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A legend returns

onters D

rom homespun enterprise to househoid name to

videogaming cbiivion. Atan's journey has been one
blessed with some of the highest peaks and damned by
the lowest troughs.

Conveniently, you'll find these in Edge's retrospective on
the US saftco (p56) but this month's main focus can be found
12 pages earifier: what is Infogrames planning to do with what
is arguably the world's mast recognisable (not prestigious,
notej videogaming brand? Hopefully, it should mark a
departure for the licence-rellant publisher, providing it with an
opportunity to erase past errors while also finally gaining the
respect of the hardcore crowd. While some are quick 1o
condarnn - even, dismiss - the Franch publishing giant,
Edge prefers to adopt a more open-minded approach.
Certainly, the Atari nama is unlikely to reach the dizzy heights
it once enjoyed but the potential of (aimost all of) the games
currently selected to carry the brand can not be ignomed -
Infogrames is senious about its objective,

It's a comiforting start to 2002, a year that marks the
legitimate start of the next chapter in the ‘Sony vs Microsoft
vs Nintendo’ saga

It seems appropriate, then, that this month sees the
infroduchon of 2 new Edge editor. If you're a requiar reader
you'll knaw from past experience this doesn't signify a radical
departure from the magazine's strict remit — Edge will
continue fo evolve, naturaly, and you should hopetully agree
that subsequent alterations enhance, rather than diminish, the
publication. it also seems a suitable time 1o again thank you
for your continued support — knowing there are a substantial
number of ike-minded individuals out there makes a
frequently difficult job that little bit easier,

If you haven't held this magazine in your hands bafore,
then welcome aboard -~ we like to think that what we lack in
exclamnation mark usage and false exclusivity claims we make
up for in unrivalied, honest analysis and a genuine attempt at
bringing you the finest, most interesting slements from
the videogaming community on a (near) manthly basis,
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Murder on the high street

As the UK games market reaches a new high and retailers’ sales soar, Edge asks, have
the large chains become too powerful for the good of publishers and developers?

A turbulent year for the UK games
industry was redeemed by the

Christmas sales figy

times ahead in 2002,

ESUrne

Nsoles and (

hed an all-time high

of over £1.5 billion, up 36 per cent on 2(
according to ELSPA, the European Leisure
Software Publishers Association. Over four
million consoles and 47 million units of
software were sold during the year. Much of

launch of

this rise was attributes

oy Advanc
r PlayStation2

in the UK during 2001 jumped 121 p

n £667 million, whi

console software n

26 per cent to £E711 million. The volume of
PC software sold rose by ten per cent,
although the value of sales remained steady
at £346 million, reflecting the strength of the
budget sactor.

under the GAME name. The group’s
corparate name will change to The Game
Group. Ironically, Blectronics Boutique
bought the GAME chain in May 1989 for
£98 milllon. The company estimates the
name change will cost around £6 million
B (

ronics Boutique operate: m 290
35 in the UK and Ireland,

Dixons

rillion,

9 billion,
eakness was blamed on the decline
of the mobile phone and PC markats. Sales
at the 106 PC World stores grew five per
cent to £581 million, despite a 17 per cent
deaciine in the PC market.

The downside

Retailers screw people for an awful lot of money.
They won'’t take your product if you don’t go in
the catalogue but it costs £10,000 to go in

2001. Cumulatively, total sales fo
were up by 41 per cent. EB didn't release

will report pre-tax profits of £25 milion. Its

ver for the year ending January 31 was

will further st

méirk ming year. Since Christ
omest the n
console base has

rd levels. A golden era has

geman

of the newly i
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Saved By The Net? '

With the large bricks-and-morntar chains
controliing retail channels, many publishers
and developers are looking for alternatives.
And while online retailing has been
extensively over-hyped, there are signs
that it is becoming a valuable tool,
particularly for niche products, or those
with dedicated fans,

An example of the latter can be seen in
the online sales of Championship Manager
01/02. "We have spent a lot of time and
money investing in the fanbase, and our
Website is hugely popular,” explains Sport
Interactive’'s MD Miles Jacobson. As part
of a co-sponsorship deal with kit company
Umbro, Sports interactive forwarded all
online sales through Umbro's Website. The
result was that an impressive 13 per cent of
the 103,000 sales clocked up during the
first weekend were online. "The game
continues to sell onling, but at a much
slower rate and mainly to people outside
the UK who have had problems buying it
locally, We have also had good sales on our
merchandise range, the Prima strategy
guide and CM Quiz," Jacobson reveals

Jon Silvera, MD of publisher FastTrak
had a similar experience selling home
programming package Dark SBASIC through
Amazon. *1 think people still have an
Incredible reservation to placing orders
through the intamet, but Dark BASIC was
Amazon.co.uk's top non-gaming title for six
weeks.” he says. “We sold about 1,500
units onfine, which was about two-thirds of
what retail did in that perod. That's one
outlet compared to 300 to 400 shops,”




Last year's best sellers included (from
top) Who Wants To Be A Millionaire?,
Harry Potter and the Philosopher's Stone,
and WWF Smackdown! - all big licences

Electronics Boutique [not pictured), recently renamed GAME, announced record results
after a buoyant Christmas, but is its impressive grip on the videogame market bad news?

present pont in the industry cycle, because
retailers ganerate revenue from selling new
hardware. Publishers, and hence
developers, have to wait unti conscle
installed bases are substantial enough 1o
support large software volumes until they
start to make money

Calling the shots

"Retailers have publishers over a barrel
They definitely call the shots,” explains a
source at one large publisher. "Thare will be
a load of sales guys who are struggling with
their figures and having to put up with the
big {retail] buyers saying, T you don't take
back the stock | ordersd at Chnstmas, then
I'm not taking anything else off you for the

rest of the quartar’,” says another industry
figure. “Retallers have the powsr to do that
They screw people for an awful lot of
money. They won't take your product if you

don't go in the catalogue but it costs
£10,000 to go In the catalogue.”

It's estimated that it costs publishers
around £50,000 to launch an average title
through the retall channel, including in-store
marksting materials and shelf space. For
exampie, the price to get a product into a
new release bay for two weeks across a
single chain is around £5,000. “The likes of
EA don't sniff at that sort of money but for
me that's a percentage of my revenue that |
have to be cautious about,” says a
marketing source at a small publisher, “We
can't always afford to get a product in store,
which | find quite painful. And while it's got
better over the past year, the amount of
maoney some retailers were asking for 1o get
a product in was almost offensive.”

“They definitely try to exert too much
influence,” bemoans anather studio head
“Unfortunately most publishers bow to the

Chart Attack

One of the most bewildering retail
arguments that erupted in 2001 was the
battle over the weekly sales charts.
Compiled by ChartTrack, from the dajly
sales of 5,000 game retailers in the UK
and Irefand, at the start of the year, the
weekly chart listed the positions and the
sales total of the biggest selling games. The
18 companies which made up the
ChartTrack retall panel also receive more
detailed sales information, such as thair
market share data, broken down to the
level of per console, per publisher and even
per game litle.

However, in March, it was announced
that the form of the weekly charts was to
be revised as one panel member, later
revealed as Electronics Boutique, was
unhappy with the amount of information
being reieased. "It was feit that the chart
was too fast and too accurate and that
other retailers were using it as a buying
guide,” explains one source. “Now the
weekly chart goes out without the actual
sales figures, These are released together
at the end of the month.” To many
outsiders, it seemead lke astormina
teacup, but it also demonstrated the
ferocious level of competition which exists
between retallers.

EB Share Prices

The relative performance of the share price
of retallers compared to other sactors of
the industry gives a graphic indication of
their strength in 2001, Shares in Electronics
Boutique rose from 56p to 131p between
January 5 2001 and 2002, making it one of
the best performers on the London stock
exchange. in contrast, shares in the UK
biggest publisher Eidos fell from 210.5p to
189p over the same period, while
publishers Rage and SCi also experienced
falling equity prices, with SCi's price
collapsing from 277.5p to 82p. Developer
Argonaut shares were steady, rising from
60p to 81p.

Share price performance 2001

B Electronics Boutique
M Eidos

EDGE

prassure. it would only take someone 1o
stand up to them and say, ‘Bither take it on
these terms or don't bother stocking i,
before the balance of power shifted. I'd love
someons to put in an advert, ‘Not available
at these games shops' if they weren't happy
with the pricing.”

Of course, with this issue, perhaps
above all others, no developers or
publishers are prepared to put their names
in print for fear of the commercial
consequences. Retallers hold the purse
strings of the industry, literally. In contrast,
the 700-odd Independent game retailers in
the UK talk about little else than the price
advantages and exclusive deals enjoyed by
the chains. "Fublishers do as they are told
by the major retailers, A supplier will always
be dictated to by its major purchaser, that's
a fact of ife.” confirms Chris Ratcliffe,
editor of the indie bible, ‘Game Guide'.

*Had not the publishers bent over
backwards to please the multiples in the
early days when independents accounted
for virtually 100 per cent of the market, they
would not be in a position of having to
concede to their demands, no matter how
commercially unrealistic,” concurs Clive
Bishop, CEQ of the National Association of
Specialist Computer Retailers, a 200-strong
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View From An Indie

Computer Exchange (CeX) is the UK's
lamgest second-hand computer and
videogames chain, with ten stores mainly in
the south of the England. Jonathan Cronin
is the group’s marketing manager.

