlere IS also a sort 

of camp,ilgn mode in wIl ch certa,n 

scores must be obtained In order 10 

progress, and a senes of twoplayer 
modes. A co.operatlve 'love love' 

mode awards a score based on lhe 

degree to whICh two players shake 
In unison, while in contrast the OOject 

of a compeutive game IS to dIminish 
your opponent's health bar by 

SlISta!lllng a rhythm long enough 

to send OYer a bomb. ilIere IS alSO 

a senes of nunl -games, such as a 
'o'(IO(Inl of Sln'IOn says, .lOO a game 

111 whICh boulders musl be destroyed 
by sustained shaking. 

samba cJeAmlgo w;U probably 

appeal to the mosl grizzled of 

hardcore gamers, OUt illS also a game 

mal eve')'One Should have a chance 

to enJOY. like some kind of demente<l 

pe.CtJSSIYf! versIOn of Twister, It 
deserves to usher in a new 
paracltgm lor par10ur games. 

Smn out 01 ten 
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CHOICE CUTS FROM THE VIDEOGAMING VAULT 

EXCITEBIKE 
Rarejncluded a ZX s.12..~s:trum emulator in its Donkey Kong 6'Lcart to delivell~. and now Leftfield Studios has followed 
suit by slippjng an NES emu into Excitebike 64 to give N64 OWners the opportunity to samQle anoth~uic from the 'SOs 

• 

1[::::::::::::::::::::::::::::::::::::::::] 

In IUOfd'n« wittll'ut console 
l'rH tr~ition. the suPftlllely user­
friendly track aealor mode (right) 
1_ rise to InoIIgnific.mty COR¥Oluted 
- and wIIolly imp1'actial - dHigns 

Mllnufllct ure r : Nintendo 1984 

r.:I r.e1 ots legendary succes .., the ~ field, 

.:.J (s ellSYto fofgeI tNt N.,\endowao; OI'U a map! 

pI.lyer on the COIIHlp sane. ...., \Wee but ;nsanely addICtM! 

mIes wet..ss 10 ltwd ,ognr, Super Mono Bros., ~nd this, a 
rnoIo<;ro55 g~me whose ~I WaS f", deepeI !h.ln ItS 

<JUde p<eSentabOO IIlllI<)iIy suggested 
But ~ sames ~ ~ mu !he, CMo<l in the 

home, on the NES/famir;om, wher~ Ih8 nw~ could 

be rno.Aed CM!! and p!Cked apMI. MId 1'1 the img fOOnl 

~'5 tnaIs - whoc:h $M you I"ighbrts bOO! the doXt. 

and ~ bruuotf unsympa1heot; CJ'U ~ -~ 

l4' a S@"llicanldoseolchallerlge. 

£/£J~ Ills no! aged ~ WI!I. )"'t tt ~ no 
~ery...ny LeftfieId ~ to fet¥l m.lny ~ 

of the 8brt O<Jglnall'l lIS 64bot upd,lte (see p88). 

Co in -opI NE S 



EDGEVIEW 
The videQgame world never stands still. riding the breaking wave of advancing technology. In this regular column 
EdCUYll the indust ry's grogress in p--~!u~ective with a look at yesteryear's headlines: five yea rs ago this month 

How.rd Lincoln in li95: MOne 
ml)ol ,dv,nUlle we have over 
Sq. is our financial condition" 

n 0 f!YeS a'rwdy tired of pre<endered 
... fantasy artv.o<'<, !he rover of E23, 
"';!h COI"MJIuted $.num !!'JI5 spilled all 
<:Ne< it. mo5I h<!Ye be<;>n ~ 00d of tooic. 

K was !his is ...... , J11C>fe than any O!heI, 
that spelled rot Edge's stance on Sega's 
32brt dream. with edrtorial tn.Jt I'oWkI 
ensure Future Publishing, post-hiloo,ng 
staff We ~ars' 'Ml<1h of invectrve from 
some of the moSl scanty benighted 

people ever to pid< up a iowad· 
A report ITOm the 'MXId's first E3 

lead thIS issue's news 5eCtion. with 
I'o'O<d !ha! Seg3 ~ jumped the gun U1 

bri"8ing forward Ihe Saturn laund1 IrOOl 
September 2 to May , 0. Shockingly, US 

retailers ....ere forced to purch<lse unll5 
from Sega at the n99 mark - 5e11ing 
them OIl to consurr....,; at the same pric~. 

IMm Ultra 64 pushed bad from its 
oogiroally proposed 1995 debut rt was left 
to Tnp H<I'o'IIkiIl'l arid 300', M2 add-oo 
initiMive to MIeI ;oo1l5tly appetltes at d 

dosed presentatIOn in downtCMTl LA 
Elsewhere, Edge trowd the 

Commodo<e story, from its concep!IOO 

in c...Mda to the recent ArllIga buyoul by 
Escom, l>erdlding \he ',ewm of <lfford"b\e 
home computing'. Perhaps lhat F2 
sOOuId'"" beoo:n 'slight rewm', L5 

Clockwise from top left: imagery thal ,aised more than a few hKkIes al 
5eg.; the original E310g0, looking more 1965 than 1995; the $how it:seH 
was less busy in those days; Mottol Kombat J ~ook. it was a bad month) 

Old they really say that ? Did Edge really say that? Testscreens (and ratings ) 

NOnter.do 01 AmeocMI chairman Howard Lincoln: 1 think !NI """ 

wiI do a 1iI!;t-dass job of l'I'I<!<'<eIing [the Vlrtwl Boy), and ultJrNte1v 

tho! consumers are ~ to ~le the decision,· Didn't they JUSt 

'Thefe wer~ some great new gdITleS Star Tret· The Nextvene,arion (PC: 8/10). Fatal Fury 3 (Neo-Geo; 