Has 2001 been a good year for CeX?
2001 has been a great year for CeX with
sales up 40 per cent. Our strong year-on-
year performance became even better in
December.

Do you think there is a level playing field
for independent game shops compared
to the larger chains?

No. Independent specialists provide a
superior offering to gamers. CeX will (where
humanly possible) demo games for
customers so they can try before they buy.
Qur staff have a knowledge that comes
from being gamers themseives and we
offer generous exchange values on
customers' old games to lower the cost of
new software.

Do you think the likes of EB/Game and
Dixons have too much power in the UK
market?

Massive multiples will always have some
scale advantages, but CeX is more in touch
with gamers' and computer users’ needs
This helps us stay one step ahead of the
chains and gives our Customers an
slternative choice to the chains.

Why do you think a strong independent
segment is important for the overall
health of the UK games market?
Supermarkets and general retailers will
never be able offer tha range of titles,
formats and knowledge that a speciallst
games retailer can offer. CeX's combination
of new and second-hand games plus our
exchange model opens up gaming to wider
audience. CeX offer gamers the opportunity
to enjoy more new releases at lower cost
by exchanging in their old titles.
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(From top) Denki Blocks; David Bishop,
Sky's game development manager; and
Adrian Pilkington, Sky's head of games

A new way to play

Gaming through interactive television provides a growing opportunity

for developers with content for the ‘lean back’ audience

though it's taken longer than its

proponents predicted, gaming via
interactive television (IMV) finally appears to
have become a financially-viable option for
developers. As the most recent figures from
BSkyB demonstrate, simple games such as
Tetris and Pipemania are now generating
millions of plays. The satellite TV giant
relaunched its digital interactive service, Sky
Active, in October, since when its game
portal, Gamestar, has been visited by 3.5
milion unique players, with over 1.5 million
games being played per wesk.

“This Is a 'lean back' rather than a 'lean
forward’ audience,” explains David Bishop,
Sky's games development manager. “Some
traditional garning franchises, while being
enomously successful on PlayStation2 or
PC, may be inappropriate for an iTV
audience. Anything that fesls like an adjunct
to traditional TV viewing has a good chance
of succeeding because that's what iTV
gaming is all about.”

“Games developers should treat iTV as
a senous platform because it brings games
to a huge and previously untapped
audience,” adds Adrian Pilkington, Sky's
head of games. “It's immensaly satisfying
because development fimes are short, costs
are low and the feedback we get is
instantaneous. Also, there’s monay in it for
the developers who hold guality games titles
and licences.” Although BSkyB fulfils the
role of distributor and publisher for
Gamestar, all its content has been
developed by external companies.

“We had Denki Blocks live in 5.5 million homes
eight weeks before its Game Boy Advance retail
launch. This established the brand far quicker
and more directly than any marketing campaign”

- { POGOSTICK

Simple yet addictive games are the order of the day for ITV audiences. Current options for
BSkyB users include Beehive Bedlam and Battleship (pictured above) and various quizzes
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After the success of Denki Blocks, released on Gamestar eight weeks before retail, the
Cartoon Network is the first branded game channel to launch within the Gamestar portal

Around two thirds of the games on
Gamestar are free to play. Additional options
such as high score tables, which are often
linked to competitions, typically involve a
50-75p per minute phone call, however.
This creates an additional revenue stream
for developers, who own their intellectual
property. Several UK studios have been
quick to exploit these opportunities. Most
notable is Runecraft, which negotiated the
European iTV licencea for Tetrs from Henk
Roger's Blue Planet. It took 21 days for the
game to clock up one million plays, Since
March 2001 it has been played over four
million times.

Others at the forefront include Empire,
whose Pipemania game has topped one
milion plays and Rage's Denki Blocks, “TTV
offers a new platform for developers to
market their titles on,” stresses Pilkington.
“Wi had Denki Blocks live in 5.5 milion
homes eight weeks before its Game Boy
Advance retail launch, This established the
brand far quicker and more directly than any
marketing campaign.” BSkyB has signed an
agreement with Team 17 for an TV version
of Worms as well, which is expected for
release early in 2002,

At present 16 games are offered
through the Gamestar portal, which are
grouped in genres such as puzzles and
quizzes. The first branded games channel,

Cartoon Network, has recently launched,
with the first offerings including Fintstones
and The Powerpuff Girls games. BSkyB is
also iooking to capitalise on its strength in
the sport market, especially football

“TV channels are getting excited about
the power of TV games. They see games
as a great way of extending their channel
brands and supporting thelr programming,
50 we're going to see a mixture of
traditional games and TV brands in the TV
games space,” predicts Pllkington. "It's
going to be fantastic.”

Interactive TV content provider
Two Way TV is focusing on the commercial
possibilities of the media too. Its pay-to-pla
Fruityd4some game is the first head-to-head
muttiplayer game to be provided through ar
iTV service. The tum-based Connectd-clon
allows players to challenge remote
opponents in realtime through NTLs
cable network, which s a rival to BSkyB
satedfiite operation

“The addition of head-to-head capabiiit
gives our games even greater appeal. It als
helps build a stronger sense of player
community,” says Matthew Tims
Two Way TV chief executive. "It's a
significant step forward for interactive
games and we see It as the first of marny
head-to-head games to be added to
the Two Way TV channel,”



Game on for Big Three

Sony stays on top despite Xbox and GameCube exceeding
expectations as the new year brings news of record game sales

A fter the pre-Christmas chest beating
between Microsoft and Nintendo
regarding their respective next-generation
gaming hardware, the holiday penod tumns
out to have been a lucrative one for nearly
gveryone in the games industry. Al three
console manufacturers excesded their sales
expectations while consumers snapped up
record volumes of software, The stellar
performance of the market's new entrants is
another example of the cyclical nature of the
industry, as yet again a new generation of
haroware seems to have ushered in an
upward market cycie, as well as expanding
the total size of the market.

Bill Gates used his keynote speech at
the Consumer Electronics Show, in Las
Vegas, 1o divuige that Microsoft sold

Impressive sales figures are backed up
by some stunning examples of next-gen
quality, such as (from top) Halo: Combat
Evolved, Rez, and Super Monkey Ball

1.5 million Xbox units before the end of
2001, making the most of its three-day
advantage over Nintendo, which reported
North American sales of 1.2 million consoles
in a similar period. Microsoft also boasted a
better software ratio than its Kyoto-based
competitor, with consumers purchasing
three games for every Xbox sold, compared
to only 2.6 games bought for every
GameCube. Despite both companies
announcing sales figures that exceeded
expectations though, Sony's more
established PlayStation2 soid 2.5 million

units in North America over the same period,

taking the company to giobal sales of 23
million units since the console’s launch

These figures suggest that the market
may yet be large enough to support all three
consoles. Certainly each company Is
canfident of meeting their giobal sales
projections for the year; 20 million
PlayStations and 4.5 million GameCubes by
the end of March, and 6 million Xbax units
by the end of June

Though it wasn't all plain sailing, prass
reports suggesting a rash of faulty Xbox
units proved to be overstated, while a
rumoured shortage of PS2s in the UK in
January simply attests to Sony's massive
commercial SuUCCess

Indeed in the UK, holiday sales of
software pushed the markst up to a record
£1.6 billon according to ELSPA, and helped
retaller Electronics Boutique to its best ever
financial results. Which, with Xbox and
GameCube set for releasa later this year,
can only be a good thing, despite the chart
superionty of WWF Smackdown!, Who
Wants To Be A Milionaire? and Harry
Potter and the Philosopher's Stone.

Kingston gets interactive




Nintendo to unveil GameCube laun

GameCube may yet go head to head with Xbox in Europe, as Nintendo
chooses the World's Interactive Content Marketplace to reveal strategy

GameCube on Display

Nintendo has relsased a tentative list of the
GameCube fities that will be on display at
Milia, which inciudes the following

Playable

Luigl's Mansion

Super Smash Bros Meiee
Pikmin

Wave Race: Blue Storm
StarFox Adventures

Star Wars Rogue Squadron II: Rogue
Leader

FIFA World Cup 2002
Tony Hawk's Pro Skater 3
Sonic Agventure 2

{and Sonic Battle on GBA)
Batman Vengeance

Virtua Striker 3

FPro Evolution Soccer 2002
Eternal Darkness

NBA Courtside 2002

Non-playable
Metroid Prime
Resident Evil GCN
Turok: Evolution
Soul Calibur 2

fter what feels like an interminable wait,

Nintando finally looks set to re
plans for the European launch
GameCube. The company has reve
it is set to make an announcement at M
2002, which wil 1ake ptace in Canne:
the Palais des Festivals from February 4-8.
The move comes after months of media
speculation that the launch would take
place as late as September, and offers the
clearest indication so far that European
consumers may yet be able to get their
hands on a PAL console as early as March

vear

David Gosen, Nintando's European
managing director of sales and marketing,
and Stephan Bole, managing director of
Nintendo France will host the press
conference at midday on February 5, but

attendees will also be able to get their hands
on a range

at the company’s stand.

rahle GameCube software

Significantly, Eternal Darkness and

StarFox Adventures are currently listed as
tities that will be playable at Milia, despite
slipping from the company's official release
schedule. Also pencilied in for display will be
a non-playable demo of the hotly awaited
Metrowd Prime curmentiy in development at
troubled US developer, Retro Stu

though it's not known whether th

the same demo that was shown at
year's E3 in Los Angeles.