[at E3]. Among tho! best [were] Heartof 7/10), Johnny Mnemonic (PC; J/l0). Puale Bcbbk (Neo-~; 

D<lfkness [and) Single Tr.x:'5 1\Oi5(eti Meraf 7/10), UIrm Vwex (Jaguar: J/l0). Gum Omer (~m; 4/10) 

PIXELPERFECT 
Every gamer ha5 occasional moments of sparkling excitement. be it the first time Speedball booted YR. or cQmpl~g 
Sabrewuff. This month. Mucky' Foot director Fin McGechie remembers an Bbit hit that chang~d the way_games looked 

r:r.I y Pi<e1 Perfea takes me bad< to 1984 
...... and ~ a rubber keyro rMChne 
m..t Wa5 warm to tho! touch. a tape ded:, and 
an ok! b1I!d-and .. wMe ~bIe th.J11 beI'~ 
was origlnarty bought to ..... atch the 1976 

VIQr1d Cup_ 'The game in questK>n is Sandy 
IMlne', 3D Ant At/od, pu~ished by 
(}url.s;t...a, ~ was simple - t>e"utlfulfy 

s.imp1e - but h3d "" enorT1lCMJS amo<Jnt 
of Mability and replay val"". 

Once you h3d eodwed the fOO'-.Jrd­
mM mtnUtes of loading time you were 
p<esented with the gm.mdbrealong choice 
of what se. you desired to M, years beIore rt 
was PC. The game then reveille<! itself", 

a m""odmllTlilOC ~ visual delight 
Simple in design, get"M in it> exeoJtiorl: 
dA you needed to <M:h~ W"" rescue your 
.tJaoded partner from.omewhere III tho! 
city of Mtescl>er. 

I spent ~ v~st ~mo<.Inl 01 time e!lJ<Yl'll18 

the game's patenled 'SoItSo1id' engIne, 
huddled aroond thIIt old 14.;ocr, lV"" the 
Spectrum beg~n 10 melt Today t1I boot up the 
emulator, choo5e the game ~nd. second later 

up pops 3D Anr Mock. but deep do:w.n I w;s!1 
tIlose r11In~ 01 waiting and apprehension 
were Slillhere. ~nd I do miss Ihe """" of 
buming plastic. I remember when ~I I 

\Ius was Foelds, you mow. 

--.-----------~ 

Fin McGed!ie was 
seduud by lhislD. 
But where's c,eator 
Sandy White today1 

£DOE'13S 



US: $.I! ffoWlOSCO SIaIe l..IrwefsCy 

IS ~ SII.JCIeru kI SVI '4' fer 

CS new MSP COI.J5e, ~ 

C~ Gr.xle poI1Is can 
be earned fI a ......-ber <;1_ 

~~_t...~ 

-.,....,..,." .... 
~ net dIM. Web<:ams. 

~ and ewn 1he eme<gIf"4! 

Itch ""*"tges d cp;.db:>a. 

le:.1:J.rln haYe ~ IhaI 

p&..ces iIIe sdi ~ 00 a 

~ fr'sI come. W<,;t.......oo basIS. 

(out there) REPORTAGE 

YJY to the virtuallMllld 
us: Fn:m a 5I¥Id ~ ll1he knII.o HaI 

at hs.,....5 0 (v.here tie ~ 'tru5uaI' 

~ IeIr6 ft mo5t often fculd). '011 

Standard Corp ~ d1l1S rle'N stereoscopoc 

~ ~ WIIIl M"f operalJ18 system 

and boIh Pes and Macs, !he VR.ICJr'2(XX) 

twdwere ~ LCD t2dwloIogy to lid Ifle ere 
fIe)~v.Mt 1l!; maI:er te!n"oS'~ 

pop-out ~ 3D' In prolClice 1he 3D 

eIIea ,. a IiIII!o short d ~ su:h 

~ bo.I.1he!!lasses ~dei.oer 

"" ~ 50MSiIIICfI somevJ>at .. kI 

~ a O:oe 2<XXJ ~tw:Jn ", AItOn 
l"c:JMn ~ tried bah a ~ and an 
~ bile WIIIl1he \TC, EdJfI fcr.n:I 

!he IM:Ief kI be more SUIed Ib ~ d1...M: 

f can do, oJ5 oi....-.g ~ SpeI!<k <& IiIII!o 

~ to Wi!I< '4' !he 3D fI:oel ThanI<s to 

I/RSs ~ ~ 1he ..... is <IlfI1Po1IlbIe 
WIf'II ~ d pnes ......... 1he need fer 

~ and 1he ~ ewn II'lrcJM III 
free game ....m y<» pud\oJSe. (Neral, thIS IS a 

pieced ~ to ~bri::we ~ 

VRJOVlOOO COO'II!S in \WO loons -the unit 
~ r.ere is the 'high~ model 
AI. arol.OO USS100. it isn1 epeOalIy price,-. 
but it is mosr defnIdrr., ........,aI.-...a. 

~ _-....d.vd.a:wn Jar rnooe details 



HoW to get ahead in videogaming 
US: ~ t". Rare's deosIon 

to .erro.oe the f~ 

fu1ctm from Ft':tfed Dor/:. - ~Il 

order to a.OO In( coo~ -

c')tlerExtruder.com I'oiI'l ~ a 

new ted1noIogy !ha! translorms a 20 

rnugs/lc( into a 3 D rrodeL The rY>05l 

immediate lJSe is !of for g.lIl'Ie'5 ...no 
want to ~ 1heO" OV>'I'Ile.nures 

for I.l5e W. om pkly. W the 

~¥e C¥l ~ be L.I5ed t". 
~ to rxo,.orate the 
Iib.nesses <i IUn;ed ndMciW; kl 

the UK WartIng Ms.rea.1y dedared 

its "W'JII b- the tro.rdJgy, and 

C~.arn I"q>!'S to gMl 

theStwo-td~ la .. 