“The b
the world are now working on Nintendo

st development studios around

GameCube,” commenied E “For its first
appearance at Milia, we feit it important to
i range

ity and

present nght from the Bunch a

turing unrivalied ong

quality.” Whether this means that
GameCube will be accompanied by a
greater number of launch tities than has
historically been the case in Europe will have

Despite recently slipping from Nintendo's release schedule, both Eternal Darkness (left)
and StarFox Adventures (formerly SFA: Dinosaur Planet, right) will apparently be playable

<012

to walit further elaboration. But In a
tantalising hint as to the eventual launch

data, Nintendo's press release seems (0
indicate that the unit will be released “just a
few weeks”™ after Milia. If trus, it looks likely
that GameCube will soon be competing
head to head with Xbox, as it did with much
success In the US

Although this is good news for gamers,
doubts have already been raised, with some
pundits suggesting that the initial European
launch will be imited to a run of only
200,000 units or so. Edge is more
concerned that an early launch will lsave
retailers and thirdparty publishers with little
time to prepare for the launch, handing a
sizeable advantage to Microsoft

As an official media partner of Milia,
Edge will have further news of the Nintendo
announcement next issue, as well as a ful
report from the exhibition itself, which will
also feature the Game Developer Village,
New Talent competition, and
Think. Tank summit

If nothing else, Nintendo's announcemen
looks likely to give attendees something
to talk about in seafront watering holes

President of Nintendo
of America Steps Down

News of the Milia announcement coincided
with the release of a statement revealing
that Minoru Arakawa has stepped down as
president of Nintendo of America. During
his 22-year tenure, Arakawa-san oversaw
the launches of successive generations of
Nintendo hardware, inciuding the massively
popular NES, which established the
Nintendo brand as synonymous with
videogaming in the US. He was also
allegedly responsible for naming the
company's mascot after the landiord of the
company's US offices, Mario Segall. He will
be succeaded by Tatsumi Kimishima,
previously president of Pokémon USA.




Playing Fields closes doors

Market recovery doesn't arrive soon enough to save the
popular Internet gaming café, which closed its doors last month

espite unprecedented sales volumes

over Christmas, the new year didn't
bring good cheer to everyone involved in
the games industry. Having opened its
doors in April 1997, The Playing Fields, a
popular London Intemet gaming café, was
forced to close earlier this year. News of the
closure was posted on the company's
Website, which also hosted a statemeant
from Kroll Buchler Phillips, the joint
liguidators of the company, stating that a
creditors’ meeting was to be held on
January 29, 2002. Should additional funding

or a new owner not be forthcoming, the
company will simply cease to exist,

Over the course of its life, the venue
proved to be popular with both gamers and
games companies keen to promote
forthcoming titles. Highlights included the
recent Sudiden Strike UK Championships -
preserved for posterity by Channe! 4's
Thumb Bandits' - the Unreal Tournamant
Launch Party, and, according to co-founder
Edward Watson, the last World Cup, for
which all PCs were converted into TVs to
watch England's matches. The venue also

Among the many highlights of the Playing Fields' existence were the two ladies’ nights,
shown pictured above. Unless an investor is found, the venue will have to close down

Recently Reviewed

Edge brings you a rundown of [ast issuo’s review scores

Title

recently hosted two nights aimed
specifically at female gamers, which were a
huge success.

Talking to Edge about the closure,
Wiatson explained that the recovery of the
gaming markst simply didn't amve soon
enough. “A common misconception is that
our primary revenug strearm was from selling
time on our computers to gamers. Actually
our primary and most important streams
came from the promotion of computer
games, be it games launches, off site
parties, computer games toumnaments and
Websites. The downtum in marketing
spend by computer games companies hit
us really badly last year and our cash
reserves weren't sufficient to survive to take
advantage of a recovery that seems already
to be happening this year.”

He went on to thank well wishers.
“Charles [Allen] and | apologise if it takes us
a bit of time to reply to the literally hundreds
of emalls of condolence that we have
receied.”

Any parties that are serously interested
in buying the company or its assets, should
contact Kroll Buchler Phillips via
www.playingfislds.co.uk.

]

Matal Gear Solld 2: Sons of Liberty

Tom Clancy's Ghost Recan

Battle Realms

Dead or Allve 3

Dropship

Shin Sangokumusou ([Dynasty Warriors 3)
SSX Tricky

Star Wars Rogue Squadron Ii: Rogue Leader
Tony Hawk's Pro Skater 3

Retum to Castle Wolfenstein

Smash Brothers DX

James Bond 007 In Agent Linder Fire

formula, but it's still a lot of fun

Dead or Alive 3 sticks to a tested Building on the successas of its

predecessor is Dynasty Warriors 3

- - - M B e e B - -

Stunning visuais elevate Rogue
Leader's mundane gameplay
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Tracking developments in development

Currently a work in process, Vulcan
expects to release its first tech demo
for the Mother engine in Q2 2002

Al on the fly

ol gra
drinkable’ ¢

The DIY ethos reborn

The benefits of developing a game with highly-focused proprietary
technology are immense, according to Vulcan Software

www.vulcan.co.uk
www.vulcan-portal.co.uk
www.mother3d.co.uk
www.valhalla-online.co.uk

he trend within game devel
T is for genenc, middleware
technology. It's not something that
appeals to Vulcan Software's Paul
Carrington. “The o

middieware] is the speed

ly advantage [with

The main one b
with just another game using a ‘seen It
before' technology.”

There's nothing remarkable in this
attitude per se, It'

nmers. What mak

redi by ple

interesting, however, is that mi
was designed with the likes of Paul
Carmington in mind. A vateran of the
halcyon days of Amiga development,
the transition to the PC proved to be a
difficult one for the studio he founded in

1994, “The \arket died and we

into e ed locations,” he says.

Yet with no programming

experience of 3D PC graphic
cashtobuyinane
seemed to be the end of the road

engine, it

38, the team

nstea

reckons Carrington, ™
write a 3D engine from scratch allowed
us to get a thorough grip of all that was
required and craate tools t
some unigue functions.”

iat offerad

gelling, animation,

anvi creation as well
integrated camera, lighting, texiures
and sound editors. There

mors bizan

A

strength and decay values which will be
later used by the Al of character-based
models,” Carringtor

The reason the tec
support such rich fe
handies more
as lip-synching - is that the Mc

file

EXPIaINS

nology can

ires — It also

onventional one

engine refies on a proprietary

lommat, called

defining

rotation limits, friction and even an earfy
attempt at Al mobility nodes. “The
breaking down of

Il elermants into a

precise fie format al 5 the designer

Vulcan Software’s Mother technology has grown from being a realtime game engine into a complete development toal dealing
with model animation, lighting effects, textures, camera, sound, and even in-game smells via the Mother Smell Editor

1

Control over the creation process
means that Mother characters can deal
with lip-synching and realtime skinning

knowing that the engine Is
oe

gned to use them

2 eles
3y o O

though have the bulk of

mpleted along with the first
Valhatla 3D available
around Q2 2002," he predicts, A

the work

tech demo of

the Issue of whether Carringtor
h

concemed. “We are aware that

hinclogy is namow in the sense that it

dictates the

truction of a Mother

world that only uses Mother models

only quest

is, 'Is it the right

tool for the job



www.ihobo.co.uk/
www.geocities.com/scriptmonkeys

Telling a brand new story

Improving the quality of game design, characters and scripts is the goal
for consultancies such as International Hobo and Script Monkeys

Mike Anderiesz points to the well constructed narrative of Max Payne (above) and the
dialogue of the Monkey Island series (below left) as the future of interactive gaming

i T

LT

T i

Empire’'s Ghost Master (top) will be tha
first fruit of International Hobo's game
design, with the current design
document running to 150,000 words

he quality of game characters and
T plots have often criticised for being
juvenlie but there are signs that things
are siowly beginning to ¢change. One of
the mast obvious is the growing
number of companies springing up to
provide assistance in non-technical
senices such as game design, scripts
and dialogue.

Game journalist Mike Anderiesz is
the fatest person to try and ease these
growing pains with his startup Script
Monkeys. | basically launched the
company out of despair,” he says. “I'd
been a games fan and journalist s
the early ‘80s, and realisad there
this massive medium with littke in the
way of quality original writing and a
massive potential audience being
ignored (gil gamers and the over 30s). |
wanted to do something about it.”

Chris Bateman, of game design
and dialogue scripting company
International Hobo, agrees. “Why

shouldn't plot and cha

acter matter in

" he asks.
“Games can allow us 10 explore both
plot and character in ways that a strictly
linear medium can never achieve. It's
just that until recently we haven't had
the confiuence of talent in design and
scripting working in the same place.
Now that dialogue between games
designers and script writers has begun,
advanced interactive narmatives are

an interactive medium

definitely on the horizon.”

But while many developers agree
with such sentiments in theory, it'sa
different matter when it comes to
handing over cash or control of
something as fundamental as game
design to an outside company. " think
there's a ganeral misunderstanding as
to what an external design company
does,” says Bateman. "Many
developers have more than enough
talent and experience to get started, but
not the time to construct, modify, evalve
and maintain the design documentation
to tha level required for a modem triple-

Script Monkeys offers a free script
audit service for games to help try and
overcome this inertia. “We take an
existing game and hopefully
demonstrate how it might be improved
by script alone,” Anderiesz explains.
Few companies have taken up the offer
however, "Most still seem to think it
makes sense to spend half a million
pounds on a 3D engine and then
cobbile together a few clicheas for the
storyline,” he complains

“Great design requires time to
evolve,” points out Baternan., “Most
games don't get this luxury. It's a shame
because design 1s not hugely expensive
but naturally everyone is trying 1o keep
their costs down.” While these growing
pains continue, at least they provide
evidence the industry s mowng in =
the right direction :




2. Christmas card cheer

UK: Although Edge is always delighted to receive seasonal
messages of goodwill over the Christmas period, In truth, there
were some truly awful images spread around the office this year.
A special mention must go to the Lego card with ts degiction of
too-angeic-they-must-be-demon-spawn children smiling out into
space. In terms of quaiity it was no real surprise that Rare (again)
came in first place with some splendid oniginal artwork to
showcase its games for 2002. The familiarly proportioned gifts
under the Christmas tree was also a clever way of announcing a
move to multi-format development. Cimax’s image of stockinged
cyberbabes was as cheesy as they come. But surely the
lascivious hand-holding was a touch OTT. (Do these artists have
nothing better to do?) And in third, Namco's stylised Time Crisis /!
card, complete with reluctant hero wearing a red-nose, made a

=& Plucky chart topper

UIK: Back in 1978 Space Invaders spawned its own special alien
ine danca which was the craze of Tokyo's nightclubs. Fast
forward to 2002 and Pikrnirt is causing its very own music craze |
the east. 'Ai no uta' ('Song of Love') by Strawberry Flower is
based on the vibrant Nintendo game and. at the time of writing, is
cumently number 2 in the Japanese charts. The success is even
more phenomenal considering that the single was not expected
to enter the charts and the game had been seliing refatively poorly:
However, sales of Miyamoto-san's gardening-inspired game have
now picked up and it is currently selling in excess of 300,000 units
per waek, Lat's just hope THQ don't get big ideas to try a similar

Sieally, although the aforementioned
Paradlsel\lamkmph'sgsomeofmepeople
from VML on, I'm evidently not worth it, so
I'm out on my arse. | had hoped that if | had
to leave VML there might be something at
the end of it, some kind of ition for all
the passion and enthusiasm I'd invested in
the whole project.”

Jaff Minter keeping his fans informed of hes employmoent status on s
websta al www magc.nel/~yak/

“ havenoideaiflamanyﬂm ;
| must be the only person who has never
seen the video.”

MP James Plasigit, clearly with no idea of the role
he & playing in Operation Fashpaint

“There is no date. We don’t know any date.
Ifyouhaveafnendumochimsﬂ\eym\re
‘inside info,’ orthere‘asomegamenawssnte
or some computer store at the ma
claims they know - they do not.

making it up. There is no date.

30 Realms gets defensve about the reisase date of J
Forever on s homepage at www.planet




@m Retro Mac

UK: For Apple designers the future is past, it seems. Although no
one can grumble at the impressive specs of the new iIMac - and
its 15-inch LCD flat screen (said to be three times as sharpas a
traditional CRT dispiay) ~ the design wouldn't look out of place
on a set of ‘Abigail's Party'. The "70s styiing Is certainly not as
bold as Sony's GS Cube and the overgrown desk lamp look
may find fewer fans than the previous multicoloured iMac
iterations. Still, with an BOOMHz G4 processor a SuperDrive for
playing and bumning custom CDs and DVDs, a 60GB harddrive
and an nVidia GeForce graphics card it should keep Apple Mac
users happy for the next few years. Now, if only developers
would support it with a few games. ..

=+ Oniine fight club

UK: Always the one getting bullied at school? King of Fighters
Oniline is surely the best therapy for working through all that
repressed resentment. Developed by Korea-based Unotac,
the game allows players to come up against thousands of other
users online. With a saniceable 3D engine and decent visuals
the game is looking like an intriguing prospect. initially you can
choose one of the six main characters (Kyo, Irol, Leona, Athena,
Kula or Kim) but others can be unlocked in Teamn Battle mode.
Of course, it doesn't actually prevent digital bullies from hunting
you down, but at least you can LOL! over their bodies — with the
help of a friend or two. Unotac hope to release the game in the
second half of 2002.

e Game Works

UK: From publisher ASPECT, '‘Game Works Vol.1' detalls the
development of Yu Suzuld's first five major arcade titles: After
Bumer 2, CutRun, Hang-On, Space Hamer and Power Drift. The
prototype designs and there is also an insight into the game
designer’s latest projects. As a special bonus, a GD-ROM
containing the five games in their onginal form (although OutRun
includes a siightly modified Ferrari as in Shenmue If) accompanies
the publication for all Dreamcast fans to treasure. A cult book that

is uniikely to spend too much time sitting around on shop shelves.

Data Stream

Amount Bl Gates gave fo his ¢ ie foundation in 2000: $5bn
Nmﬂmmmmmamtxmnm 182
le&)rdmm mammmmm

mlmmwﬂlummmnm:

Number of Game Boy Color unts shipped 1o stores from the beginning
of time to September 2001, according to Famitsu: 116m

Number of Game Boy Advance units shipped 10 stores in same perniod
accomding 1o same source: 9.6m
demmnmm m.om
Wmmﬂwmmﬁnmmﬂm
wmwwmmmshapsdmmwm 20m
NmOvaean‘nastsspradlnmpww 10m
Wmmmmmmnmmm

Number of Xbox units Sold sinca its taunch i the US, acoording
to BBC online: 1.5m

Price Microsoft 2re 10 sel the Xbox in Japan: ¥34,000 (£179)

The new iMac. Edge considered making a joke
wummmm ls]w!sohttyeer

HEDNGE {107




&= Labour brough to Flashpoint

UK: This month it emeraed that the platoon commander in
Codemaster’s Operation Flashpoint is an obscure Labour MP.
James Plaskitt, the MP for Warwick & Leamington, was visiting
the offices of Codemasters last year to discuss piracy wpen he
was asked to be snapped for the game. Unknowingly he
became one of the major figures in the game orchestrating
troops in over 50 missions. “We were looking for a distinguished
older gentieman,” said Codernaster’s marketing director, David
Solari. The game is now used In the States as a military training
tool, no doubt cementing further ties between the British
government and US military might.

UK: infogrames has

campaigns to target younger audiences in Europe. In a major
deal with Kelloggs, the French publisher is offening free demos of
some of its major games on the boxes of popular cereal brands
including Frosties, Coco Pops and Rice Knispies. And in a bizame
move Infogramies’ Junior Sports Football has sponsored an
under-nines football team based in Reading. The Woodley
Hammers are a seven-a-side team which gets all the benefits
from sporsorship, including specially designed shirts and prizes
for man of the match. if only Vielra and Henry wera offered such
incentives, the fate of Dreamcast could have been so different.

&= Videogame argie bargie

UK: Beckham versus Simeone is nothing compared to the war
which is about to break out in Mahinas 2032, Set on the islands
which were the focal point of the Falklands war the game
atternpts to stir up anti-British sentiment thinly disguised in a
resource management war title. “The Mahinas islands aro forever
Argentinean!” rants the accompanying blurb on the games
Website at www.mahinas2032.com.ar/default_engl.asp.
Whatever your views on the Falklands war surely no one
deserves to have to play through another substandard RTS with
graphics as primitive as the minds behind it.

SClub7

Especially Hannah

GAME

For reviving the Lynx and the Jaguar

Charles Cecil

For being a charmer
The ‘Lord of the Rings' movie
Surely eives are not that fey
BBC Manchester's ‘The Late Debate’
Edge + Tim Vincent = panto at its best
MGS2 delay
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s Shamanspace

N

I's only taken four years for Steve Aylett to dominate the rusty = i
workd of UK cyberpunk. While he was initially halled for his '
“Beeriight’ books, which in truth were a triumph of style over
content, ‘Shamanspace’ sees him take the next step forward.

A mere 121 pages long, it fairly crackies with verve and shomonspace
‘ambition. Part Dadaist abstraction coliided with stream of : S
Cartesian consciencenass, it picks up the threads of reality and 14!
information flow from where Wiliam Gibson's seminal
Neuromancer' logged off, But where that work kept one foot in
the grave of the physical, Aylett's world is cut loose, It exists in
anather dimension entirely, He calls it stheric, although it's
perhaps better understood as something closer to the spintual.

Two factions fight an internecine war over the assassination
of God. The kiling is not in question, only the methods and the - i | |
‘rssults: one side believing the universe can exist without the il O e 3
ereator, the other wiling to pull the plug on everything. In il | w 4
between this sit flashes of romance, betrayal, theological musing, [ ks Il 4 !
‘even an action chase through Paris. Plot and characters are AL - _ H
strong too but matter litle in the overall scheme. For instead of G il oy ; %
\writing a book, Aylett's success Is writing the reverse. Slipsiiding 285 ¢ ¢ !
between the word disassociation and a poetic rhythm of pross,
‘which some may find disconcerting, ‘Shamanspace’ s a
conventional story revealed in a completely unconventional
‘manner. Rivals will read it and wesp. Everyone eise will be
ansfixed. V2

|
rans ormsad I a;ﬁ "

2= Schild's Ladder

' In the balance between the companents that make up sclence L
fiction, the modem successors to Wells and Asimav seem far [
more interested in the sci than the fl. It's cenainly the case with
Greg Egan, the prolific author of numerous books of science
futurist bent.