I11Ilp" pIatfoons. IJs,er,; v.iI re<pR' 

~ doMlk:OO for earn platform and 

a/thougtl the seM:e IS ~ 

free, usetS viii be chiIrged $15 

pe< pO.ltIotm ., the Ileal ilru'e. cyberExtruder's key 5'elling point is !hat it tli<es ju!iI one photog,~ for the company's technology to produce a 3D jmag~. 'MIo need. VR? 

Daikatana brings Mac users to flashpoint 

US: Jo/vl Romero', troo.bied tiIIe Oaikatona Ms bee1 ~ the tturbs 0:Mn from MoJciroosh 

~ l./tUre"ccm. a 5Ite <.ie<ic<lted to the form.n. I'oiI'l po5Ied a petition to try and diMuade 

m $loon from p<;>Wg the ~ (>o'er frcrn the PC M<tc usetS U5ed 10 ber<1\lllg ~ to< 
~ !heir platform M.oe .ntrled the ti1le wi1h st.>ggemg ~ d vitriol and mearve. 'Fieir5e, 

God, Nor ~ roe~ • ..hIe.n:J!her adTItted: Tm ~ a PC user, but with the PC 

release of Dril<atnoo ~ I fTIi&!:lt Mve to -m ""'" to the M<!C. W. !en $loon relent' 

Utterer.com's ~.ite budded under the I'f"""'" of rerieving.., onskougtrt 01 anti Doiko(nn(J 
messages.ld's John Romero (right) may yet haVI! -.. """" pe<>pIo.learing their hai, out 
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EXploring E3's under1Jelly 
us: AA EIectrono:: EnIertannent E>po 

jus!".,.;Ud net ~ !he anrwI spMolde 

illS ~ IfIe cmJ!i 1Nl UICU'ds i: 

f11he loon cl twed IIesh. I'!!h!Ips 1he 

odOest SIItoI: this I'!¥ was GMy 'Dill' fen! 

SIrol:es' CoIeman ~ twIl11 a:rner.; 

.. ~ DeodorKl.e 2~ bu: 
'toere __ plenty 01 oche< sU\l:l 5ee 
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(out there) REPO RTAG E 

AUntie to host Unreal Tournament 
ut(: A ~ Ie.!Jo.mg rn<.XIfied 

lkIteti b.mo:menr Ie.es IS ., "" 

biwdcs on 88C2 • !he end d 

Ihs~, The ~ pn:MIIOnaIv 

eraIed ~ lh.iTt:It. .... klIoN 

!he ~ forma: cl ~ I'M) 

!e¥'nS oIlroerd5 d\aIengIrlg NCh 0Iher 

on a series cl CCI!'III!SlS.I..klroci w. 1eaItff 
on the final cLeI 'M!h a '1l!Cl'flIIy released 

game played on the fifsI rotnlln:l a 

'd.Jssic' same b' !he 5«O"d IM1h 

personeiIoes being sIomed ir*>!he 

Ijl<TIe nI boeIs rrodeIed on TV 5et; 

-nM~ Itoe 1'IIJ8I"""""'" 
<XlI-':I pro.oe, mar6IJeam !iI.JUeS5. 
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WI the Bttb's ~ '-<Is be lIbIe to boe", VTs ove<-worI<ed ~ Ilgrning eHecs ~ 01 the 

uandard version in ~'I,I U&II~ mor~ ~ beIiev~ ~ronmenI5] Tome .... tell 

sony continues to look to the future 

~: Sor"f ~ jar and d¥ne<J its"'ll 

!he P\IySCaIIon3,~ b.Jd:; n ~ 
IIIst ye.1I. Evenbebelhe ~1 ~ 

on ~!he trademark __ V!<lft<! wd! !he 

JapowIese paI!rI office n CIM'<'.; ......ydlng 

from 'nooC4O"u;esscu ID "Of'b"'D' 05. A 

ro..oto .tall cl !he logo can be fcu1d III 

_:s~~~_1"KIeo:.cgt. 

~ C'f1iO M rIOIe N 'Ht{s~ 

'- twdy ~ 1hei"scUs b'(~ 
~1he7....ma·S stWH:hi~ 

SOny's ¥ICe presdenI: cl RW. Ms ~ 

confirmedlhal a ~""'" 15~ 
on ~!Ie<hnoIogv . ..t..;h Ihe~ 

cWn5 .... "- l,COO!n"O':S Ihe ~ 

cl the PS2'. ~ ho:J,oi IJbout <=f~? 

DataStream 

Nu-lb!rd ....... ~ 
demons!rlRd l>( ~g""I. O; . 4 

~OO!Ild~ --us domeoiDc £lOll' d 'Cdderi:,!,!' 

mor.oe SI_ 

DMIopmortwotcl~ - -US <bneIIocgrOSlS d ~ 
~:n­

~dga-ne:o;oow... 

/liB l..tOO 
~dljllTl<:S~1O 

1lI! ...oIabIo to> PS2 M E~ 

iao..fdl: 50 

~dPS2<ri>~ 

IJbe~lJ~b .....,,: ... 
\bI~....n ..,.". 
L)'CIll,I999· ......... 