His latest, 'Schild's Ladder’, opens with & favourite of the
genre: the introduction of a new branch of physics, the llusive
missing link between Relativity and Newtonianism. Presumably
this is highly stimulating for quantum physics grads, but as the
first chapter of a book it creates something of an obstace for
mere mortals. This lsn't too say that there's nothing for the
uninformed however, Once the clever stuff is out the way, there's I il
a half-decent story to be uncovered., ! [ | il 1 il '_ i i / ; i

After an experiment with this new physics (which Egan ! el : ! Pl IR el = _'._,..--
names the Sarumpaet Rules), goes wrong, the universe is g Ui L I

- [}
F'm i

Tt

threatened by the creation of novo-vacuum which destroys all | (TR
matter with which it comes into contact. With the inhabitants of / |

whole planets fleeing its path, two rival groups of scientists \
giternpt to either destroy or stabilise the novo-vacuum. All have
stupid names, usually involving Tohs or Zys. More interesting, is aC
the concept of a universe were people have been reduced to i passiorate, s to b s100d e “Why don't you come and lve here,
data and thus have gained a measure of immortality. The death 2 T REIEC

of a character is merely imited to the local loss of data since they
fest backed up ther brain. Still, even committed readers will find
*Schild's Ladder’ hard going in places.

GAME CUEBE
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& are sloppy.

Ryu's PAL conversion:

Dragon punch made in summer
Misses in autumn

We are sioppy, but we will educate. RedEye has a
new hobby.

Birds wake outside, sing
Tired skin fit by VDU
Continue Yes/No

This extended penod of convalescence, the reasons
for which were detaiied in E106, gives RedEye a
chance to step back, a chance 10 get away. Ohl

The Getaway siips
Flowers bud. Sory's thieves' stall,
Then Hed freezes over

A haiku is, at least according to fts English
dictionary definiion, structured as a verse with three
unrhymed fines of five, seven, and five syllables,
traditionally invoking an aspect of nature or the
seasons. That's the surface, which is somewhat like
describing a videogame as a continuious stream of
alphanumenc noise, traditionally invoking spaceships
and gunfire — it's factually comrect, but essentially
missing the point.

Which, in this case, is purity of vision: a halku's a
moment, a fraction’s aesthetics captured in a written
single breath. The form is strict, unyielding, but as
critical to the sentiment as the words contained
within it. Whiting haiku takes years of practice,
refinement, education and re-education, Writing
acceptable haiku takes longer, and while it's perfectty
possible to quickly throw together something in a 5-
7-5 dynamic, you probably really shouldn't, Unless
you're sick and broken, of course, because then you
can do anything you want in the name of self-
indulgence.

Press-release frenzy
“Summer mission-pack mayhem!”
Reprint, jouno scum

Wiasted words are lazy, bloated, ugly. We leam
this every month from the space-filers we read in

magazines: 20 sexiest videogame characters, 50
foods which would make great videogarmes, 200
articles we were sure you lot wouldn't let us get
away with. And within those articies, words that kil
the word count, joumnalsts writing to a number.
Reviews that spend 500 words taking you through
the game’s plot and another 500 listing the
weapons, or previews based on a glance at
screenshots, or nonsensical hyperbolic exclusives,
And biah, biah, blah; the point is that the
constraints of the halku make it the exact opposite;
there isn't a syllable wasted. Everything is targeted.
It makes you work,

Forty-hour rescue:
Rayguns and time, seasons of
Mediocrity

We are sloppy, and getting sloppier. The capacity for

REDEYE

look at the videogame industry

data storage within the videogame industry has
ncreasad exponentially, and, seemingly, at a much
greater rate than the industry's creativity. All four
next-gen formats — Xbox, GameCube, PS2 and PC
~ work using some kind of DVD format, a recording
system which offers the potential for hours of

format, and RedEye started to worry, because
when the borders are taken away, it takes disaipiine
to keep colouring within the ines. Or to put it

Mario Sunshine
Now with loads of FMV
And shit, shit, shit, shit.

That's the worry.

In RedEye’s nightmares he's approached by a
Shigeru Miyamoto on the come-down from SGI
crack. “Look,” he pauses, and starts 10 shake. "Ths
is what we thought you wanted! We've filed every
byte of this DVD with glorious sweat-shop visuals.
We paid tiny school-leavers to render futunstic cites,
to render them as wide and tall as your eyes can
take. They're huge!” Tears wel up in his eyes. “You

couldn't cram any more data on the disk! Not an
empty sector! Nothing wasted!™ But he knows that
using the space in't the point; it's about using it well.
Hey, what would be the use in RedEye filing up this
page with meaningless crap every month?

So we are sloppy, but we wil educate. We need

We need to remember haikus; we need to stop writing for the
sake of writing and filling space because it's there

budget-sapping video and thousands of megabytes
of badly produced streaming audio and a hundred
other things that shouldn't have anything to do with
videogames. Thers's no evidence that this is going
to make games any better: perhaps the opposite.
Frightening thought, We need gaming haikus,

For a while we almost had them. Loading times
and the limits on cart size meant space was a
consideration; If you only had room to load/code one
Idea, you made sure It was a good one. The NB4
saw the peak - the [ast age when developers
couldn't just spew what they wanted onto a siver
disc, when they had to make difficult decisions
about content, had to choose excellence over the
average. Marnio 64, GoldenEye, and Zelda 64, three
of the best games in recent memory, were all coded
to fit inside strict, punishing imits. They were
compact ganius. And then Nintendo dropped the

EDGE V100

to remember hatkus; we need 1o stop writing for the
sake of writing and filing space because it's there.
We need to set ourselves imits inside which every
byte must count. RedEye wants a future where
bedroom code-kidz hone siver-sleek code to fit
insice tiny compllers. RedEye wants Tetris inside the
purest line, a firstperson shooter in a hit-filed
paragraph, the whole universe inside the most
perfect mind-expanding chapter. Think of pure
aesthetic moments; think combinations of tighty
wound code and peel perfect balancing; think time
invested in care, not in expanse. The philosophy is
tiny, compact, but it's a mavdm that could leads 1o
bigger things, divert developers away from financially
sapping imelevance. Small is beautiful,

RedEye is a veteran videogame journalist. His
views do not necessarily coincide with Edge’s




ecently a PR executive invoived in the games

inclustry spoka out against what he perceived

as an unhelpful tradition in videogame
reviewing. Why, he asked, did reviewers insist on
talking about the technology in games? After all, film
reviewers don't hamp on about technology, f we
want to give games the attention they deserve, he
argued, we should be judging them on the story,
and the experience they provide.

Well, perhaps he is half ight. When attermpting
to evoka the splendours of Devil May Cry's gothic
architectura, or the delicious fear induced by
Half-Life, it's not particularly helpful to describe the
polygon engine, We need a higher-level aesthetic
vocabulary that might borow from the fields of art
criticism, psychology or graphic novels, And any
dscussion of Metal Gear Solid 2 among the
cognoscenti is probably going to be centred on the
cantent of the story and the game's handing of its

story elements. Again, there is no need lo speak in
very technical terms.

But In a sense, these games are the exception.
We don't need to discuss them in technical terms
because, at base, the technology works (unless you
are unfortunate enough to be playing the nasty PAL
version of DMC). Book reviewers don't need to
mention that a book's pages are of a certain size,
printed on both sides and bound together at the
spine, because the technology of the codex is
technologies of camera and projection have also
been standardised for decades. There is no
appreciable difference for an audience even when a
fiim is entirely shot, edited and projected in the digital
realm. And s0, in these cases, there is no reason o
tak about the medium's technological aspects: we
are freed for higher-level aesthetic discussion.

However, wdeogarmes are not as mature a form
as books or fiims. And so it is often necessary to takk
about the technology in a game, precisely becalise
that technology is broken. Take, for example,
framerate, that etemal bugbear of over-ambitious
developers. The importance of a smooth and
consistent framerate - a high temporal resolution —
can hardly be overemphasised. Inadequate temporal

resolution imits the flow of information available to
the player, and thus limits the speed and fluency of
his or her conversation with the game system -
which is one definition of what immersiveness’
might imply. When I'm playing a busy level of Perfect
Dark in Parfect Agent mode, and | find that the
harizontal swing of my weapon has been guantised
into absurdly large arcs by the low temporal
resoiution, | find that the outcome depends mare on
luck, or grim determination, than the exercise of
subtle motor skills. As one of the Free Radical team
said recently, framerate directly affects the quality of
the experience in this style of game. This is true of
racing garmes as well, where in some poorly
programmed cases the player must negotiate
snapshots of a road that oocur 20 metres apar,
rather than smoothly racing through coherent space.
The temporal resolution of fim has been
standardised at 24 frames per second. Not much

Steven Poaole

room for discussion there. But there would be if we
were constantly subjected to movies in which the
projection rate fluctuated wildly. We'd complain
about a fim that dropped to ten frames per second
every now and again. And fims must stil
occasionally be discussed from a technological point
of view. When | reviewed the ‘Tomb Raicer' film, for

Take Grand Theit Auto ll. To say that this is an
excellent game which could have been improved
with higher termporal resolution does not seem to be
an unfair comment. In fact the real technological fiaw
in its system is the targeting of non-scoped
weapons in the thirdperson view. There has been no
excuse for such amazingly poor implementation of
targeting since at least the innovation of the Z-lock in
Ocarina of Time. As a game crific, | could spend my
whole time waxing lyrical about the city's
'Sopranos’-esque storyling, but 1'd be remiss not to
paint out that the targeting system makes it harder
than it should be to enjoy those rarefied qualities.
Technology is not just one aspect of a game that can
be happily divorced from the others; everything else
depends upon it

| have a dream. One day, all ideogames will be
ke Jak and Daxter, Before you prepare 10 bumn this