~"*'ds.g.~ 

b sea:n:I hall 01.,.... cnZd 
M!fd>.1.I_ 
iOQIaI ...... d.~ 

bs.vne p<.'l'Od: -.­
¥ oIlcJmer Sega ~ 
S/'oc:ichro Im-..jiri : IiO 

.. d ..- Sega p-esodert. 
1$Ioai.1wa: 74 

~cf~~b'( 

~j>l!rdtrin~ 11 
~ of ~ o.tu> I1:!sIcn 
...... ~d .... NRA ) 

l:::UUS"'d~ 
1'1 1999-K.aoo 

bfII US ... "' ...... 
~.,l999: S'lOC\lll 

Fir5ll"""b~~ 

orkoe OXJ ChJ IIDdF/ 

~:~oc 
a- a... ....,.pod' 
fntpnzll!b~~ 

~H:Mt'.Ro~l 

~Slo,.-

<W,0Iher ~ ku>d IJ be 
~....,ft5mDoDr 

M19>mac.JI ........... --, ~d ......... u:do!rt..-
., 0118 0WlIdng 10 .. IDSA 

~D,..­

~allI'I"""' <Mfh 

.dJS:U,.._ 



(out there) MEDIA 

"'" Programmed To LOve 
(Span ReCOI1IlngsJ 
GM=n 1heYre I 0...:. ...... daII 
........... pond\Int b ~~ 
w¥ aJIS .., No- I«Ilf<ireI, on! 
IhaI one a Ihom ho5 bloe ~ Bent 
mJdl'a5it'bedaod.~ 

R¥m~donts. ~ toey 
Itr'd~toe ........ 1Ite .... 
!he rnodr;;op. 'PIogr.rrn>ed To ~' 

"""~~SIr'fllIe 
~Wlhlhe~~ . 

""""~t.,.~of 
O!"''''''...;JQIIs and a:o.rlOy 

rIf<%io:ns. M ..... 01 'are -'"'-"""""' ""­(SOUrce) 

POOenio:, ..00 are motJI!S ..... o.tt 
Plrt's~¥Id~1;I 

IvIslabd,l'IOIJd be ~ b G.Jk 
~ ~ 1hey cfrdoI' d.;oeI .. 

!he ~ RII'IOI'f rJ 70s IOl 
and toM! no ~ ... pIoo;q; 
1he~""''''HoI"c...",1he 
...-allftnd\ d.!co tn.ee 
"""""",,,5 fI'I.nlIh IS troeI' 

~ofa~1'eWed 

gem: -Ihe ~ is !IbM. f'I(W 

p.Ni<h: - and rM:q jOJ realise 
n..: ft ...... 1I4QIiIIy Ihe Io:R 
-..mI in ""'1'. ~ pop. 

MaXBfennan 
we Are Part Of US 
And SO Are YOU 
(Sublime) 
Fof . IaSIO aI!he _ ~ Of WgI1 

~. tun 1;1 eIedro flAns! M.)x 

!!rerYI!n His prolific CIf.4lU rdxIe< 

~ '" rft!less ~ ¥Id 
~ bI.c tws besI-..c:A IeroJs 
., c:orne w ... h& -. name. 

n-.. 1Iirl .... ("SIr..., SW*"e(, 
t-... n-..I!od() ond_ 

~~~I 
~b eo:rr~oorc.xt .... 
Ihe ~of ~ Io-lidsa> 
fI.ri:. M<>d \011. U FOs rfVI/lbadi 
be tv.aing o.elhe Sder(., 

I""""ET 
Site: The Skam 
URI..: www.skam.com 
c-d -.nos .. t-~~.Ihe~oIlhe lri:!!rTleIallae. 
I'hd> ~I *IikeTheSl0m ..... rTIOO' ~. ",..-d~~ 

et-. ~Io.fi ~ fr<:m1he~worId of~;wy..--:: 
wi be ~ !1ft 10 "'" rOoo. The.ne has ~ rd ~ ~ and 
~ ~ from /bwI!aIon dru:n 'n' bl5l51l ..... ....eeI:ende:s n c.rt>e 
Sord; -~ B I:Jt9.Ie ,,"",," It;<heot tvou;'lc:U ~!he dooori:lod DIl'Oe 

ID! t.. ~ pdft!IIJ , ...... ,., ... ded, .... 9fIa lib 1he N.t.ed 01 .......... i 

u..; !he ..... snWw-c of 1he...,..;t ~ aI!he ~ ond """"wiea;, 

_onc! IcIopv 1I1Ii!rl.oie5 .... jOJ GIn !Nb!.IIId<. d!nood j<lU""'-' 
n-..~1~~IIr!~dwnes.,~"""Ihe'""'"'drta 
ho.rnr:o.r rJ Ihe ~ end !he end ~ Ms !II;tJIJ.ode., tun f yctJre ""'*"'11 fer ~ 
nspif/lb<Ylardare!O'ed fit.! upIIgI'C. ~ ~ $I!f'S ~ 

t'\q., bu'f yw ~ In'e. \t>ere are """"" place jOU GIn go t>an on lhe SkIm 

j 
:! 
• 

- .... "'- has N!t'f p.-. f1Jtff*f(so-n ~ it his 
aad:ftIlUI!i i'rrneI'so.e...u '*;. fM ~ ~ 
mactr.es GIn build ~......, ~ auD$ do;w1', Uy 
!rIdefsIand. BI.o; M&le's o;t....tT<Sel, ~ SWtun, has 
dt!d fI m,-.s ~..-d Ihe prqed" dNd ., 
1he_..-.IessIhe~GYlgell,.,....,j.~. 

!'is in W rnanpJIaoon 10 hIIp , ~ fie ~ Ere 

.Ion SciIoeo; • r. W!J>Ior ""'" SI..-! tie ~ iOId 
P.,.,aI.....,esd, _ pIIo,ed ~ ~ headsas. , 

o:br(oo !he pIirIII Dr~ I'Id:>I!m: Scier fQo' i.es 
in a par.wul. ~......td. 

v.tdl .,\ SO diIIenln t:> n. §tiIfe "E.ertI. WIfn 
0riiti.J; ~ pIarcced .....oe"........t.eads do:wl the 
~ tttrdl. the boI:Iom 0I1he Pdc Ocean tIe'j' hoped 
a lidoI_ ~ sweep, .-~ 000!I Nnt!J!a. ~ 

n.~~IedO"ic ..... ~~ 
....:I ~ iICXIB toe!lobe.'" b LDndcn, lloes lJ!'der, 
permro!I1: II!h( srq,1he lharres" an oi *i rid Halan 
~_.,......,.t:.!BIed-'" 

~ hi dBI< Iardsc.Ipe n. pb <rIoId! ..... 1tIbooou5 
I\Ie"t t.e-.o(s ~ prosresses drJr ~ hIS ¥ 15 
~....:I~-~(lJ:e""pb)~baviOld 

<itIia* to ~ BU: lIS "as n. gerft !p!s hi ro,oeI is 
an 'ab<> ,an', ~ mIr'Pi WiI'(S a ""'"" befwem 'EIIadeIUY>e( iOId 
~,~ SIer!P isa Iad:Wre nr:M!'I'" 
.... pn .... l-oJde5o1~~ IWd lOO • 

..., -.noon b loA dIecI. 

The Maths Gene 
f jW 5IIMld all mIh d.tssII!s Ik> go:! in an eara 00I.fld 01 
ann (Or _ it EleI! bad< in I<>-' my!), \W1 be slid t:> 

""""'I<>-' trnr! ITIlI\' r"(I! ~ been e!l!ntr""!llled n~ 
dl<>-'o:dJac,on.l'HetlClSl.' ~~0I~ 
h<n:<l ,:» e,oe b ....... ~ iu1. I setmI yr» 
~ ibiIy _ tI toe...t-. ...... rIon'lwI nde 

.,.,... w..rel rI yr» fIlI"'!S. ~ - as SOO!I'1IIIa seem 
t:>bt'~_iOId_~ 

KM> 0Mn _ .... t:> P"""'o rnnII' .... t:> po;oJdII' t"'-'. 

lNIlunn ~ ,,'dri ......... a m-. ~ "'" ... ~ 
~~-~t:>o...4nI'1J.1Sla~0I 

~ 10. For most pe<IpIe, hertin Oes n. pn:t>Iem BU: 
asw'rq: \W QI1 gel ycus4 """ tr.. 1iri11IIolOic Iude. 
DNrl's bac:t "" he\:> jW <JIICh '4'....m lNI ~ .,.:d> 
".. ....... prose iOId !lime eIbt on yr» behIII; .,.,;;,,;... 
1he~0I_.1I'een:L 

A Q.o<tb> ctbrn5r.1o:rmft aliIcf 01 rorus ~ 
....:I ..... proIemt DNrl's~oI~ 
~anni\.ms n ~Slmn5fttdlrlt,r 

~tf5~!p!s,~tr/I;in'~ 
~ wor1d, most other poq>Ie <b1't LeIm t:> tri. 
Ihio; -; ....:I1NIhs beo::Ime!r a k:I '"" ~ 

DoMin~ ~ Gian Carlo AI:Ia ......,_: 
'Cl'" I$C8peS km ~ ~ is n. most su:.cest.A 
ea • is, frcIsy N beo::Ime!r"!he more iidiaroe 
bota.ooe I w:rob', 5I.t>slue 'rnitotmoIocs' ..... 'WiqIn'e' 
....:I Edp ~ iIIJet."" stands. ...... The MIIta Gene' 
is~,~n...s:m.rcnyr»bIII\ 
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VIEWPOINT 
EXPRESS YOURSELF IN EDGE - WRITE TO: LETTERS, EDGE, 30 MONMQUTH STREET. BATH BA 1 2BW (email: edge@futurenet.co.uk) 

I'W et'5 get this tlear first of all : 

U I'm not a killjoy. Yet because I 

happen to have a strons view 

tOWIICH the potential harm of 

violent garne5 I am immediately 

deemed one by the gaming public. 

RKently my concern was drawn to 

your article on the game Jet Set 

Radio. How can you IlIillo be just a 

bit disturbed by a gllme that 

seemingly glorifies the defacing of 

public streets ,Ind buildings? 

Edit seemed elClremely (but 

unchariKteristKally) naive of its 

potential social harm. ' am aware 

that it 1511', really your r6pOflSibility 

to criticise the potentilll social 

impact of a game, but something 

inside me feels you really should be 

more ureful with your comments. 

Even though such it game may not 

haYl! an immedillte effl!'ct on the 

younger generation, what it will do 

is contribute 10 the d~tion 

of children's attitudes 10 cl!rtain 

anti-5OCial behaviours. The lSR 

developers have crealed an original 

game at the expense of potentially 

disrupting chiklien's mot'~ls. Miich 

is lTIOfe importanl1 

Pluse un Edge nol belittle the 

polenti~llor long-te rm harm from 

g~mes such ~s these. Remember 

~t popular culture sp~ new 

se!$ of ~ lust look ~I Rlkbnon. 

Now translate the eflectJSR and the 

like could have. I bet you would be 

happy if you found your front door 

covered in a lOd's own personal lSR 

~g m"rking his tetritory. You may 

say it would not have this direct 

effect on children, IS they un 

make distinctions between rea l 