TRIGGER HAPPY

magazine in disgust, let me explain. There can hardly
be any argument that Jak and Daxter is
technologically superb. So the PS2 is condemned to
jaggies and low-resolution textures, is it? Uh, no. The
termporal resolution is mostly very solid; there is a
B0Hz mode; there are no loading times and the
camera behaves itself, Faced with a game of such

A videogame is built on a foundation of technology.
If the foundation is shaky, the building is going to wobble

example, it struck me that the CGI was unusually
poor. The digitally animated rock monkeys seemed
far less comvincing than the painstakingly realised
stop-frame monsters of Ray Hamyhausen 35 years
200, and the visual disjunction between the (iterally)
Incradible enemies and the naturalistic ive action
rendered the monsters less convincing, in context,
than they were in any of the Tomb Raider games,
where Lara, her environment and her enemies are al
rendered at the same level of visual complexity,

A videogame, ke a film, is an aesthetic
monument buitt on a foundation of technology.
If the foundation is shaky, the bullding is going to
wobble. And so far the foundations are shaky
more often in games than they are in fims.
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outstanding artisanship, we can immediately move
1o higher-level discussions of the emvironmental
design, the range of interesting actions avaiable, and
other considerations of aesthetics and gameplay.
We are freed to decide whether we ike the game or
not for its own sake.

When technalogy works, it becomes invisibie.
At high levels, it becomes indistinguishable from
magc. But there's no short cut to such immersive
sorcery. The technology has to function first, and if t
doesn't, we have to stand up and say so.

Steven Poole is the author of “Trigger Happy:
The Inner Life Of Videogames' (Fourth Estate).
Ermail: trighap@hotmail.com
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at the end of last year and at the beginning

of this one? Well it looks good to me. Hit
tities {Smash Brothers, Pikenin or Animal Forest Plus)
amived on GC while the PS2 price dropped. Both
consoles benefited from great sales and they are
both well on the way. Regarding PS2, what has
been so great? GT3 Concept, MGS2... Or maybe
VF4, coming on January 317 | think this title has at
this moment quite an impact, Mmm.,. | think all went
as expected, no? it gives me the impression no
breakthrough really happened during that period.
But, everything is cool. Now, Xbax is not yet
launched in Japan.

While I'm writing this, Xbox was presented at
CES (Consumer Bectronic Show) in Las Vegas, The
console made a great start in the US, no, a histoncal
launch according to figures, with 1.5 million units on
the market during the holiday season, Plus, by the
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was askad by someone from another company, “Did
you join Sega as a game planner?” | answered, "No,
| pined as a designer.” The man looked troubled, so
| asked him, “Why do you look so troubled?” He
said, “Well, most of the producers and directors
were planners so | thought you would have been,
too.” Well, this time | was the one looking troubled. |
mean what does it matter what you have done
bafore in order to become a director or producer?
S0 | would like to tell you what | did to get to my
situation now — my profiie in a way. Actually, 'ma
rman of many talents: producer, director, planner
and... yes CEQ. But, as | said before, | started as a
designer. Yes, that means | made llustrations;
characters in games, backgrounds;, effects, etc. |
was working lookang at modets or thinking by myself
Once, | took part, for the first time, in a meeting
about advertisement (the element you dispiay on
screen when the game is running itself without
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end of 2002, it appears as though Xbox could reach
six million units. Well, releasing 1.5 million units is one
thing and having a significant impact on the market
I8 another. However, if the company succeeds in
releasing six milion consoles by the end of this year,
it should have an impact.

However, we can raise a few questions still not
answered, For example, how Microsoft intends to
work in the videogame market. Also, will Microsoft
succeed in delivering successiul network content for
its console? In another way, will the online senvices
have enough depth? Questions remain numenous.
But it is obvious that we woukd not be able to
evaluate the network side of the console until it is
operational. | mean this is one of the foundations of
this console. I'm quite excited to see that in action

But above all, the launch line-up is especially
intriguing, starting with the number of games
avallable. | mean it is certainly the first time a console
had so many titles available for a launch. What
would be the impact? Plus, would be this impact
different according to each market? This is
something | can't wait to see and February 22 looks
like being a very interesting day to me.

Well that's it for hardware, now | would ke to
speak about something totally different. Days ago, |

Toshihiro Nagoshi, pre:

anyone playing: 5CTeens, ranking, controls
explanation, &tc). We had to decide what to use.
Then | had few ideas and they were adopted. As |
can remember them, it was the way the game titie
appeared and the simple way the game controls
were displayed. It was very easy to understand.

tohdr‘unmmlhadsannmtmbugmssca.m
me. He said, “You are quite a guy. You are new in the
company but you have alreadly leamed about
markating?” | had this answer, “1 have no idea about
marketing issues but | used 1o study cinerma and it
appeared what we were talking about was quite
similar to what | studied so | decided to use my
knowledge. Well, it appearad to have an impact on
the marketing side..." | think it was my very first step.
Then | was given the chance to go from static
llustration to movie, animated sequences, in order to
determine the best impact on the game. At that time
| feed, it was a chance for me to use this knowledge
from my study of cinema. Then my career fook off
from designer to main designer. Moreover, it was just
the time when the technology evolved from 2D 1o 3D
and camerawork became one of the most important
points of the game. So my position became more
important. It was also a period of greal stress. Why's

, Amusement Vision

that? Working on animating sequences was very
interesting but it was the time | started to want to
design the animation myself. In simpler words, |
wanted to define the entire sequence mysalf, not just
working on someone else’s, Then | realized there
was only one way, to design a game.

Working on animating sequences was very interesting but it was
the time | started to want to design the animation myself

At the end of the meeting, a person asked me
“How did you find such ideas?” | still remember me
answering ke this, “Mr A's idea was very cool but it
uses a long time. As you are not playing, looking at
the animation you are already fed up. Mr B's idea
offers great visuals and good timing but in no way
does It explain the greatness of the title. It has not
sufficient iImpact, So you are still wondering what
kind of game It is. | had the feeling that players had
to understand in a single moment the spirt of the
game. Both ideas locked as they were unable to
increase income so it was not good anyway.” Well, |
know | surely looked pretentious, and | have to admit
that writing these lines makes me embarrassed.

Anyway, let’s go back to the story. So the person
who asked me the question went to his superior and
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To do s0, | had to become a planner. One day, |
make the request to my superiors: | wanted to make
a game myself. So | went 1o the planner, director and
main designer. That resulted in my first title, Daytona
USA. What do you think about my journey?

There's always a chance, even a small one, 1o
get an opportunity. I'm sure in this industry there are
50 many people going from one task to another but
what you do does not necessarily make you deliver
all your skills. There is one objective you can set for
this year, *'m going to be a director!” What do you
think? | believe that from these people will come the
ones who are going to change the industry. See you!

Toshihiro Nagoshi is president of Amusement
Vision, formerly Sega subsidiary Soft R&D #4
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o this is it. As the dark abyss of final crunch

penod hell stares us full In the facs the time

has come to bring our ‘Diary of a Startup' to
a close. As | look back on the thres long years of
Elixir, an eternity seems to have elapsed and yet also
paradoxically day-to-day | never seem 1o have the
time to even catch my breath.

It seems appropriate to end the diary now, as
we are no longer really a startup. True, we've
released nothing as yet (s & multitude of people
never tira of constantly raminding me) but we are on
the final straight of completing our first {and what we
believe to be truly ground-breaking) game, Republic:
The Revalution. We've also built a strong company
of over 60 talented developers which has had to be
put together painstakingly and encouraged to
expiore their limits on ambitious and onginal projects
and technologies, Only a couple of people have ever
left Blixir, which s testimony to the fact that the

environment wa've built here Is a happy one where
creativity and responsibiity thrive, That we've
recently been joined by Jamie Doombos, the lead
simulation engineer on The Sims, to work on
Repubiic after having seen it and being excited by its
potential leads me to think that we must be doing
something rght.

Maijor challanges have confronted us at aimost
every tum. Financially, it has taken a great deal of
willpower and affort to get the money together tobe
able tocomplete a game the size of Republic (a
great deal of which has come from our own pocket).
Technically, the challenges have been enommous with
the building of both the Totality graphics engine and
the LoD Al architecture from scratch. Creatively, the
challenge has been to keep true 1o the ongina,
ridiculously ambitious vision while trying to work
around tough practical constrants. We've also had
to make a game about a complex subject into
something fun and accessidle,

We'ra proud of the fact that we've overcome so
many of these major obstacles to even get as faras
we have when so many others would have fallen by
the wayside long ago. And for that I'd like to thank
the key members of the team that have been here
from the beginning with me through all the highs and
the lows: Dave Silver, Tim Clarks, Richard Powell,
Wayne Kreall and Joe McDonagh. As to whether it
all comes together to create a sum greater than its

parts 'l leave that for you to decide when you see
the completed game.