and virtual environments. but 

you I re overestimlting the power 

of the conscien<e. 

These games will help in 

desensitising children from violence 

142 -EDCHi' 

and anti··;odal behaviour and 

unfortunately Ihe morlls Ihey apply 

10 their compute!" will no longe! be 

so dill('fent from theirs in 'reality', 

especially so fOf those kids who Ire 

rllOfe vulnerlble. rm not spoiling 

your fun, I'm just concerned. 

Stephen Dinkeldeln, 

viio emil;1 

Isn't Jet Set Radio's originality more 

important than its 'moral values? 

5ega would cllrim so. What do other 

ruders think7 Opiniorr>, piuSE'. 

D wonde-r how m"ny people 

have responded 10 your first 

PS2 f('Vi@ws. As many as those who 

launches. I can barely remember 

the launch games for the first 

PI.,.,.station. We ce rtainly didn't see 

much worth playing for a few 

months aftef launch. And was that I 

failure? The Dreamca5t launched 

with a plethora of titles. Butlhe 

1I1gship driving ~md fighting games 

(~Rally 1 ~nd Virtuo Ftg/rter 

Jib) were as di$appointing as it 

would appear Ihe PS2's flagship 

driving and figtotins games are. 

What console 01 recent limes 

had the besll~unch game? I1 has 

to be the N64 with Morio 6<1 . And 

look how that has f~red, and nol 

becaU5l! of poor titles.. It is possible 

'I'm not a killjoy. Yet because 

I happen to have a strong view towards the 

potential harm of violent games I am immediately 

deemed one by the gaming public' 

have been complaining at your 

IlIege(! PS2 biasl Never mind. you 

know you'll never win. 

In response 10 these first leviews 

we ought to reflect on other console 

that the launch was delayed purely 

to ensure that one AAA title was 

ready. was it worth it7 

There ale loo many issues 10 

address in a letter and I would like 

to see Ed,t run a featu re on IIunch 

tactics. I don't doubl Ihat the PS2 

will be I success, although mlny of 

my friends holding out IOf 5ony's 

second rNlchine have adopted I 

DreamUSI already. I doubt they will 

buy a §KOnd 128bit console. 

How important is it 10 get there 

first? Saturn look this approach 

and failed. Dreamust took this 

approach and seems to be doing 

pretty well. Nintendo seemed to 

enter a pturated market ....-hen they 

Launched the N64. Was it l!euUSE' 

01 a late laundllhat ronsulTlefS and 

subsequently developers didn't 

supportlhe tonsole? 

Wh~t ~boUI killer apps? How 

importanl is it 10 have that killer 

game when I console is launched? 

The SNES and N64 launched with 

Mario. Both games were superb, but 

could Ihe console have launched 

earlief with perhaps a we.kef rlnge 

of g.mes? How important is the 

range of glmes? Must every tonsoIe 

now Launch with a driving game 

and a fighting game, or will a 

platfOfm game be enough? And 

how m"ny is considered to be right? 

Would people r~lhef haW!' one 

Mario 64, 01 15 g~mes 01 the 

standard of Superman? 

Whatever the case. PS2 Otnd 

Dreamcast are Launched now, and 

....-hatl.'l/ef people are §(lying about 

your first reviews, these ~re only the 

firsl g~mes ~nd history has definitely 

shown us thal \hOtt is not the be 111 

and end all of console success. If 

Ridge Roc.r Vand Tekken Tag are 
weak launch lilies. you can 

guOtrantee that pretty soon we will 

have lorgotten al>outthem and will 

be ogling the second phlse of titles. 

I wondef ....-hat approach 

Microsoft ,lOd Nintenoo will take 

this time. Maybe it will be too late 



for both 01 them. M~ the 

Dteamcast will ovtselllhe PS2 

evt'ntuaIlV. Mavbe the Dolphin will 

be so late it is laundled alter PS3. 

N, th, n Bueley, 

vi, em,il 

Consider a feature in lhoe offing. 

n':n hat (Onstltules a good game? 

.... In light 01 Edle'S Teilen Tag 

r~ew. I wondef how important 

It is IOf a game to be different For 

eQmple, if Teilen Tog h~ been 

diffe<em to TekJcen J - s.:v it wn 
set on thoe moon so there was Ins 

gravity Ilnd therefOfe there wt'fe 

rTlOI"e aerial moves (stid with me 

hefe). Then assume that it wasn't 

as good as TekJcen J, would it have 

been bette< or worse th<lln the 

current Te#l.ken Tog71s a game 

bette< if it tries something I\eW and 

f<llils. Of sticks with a known fonnula 

and is very enjoyable7 

I reullthe r~ews of.Jet Force 

Gem;n; which stated that it was 

a bit of a disappointment because 

Rare tried nothing new. In the next 

breath the reviews said that what 

they did was a gre" s.utcess and 

very enjoyable 10 play. I ~ 

evt'ry minute 01 JfG. 

LooIting <lI1 films. 'The Sixth 

Sense' and 'The Blair Wit(h Project' 

were pr<llised for being different I 

didn'l rate 'Blllir Witch' as much lIS I 

did 'Batman Returns', for eQmple. 

But de<llrly the latter was 1ess 

originar th<lIn the former. 

I <lIm not disagreeing with Edl" S 

review, firstly because I h.wen't 

played TekJcen Tag (rI's still fllirly 

important 10 pl<llf a g<llme before 

reviMng it), but secondly because 

I remember how I felt when I 

played Sonjo KOlOOie, and was 

di§llppoinled it was nothing new. 

Obviously the ideal is to play a 

game that is both tot<lllly fresh <lIOO 

100 per tent playable. Examples 

indude Metal Gear SoJid and Crary 

Tox; (I haven't induded longevity). 

I just wonder how important Edle 

thinks originality is. 

Vladimir Imp, 

via ema il 

Now, mOle than ever, originality is 

a primary tonsideration when new 

softwale .. rrives fOf ,~ew. But if a 

looking rosier - online games are 

now pl<llfable (albeit '<lassies' like 

Connect 4 .. nd B .. ttleships), with 

proper games to follow which un 

only boost the machine's v .. lidity. 

However, as pleased as I am with 

the Oreamcut and its games, I still 

have some niggling doubts. Maybe 

it's the spectre 01 the Saturn still 

hanging over Sega. If you pop into 

Oreamarena's (hat rooms or notice 

'I wonder how important .t is for 
a game to be different. .. Is a game better if it tries 

something new and fails, orstlcks with 
a known formula and IS very enjoyable?' 

g.....-..e wkes a genre that hiJs already 

been explOfed and pu5he it even 

furthef in a 5Upremely expert 

Imien - n Ho/f·1..ife did with lhe 

firslpe-rson mooter - then it un 

hardly be knocked for it 

Ultimately you'll have to try 

fontavision lor yourself to see how 

much more enjoyable it is than an 

uninspired reworking of Tekken.l. 

Ir.'I s we pi'ss the half-year 

L:.l birthday 01 the Dream~st in 

the UK, it must be §lIid that things 

are looI<ing e.wemely bright for 

Sega's Ober-<onsote. Although there 

are still some problems that need 

addres~g.glffiefally the machine 

and the tompi'1lY look to be in a 

fairly healthy position in readiness 

for the onslaught of PlayStation2. 

SOftware compi'nies look like 

they're rN11y (oming to grips with 

the machine now, and with gems 

such .. s Ecca, Block & i-t1tite, Dead 

Or Alive 1, MSR, Code Veronica, Jet 

Set Radio and, of tourse, Shenmue, 

the games side is rwlly starting to 

hot up. Even the much·maligned 

Internet aSped of the machine is 

boards. among the us.ual banter and 

abuse ale some fairly valid concerns 

e~pressed between Oreamust 

uselS: whele's the marketing. 

whele's the propet online gaming. 

and where's the improved brOWSff 

for Oreamust Europe? And as 

much as I love Sega - and always 

have -I have to agree. 

Sega has a superb machine. but 

it's extremely disheartening when 

1111 you hear is PS2 this .. nd PS2 

th .. t, mainly due to advertising. .ew" 

(hain stores Ind lad 01 Dre .. must 

(average in the media. The adverts 

for Boss FIShing Ire a start. but why 

not wile a lelf out of SOny's book 

and show the exdusive and almost­

released games? snow MSR during 

the adverts 01 F1 on ITV; show 

SWWS Euro Edition dUM8 ads at 

the FA Cup; show Crazy Tox; during 

~s 01 'The Bill' (milytle thlt list 

one isn'l such .. good ide ... but 

you get my drift). 

Also, there are some major 

conterM regarding the performance 

of the modem for online gaming. 

With the amount of disconnedions 

on Dreamarena's ch .. t rooms, 0' 

while Web browsing. is our 

European modem up to the task? 

Many users think not How are Sega 

going to en5Ure low ping times fOf 

the5e games? Also the cost 01 such 

gaming. Sega, quite rightly, are 

proud 01 the fact that for the lirst 

time, (onsole owners will be able to 

play PC owners at games such as 

Quake.l and possiDty Ha/f·Ljfp. But 

the reason online gaming is so 

popular wilh PC owners is that they 

un pay a flat monthly rate fOf the 

privilege. This isn't possible fOf 

Oreamcasl owners ~ and that 

could be the stumbling blod< fol 

Sega to OYefcome. My last bin was 

£140, for heav@n's§llke!Whatare 

Sega's ptaM regalding this? 

Don't get me wrong. I love my 

machine and await the next few 

months ft!lVently. But plea~, 

Sega, you have a brilliant machine 

and a fanwstH: opportunity to 

revolutionise console gaming. 

Don't let it slip away this time. 

Danny Edgilr, 

via t milil 

You will have noticed that Edle'S 

Oreamust: feature has been 

postponed again. Rest assured, 

all these iss.ues will be addressed 

next month. Honest. 

r:. 0 you think there's a chance 

l..!.I Ninlendo mighl r~ease 
the SNES, or at least: some kind 

01 massive compilation pack 

(omprising all the best g .. mes from 

that fOfmal71 simply must: play 

MetTOid again. along with Zeldo Ill, 

Moria World, YasI!is 15Iond, Moria 

Kort, Rod;'n'RoII Rocing, Secret of 

Mono, Zombies and tountless 

others I've no doubt forgotten. 

Sadly I broke my SNES after I 

punched it when the CPU cheated 

just one time too many while 

£OGc'" 143 to-



playing F Zero (~d but true). 

They really need to start hiring 

some AI programmers at NCL 

SI~ViflO, 

lMem;lil 

You un ea5i1y pick up a SNES and a 

pile of old classics via onl,ne auction. 

Try ehy (www.ebay.co.uk), avoid 

QYef-optimistic sellers. and it tould 

be the ~ £50 you spend this '(Or. 

O 
'm writing to disagree 

with the current slagging 

0 1 the variety and quality 01 

games available in the multimedia 

entertainment world al the 

moment I can't bel~ that your 

_age dued-up gamer can't find 

enough games 10 ~Iisly his or he! 

needs. when I find it incredibly hard 

to even dent the surface 0 1 the 

games I want to play. 

Even narrowing it down to d.lS$­

A games,. bwwsing tlvough any 