So why kick off a new company with a project
as massive as Agpublic? Why stick my neck out so
far and take such a nsk when | could have done
something a lot safer? Why didn't | just do Theme
Park Plus as my first game with Elixdr and then
graduate to the earth-shattering Theme Park Flus
Flus as the follow-up game? We could have
probably comfortably finished two standard sim
games by now and they would have probably been
reasonably successful. | often get askad the sorts of
questions posed above and indeed during some of
the darkest moments | have wondered myseif,

But then when something codl happens, ke a
new piece of cutting edge technology comes
together for the first tirme or a tough design problem
s glegantly solved or a peeca of what was previously
Just an outrageous dream starts to matenalise, 'm

being taken and sacrifices made? And what's flore,
| don't believe that there is ever a safe time to make
that leap whenever one decides to do it. Doing
something new is inherently going to carry risks.
Any project like that is also going to take time
you only have to look at any of the receantly
successiul games that have pushed boundaries In
one way or another to see that: The Sims, Black &
White, Max Payne have all taken more than four
years and in some cases a lot more. In fact if you
could see all the hurdles that you have to overcome
at the start of an ambitious project then no one
wiouid probably ever have the heart to even begin.
At the moment I'm in that development imbo
that some of you will be familiar with where nothing
slse seems important enough to do until the game is
finished. Slowly more and mare parts of your iife are
placed on the bonfire of extended development
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suddenly reminded of the reasons for doing this.
There is nothing like the buzz of working in virgin
temitory, exploring paths that no one else has
trodden before and then seeing an outsider’s eyes
light up when for the first time they see what was
previously thought of as unachievable. Anyone

crunch. First weekday evenings disappear, then
weekends, then sleep, then any extranaous non-
directly life supporting activity. it's pretty easy to
experience bumout under those sorts of pressures
as the only way to finish the game quicker is to work
harder and harder for longer and longer hours. And

That special team camaraderie you only get during intense crunch
periods is something that everyone seems to remember fondly

creative, tachnically or otherwise, who has worked
on an oniginal game will tell you that. Pushing
yourself in new directions to see just what can be
achieved if you really give it your all is an incredibly
addictive drug — you know it’s bad for your heaith
and sanity but you always come back for more.

Life ks short {as | said way back in one of the first
diaries) and getting shorter by the day. How many
opportunites do you get to really make a difference,
o make a game that has the potential to be
remermbered and maybe recognised as an
important step forward? | believe you make a choice
earfy on in your career: sither you will one day
attempt to do something like that and work your
whole life towards ekeing out an opportunity or you
decide to opt out and take the safer route. Sure it's
risky and sometimes gruelling to try to attempt to
make possible, something thal was praviously
thought Impossible but then, when has anything
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yet for thase small moments of achievement it is all
worth it and that special tearn camaradene you only
get during intense crunch periods is something that
everyone seems to look back on and remember
fondly. Then finally there is the ultimate kick of seeing
someone else take a game you've helped creats,
play it and tell you that it's cool — there are not many
feelings in life that can compare to that.

Thanks for istening and | hope we provided you
some interesting insights into the growing pains of a
development studio. Trying to make a game as
ambitious as Republic while buiding a comparny
from scratch has nearly ldied me, but then | wouldn't
have chosen any other way. And hopefully when
Repubilic does come out people will agree that all the
effort has been worth it and the time well spent
I'm confident that they will.

Demis Hassabis is the CEQ at Elixir Studios
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Going Shopping

henmue I, Grand Theft Auta lll, Return to Castle
J Wolfenstein, Final Fantasy X| Agent Under Fire, Civilizatior
Ill, Tony Hawk's Pro Skater 3, Jak and Daxter, SSX Tricky,
Smash Brothers DX, Pro Evolution Soccer, Devil May Cry,
Rogue Leader, World Rally Championship, Alians Versus
Predator 2, Maximo, Metal Gear Solid 2, Dead gr Alive 3, and
PFilemin. If money were no object, and assuming that you were
willing to import games from Japan and the US, it would have
been possible to get hold of all of the above over Chrisimas.

But supposing you did get hold of all of these titles; what
would you do to get your videogarming kicks during the nast of
the year? Of course consumars are more willing to part with
their cash at Christmas and Eastec. But the exaggerated
obsession with two slender retall windows isn't good for
gamers. It's become a self-fulfilling prophecy: fewer games are
purchased outside these two periods because fewer new
games are avallable. Sure, the games releasad at Christmas
will still be avallable during the following months, sometimes
at discount prices, but with retailers and publishers sesmingly
now fixated with instant sales, the chances are that they'll be
relocated to more abscure comers of the shop, and not
always in plentiful numbers.

It's not just the paucity of new releases that's the problem
though. Titles with slightly quirky subject matter that might
otherwise take several months to sell simpily aren’t given the
chance; instead they're prematurely stripped from the shelves.
Publishefs also lose out, as their latest opus faffs in the face of
an unnaturally high level of compatition, Most Importantly
though, Edge’s job becomes harder. With fewer new titles
appearing outside Christmas and Easter, it bacomes more
difficutt to bring you a varied prescreen section - though this
morith it ranges from Battle Hoshin 10 V-Raiy 3.

But the fact is that sometimes punters defy even the
pradictions of the sharpest marketing department. Contrary to
expectations, David Beckham Soceer didn't take the charts by
storm. And despite Harry Potter's commercial dominance over
Christmas, the lucrative-licence-less GTA Il has rightfully
returmed 1o the top of the charts and continues to sall well.
Each manth Edge strives 1o bring you a comprehensive
analysis of the most important games in development, But it
would make our job aasier if publishers and retailers stopped
underestimating the game-buying public and started e
releasing games all year round. e




Mixed reviews from beta testers have cast a shadow over
Square's great online experiment. Can the RPG legend deliver?

This pointy-eared little fellow is a Tarutaru — a rather harmless looking creature whose race is renowned
for its magical capability. They can usually be found roaming around the Federation of Windurst

ou'd think after the nightmarish

) failure of ‘Final Fantasy: The Spirits

L Within', that Square would want to
play it safe for a few years, but no. Brushing
aside the warm welcome given to its latest
tradiitional Final Fantasy venture (FFX-2.3
million units sold so far in Japan), the
company recently held a private show in
Tokyo to further explain its vision for the much
maore controversial Final Fantasy XI: the

“It's possible to join a fight already

in ?rogress but monsters will be
able to do that too, so fights can
rapidly escalate out of control”

woorld's first massively multiplayer online
console game. Fans are unsure about this
new direction and their concerns have been
stoked by some negativity from beta testers.
Set in the environmentally luscious land of
Vana'Diel, which is unfortunately being
attacked by a strange race of monsters, FFXI
offers the online gamer a totally definable
experience. The first task is to create a naw
character, choosing its race from five basic
types (one very human, the others variations
on the classic elf), and its job from six options
- fighter, priest, sorcerer (red, black or white)
and thief. You can also choose the character's

Some beta testers have criticised the distinct
lack of colour in Final Fantasy XI's enviranments
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The name of the player is displayed above their character’s head, and this being a massively multiplaye
title, the screen can get crowded with competing manickers. Eeking out a conversation may get tough

home country from three generally peaceful
rivals, each boasting different degrees of
technological advance. There is some
competition between countries though —
apparently the more mansters you kill, the
moare points you eam for your nation. Once a
week, the points are totted up and the state
with the most has its borders expanded. On a
personal level, high scorers get bonus cash
and discounts on certain items in the shops.

Communication, as with PSO, comes via
a modified Logitec keyboard and is a vital
elerment of the action. Through talking to
other players you can set up guilds of up to
six membbers, and it's also possible to create
alliances with two other gullds when a
particularly large monster needs dealing with,
The combat system is typical FF fare — it's
driven by scrolling menus, a lock-on function
allows you to target the enemy and you can't
leave the fight until someone is dead

However, you can talk to your fellow guild
members during the fight, which is particula
useful if you need someone else to dive in
while you withdraw and heal. Early reports
suggest that it's also possible to join a fight
already in progress, but monsters will be abl
to do that too, which means fights can rapic
escalate out of control. Losing means havin
your stats put back to zero,

As for those beta tests, the worry is, tha
by ambitiously aiming to provide a massively
multiplayer persistent world, Sguare has ove
stretched itsefi. PSO only allows four players
in a world at once, and provides a limited
game environment. Through this more
restrictive design, Sonic Team has been able
to shape and direct the experience, focusing
on action and bullding a rich and colourful
landscaps. There have been mumbles that
the world of FFX! looks washed out and gre
in comparison. Some testers have also beer
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The invading monsters come in various forms. This
many-eyed squid being a more ridiculous example

T

odem, keyboard,
Online and a copy of the
ars have

Conversation comes via a keyboard and an
intuitive menu-driven system. Mastering this is
vital to forming guilds and managing combat




* The Y-Project

Caricatured super-futurism, crazy weapons that turn enemies to
stone, and sci-fi lunacy envisioning a GM nightmare. Y? Why not?
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While the water isn't quite up to Baldur's
Gate level, the particle effects prove pleasing
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| fonly we could read The Y-Project®
i warning letter to the past.' “Dear

L I Humanity," it would say. “If you mus
seek to colonise other worlds, do be careful
when it comes to unleashing genetically
maodified insects on virgin planets. It could be
that they're much better at colonising than
you are.” A new paragraph: "And," the letter
would continue, “when it comes to protecting
your single city from the circling mutant
insects, might | suggest that using a big glas
dome is, perhaps, asking for trouble?"