shiny AmefK.Jn mag reveals at least 

ten RPGs that redefine the genre, 15 

wrestlinS and 27 American foolie 

games,. and when you Idd to that 

all the Iction/advenlure Meral Gear 

rip-offs and cute 3D platfOfm 

sequels. you've got all your qU-'lify 

time with the girlfriend thre"'enecl. 

NOI to mention buying a pC/ 

X-Bo~ and playing spICey RTS 

games for IS-hour stretches. buying 

I Dreamcasl Ind oompleting 5<Ju1 

Colibur and Shenmue and buying 

back lhe N64 1 sold so I un play 

Perfect Dark and Zelda GaidM. 

Hopefully ,'11 be about halfway 

through Ihese task!; when the PS2 

comes out with a greatly improved 

arsenal of revolutionary emotional 

softwale. The thing is. I really 

prQlTlised myself rd gel around 

10 playing Ultima Online 10, I 

month or two, and after Ihat I've 

gal Final Fontasy IX, X Ind the 

.. 144 COQ-E' 

all-encompassing World net online 

uniYerse of XI to play. Oh, and 

finishing Pokbnon. 

This Mtuation would be fine if 

this lettef was ironic, but I've got I 

girlfriend, a games addiction and I 

di5po~ble income, and there are 

just too many games 10 play as il 

is. So I don'l Wlnl to hear any 

more talk of there being no 

decent games Iny more. 

Oan Croucke., 

¥la etn;l ll 

O 
uS! what was the poinl of 

Daniel Nemenyi's lettef in 

E84? Was he saying that ut( garners 

haYe no sense by continually buying 

FIFA, thal worldwide consumers 

have no sense by not buying Jet 

Force Gemini, or that Ihe indusUy is 

totally messed up? Garners are not 

like I~. $Opp0rtef"5. at least not 

in the wllY they select !heir 

purchases.. Patriotism has little, if 

anything, to do with it. Granted, the 

vast majority of people who 

purchase FIFA buy it because of the 

brand, the licence and Ihe 

hyperbole surrounding it,. but the 

fact that AcWo is I UK-cOOed game 

doesn'l mean UK buyers will 

aulomatiCll1y boycott FIFA because 

it is published by EA. 

British game. His poinl aboul poor 

JFG ~1e5 in America was pa.licularly 

dull - having unfortunately owned 

the game I ~m easily .ble to justify 

the sales figu.es. 

Nemenyi was right in one 

case - there is more to Britain 

Ihln the Spice Girls. The.e are 

codeshops that chum out great 

games - develope.s like Rlre, 

Psygnosis and Lionheld. But • 

gre", game will distinguish itself 

from just a good one and will sell 

Iccordingly. Frankly, I think it's 

appalling thal someone would 

stoop so low as 10 suggesl people 

shouldn't buy a good game because 

of ib origin.. Perhaps Nemenyi 

dislike!; Pokbnon because its slogan 

i'S 'Gotta Calch 'Em Allr and nol 

'God Saw, The Queen'. 

lon.th.n Sekh.r, 

IM em. il 

O 
wish 10 end the debate 

sullolJnding emotional 

conlent wilhin videogames 

~rpetualed by Scott Scott in EB5. 

Aren't emotions the reason 

videogames exist7 Admittedly we 

don'l have emotions shown by 

videogame chaffCIers. but who 

wants it? I would much rather have 

my own feelings 01 satisfaction 

'Aren't emotions the reason videogames exist? 
Admittedly we don't have emotions shown 

by videogame characters, but who wants it? I 

would rather have my own feelings of satisfaction' 

As for his comment on ave.selS 

induSlries,. he WIS right. it was 'a bit 

harsh'. The US and lapanese. like us,. 

buy products that they feel are 

worthy of their time and effort. 

whic" i'S why CoidenEY'! sold as 

well as it did, even though it WIS a 

when ' defeal Sniper WOII in MGS, 

or feel like I'm king 01 the road 

when , beat the bllck ur in Ridge 

Rocrr. The wanef that aJlgames 

designers and producers realise 

thlt they only have to provide Ihe 

theltre within which our own 

emotions un be m~nipul~led, 

the bettef. Anyone fOf GountJe(l 

Eddie McKeown" 

¥la ergil 

O 
t seerm to me that Phil 

Harrison's arguments in lavour 

of a 'new melhodology' ['The future 

of PlayStation 2', Ea5[ do nol really 

bear dose $01.IIiny. What he says. 

in essence, is that in Older 10 

maximise the potential of the PS2 

coders have 10 come to terms with 

a 'synthesis' programming model . 

No doubt this is true but il does nOI 

mean Ihat the synthesis model is a 
desirable method of programming. 

The triditional methodology (as 

employed in PCs,. Dreamcast. X-Box 

and probably Dolphin loo) is 

Ilrudy far in advance of PS2's 

Clplbililies. The current nVidia-dlSs 

GPU coupled wilh a decent cpu 
and a kat/ul 0 1 RAM easily 

outclasses lhe PSl. The bottom ~ne 

is thal the PS2 is a weird machine 

Ihat r~uires a weird approach to 

lap its power. And lor all 01 

Harrison's glOOVY lechno-babble, 

the PS2 remains an eccentric 

middle-of-~Iine perfOf1l1ef". 

The difference i'S thal unlike 

mOSllunny bits of kit. there' lI be. 

PS2 in every darned living room in 

the world. It is this Ihal anracts Ihe 

developefS. not the 'opportunity' 

10 blow their (Ind our) minds with 

a new methodology. 

l.ke, 

vi. em.1I 

O 
don't suppose that those linle 

blue PS21eet are 'backwards 

compalible', are they7 rm sick of 

trying to ballnce my PiaySI.tion 

'glinSI the baby wipes. 

Cooktd. 

vl;l em.1I 
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