Westka Interactive's vision of a peaceful
warld destroyed by man-made beasties mig
be carved in disaster B-movie heaven, but th
game looks to offer a little more than just
gaming cliche. Nominally a firstperson shoote
taking place inside the swarmed, ruined, city,
The Y-Project's objective is to rescue survivor
and find out what went wrong, But you're no
alone — two surviving factions compete for
yiour attentions, and while both have the
same goal, the Science section believe that
the best way of destroying the insects is by
using humanity's superior intefigence, while,
predictably, the Military section just wants to
shoot everything.

So, before each of the game's five
sections, each side offers a number of items,
weapons, and upgrades to the player as an
incentive to join their fighting force. It
becomes a straight choice between brains
and brute force, and while you'll have to mak
the same decision again in a level’s time, the
things on offer will be different. Tum
something down once and you won't get
offered it again - the only way to see the stufl
you've missed wil be to replay the game, but
then that's the point. Different routes make
themselves available through each level
depending on the items in the player’s
inventory, and several different solutions to
each of the puzzle subquests exist, too.

Westka promises its outside locations will be huge,
and that winged enemies will have full 3D Al - they'
be able to go over objects as well as just around



Format: PC, Xbox

Publisher: TBC

Developar: Westka Interactive
Origin: Germany

Release: 2003

While scenery is dynamic, and machinery can
transport players, jumping puzzles will be avoided

For example, during one mission the
player might pass a bank of monitors and
catch sight of a woman trapped on top of a
statue by a group of insects. Those choosing
the military path might simply storm into the
foom, gun down the prowiing insects and
rescue the girl. Other, less cavalier players,
might make their way through an air vent,
aided by a fire extinguisher provided by the
Science group, and find themselves in a
position of safety from where elimination of the
enemy is nothing more than a formality, even
with weaker weaponry. Or players might
choose the third way: inserting a coin into a

“Westka Interactive’s vision might
be carved in B-movie heaven, but
the game looks to offer a little
more than just gaming cliché”

nearby jukebox and using terrible 20th century
music to drive off the foe.

There’'s also a perceptible non-linearity
within each section, too, with more of a
coherent area-based feel rather than a
succession of sequential levels, and each
location requiring a number of visits to-ses,all
the game has to offer. The real-world feel
should be compounded by.the developer's
decision to hire a trained architect to give the
locations the game the same solidify and
spacial grandeur that marked Bungie's Oni.
That's consistent with a wider policy of
Westka, to hire specialists from outside the
Industry wherever it's useful to do so, a
considered move from a company who
seems determined to evolve the FPS, 1

The lighting in The Y-Project truly impresses, taking full advantage of GeForce 3 technology. The steam on the
floor is particle based, demonstrated to Edge in wireframe, and dissipates as the player walks through it
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Turok: Evolution

The Turok series has lost some of its lustre in recent years, but Iguana looks to be on
top form with the next instalment which includes flying roughback on soaring dinosaurs

he title says everything. The original
Turok stunned NB4 owners when it
L | was first released back in 1897, but
although playing well for the
of the game, suffered from some
e ¢ £ And the less said
about Turok 3 the better. it's been more of a
degeneration than an evolution, But Texas-
based developer lguana Entertainment is
keen to win new fans, taking the hero back in
me,

1 lum, taking the game's design
vinning prnciples.

e David Dienstbier, the
games BCtor, unvesied an early
build of the to Edge. The code isn't
optimised, the lighting isn't in and there’s no
bumgp or specular mapping to speak of, but
with at least seven months work to go the
S o e game is exhibiting some fine qualities. It's
certainly encouraging 1o find a development
studio (and its

Shot DDDY9. tga

publisher, Acclaim) willing 10
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Weapons include both primitive and futuristic elements. It's also possible to ‘build’
certain items as you go through the story. A simpie handgun, for instance, can be
upgraded to incorporate a sniper scope. Fans of the series will be pleased to hear that
there are many gizmos and gadgets to rival the cerabral bore of the second title

wil 119 1206
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at: P82, Xbow, |
Publisher: Accls
Iguana Entertainm
Origin; |
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Though some detail and texture is absent at the
moment the manner in which the jungile foliage
reacts to your movements s particularly striking

showcase a game which has an impressive
physique but, at present, little graphical finer
First impressions certainly hint at an
armazing sense of scale. The jungle
environments have been built to

communicate a sense of claustrophobia, wi
densely packed flora mowing to the
mavements of both the hero and enemies
Individual branches twitch and sway to alert
you to wildlife - whather they be friend or fo
Creatures currently populating the Turok

waorld include velociraptors and brachiosaur
The latter, in particular, are huge in scope,
and can

to fall on

ven be felled by a rocket launcher
oNComing assailants.

However, most modemn FPS games car
only be separated by one crucial element: i
quality of the Al, Enemy group dynamics are
promised with behaviour based on the alphy
male leaders influencing events. Take down
the most powerful opponent and the othears
will react depen on their chances of

survival, A siew of gadgets will aiso make it
the final cut including remote devices and

poison darts
There will also be urban setfings to
punctuate the jungle tension and the heady
mixture of technology and primitive weapor
will return. The most impressive addition to
, is a flying compone
er taking to the skies
the back of ; finosaur. Both air-to
ground and air-t0-air targets can be aftac
with a vanety of weapons and the game
engine handles the change from firstperson
perspective to flight with ease. Aithough
these four flying segments are tnggered at
key points, the freedom to roam the
emarnnmen

it

the prequel, ho
which sees the

i

€

xtends to discovering

nd hicden secrets. \

it likely to rev

the FPS, it is certainly showing a return
to form for Iguana



Speectoal Arena

Format: PC, Xbox, PS2, GC (TBG)
Publisher: TBA
The Bitmap Brothers

A retrogaming favourite, and a true classic of the Amiga’s glory years, Speedball 2: Brutal
Deluxe remains the ultimate future sports sim. Can Arena supersede its lauded peer?

— | ore an exarcise in reaffiming IP than
Nl | a true sequel per se, and produced
___ | onalimited budget, Speedball 2100

(E90, 4/10) was a disappointment. Whiie

reportedly well-received by PlayStation

fedge of the

s invariably eschewed or

ans of its classic Amiga-

based predecessor — Edge, piqued by a

pang of nostalgia, included. It's heartening,

then, that veteran codeshop The Bitmap

Brothers is attempting to redress the balance

with Speecball Arena, a comprehensive

owners with no prior knos
franchise, it
condemned by

update and overhaul of Speedball 2: Brutal
Deluxe, its most celebrated work to date,
Provisionally pencilled in for 8 December
release on PC, with consol ions to
follow, Spesdball Are
playable st
first look' recently and they were shocked at

1a already exists ina

. "Wehada TV crew in fora

exactly how much we had running,” reveals

lzad designer, Ed Bartlett. “The s
are not mock-

3, and | can also assure you
you
ty from

a massive leap in gus
what you are seeing now. Ther
has not really been touched
play with two humans on a single machine
using the tra

ork code

1 Can

itional top-down view, and
already it has moments of briliance.”
Bartlett promises a vastly improved

‘career’ mode for singlepiayer games, @ new
class system to reinforce the role:

plu abilities for each, s

o

Sp

intreduction of the increasingly ubiquitous Z-
jock targeting system. Additionally, its control
system will allow for a vanety of
sensitive d will be tallored for each
format - playing on a PC with keyboard and
mouse is, apparently, a revelation. Principally,
though, gamers will find Arena’s muitiplayer
aspect of greatest interest, and specifically its
online matches where each team member
can be control

y an individual player.

Hardware advances allow the clean, crisp aesthetic
that typified Deluxe to be reintroduced in 3D for Arena

Ed Bartlett is aspiring to imbue Speedball Arena with
an ‘easy to pick up, hard to master’ control system

While the scope of this element in terms
of leagues, transfer lists and the like is yet o
be confirmed - it rather depends on the
ambition of Arena’s eventual publisher, with
the Bitmaps in negotiations at present — this

new feature marks a genuine progression for
the series. “This was one of the first things |
researched when | started putting the concept
for Speedball Arena together, | looked at
reasons why many real-life sports wouldn't
work online, particularly in a ‘hurman only’
scenario,” says Bartlett. Speadball, with its
anarchic, free-flowing melange of brutality and
virtuosity, is tailor-made for networked team
play. With a playable engine in place, the
Arena team has plenty of time to tweak and
palish such features. The prognosis, then, Is
good. Expect a more detailed appraisal

once network code is in place

The decision to produce a playable version of Speedball Arena so far prior to its release may prove to be a
masterstroke by the Bitmaps. They have a year, effectively, to playtest it to perfection - a genuine luxury

It than many would im:
t, for example, playe

ry-defined player abilities and ‘sin bins' for those

who transgress the, admittedly few, rul




Battle Hoshin 4& i

Koei continues to refine its battlefield action subgenre and, with the younger GameCube player
in mind, the emphasis is on mind-altering combo effects rather than mind-bending strategy...

—| istorical warfare has been very profitable for Koei with Kessen
[:{ and the Dynasty Warriors titles reaping in the cash. But when

the company decided to create a P32 ssquel to the rather
austers and serious PSone battle sim Hoshinengi, the developer
decided to put the emphasis on action rather than history.

Now a GameCube conversion of Hoshinengi 2 is on the way with a
new title, Battie Hoshin, younger super-deformed characters and the
fighting-centred gameplay very much intact. As with Dynasty Warriors
the game takes place in a series of battles. The player has four
characters in his team, and direct control aver one of them. The aim is
to slice and dice through eight arenas filled with enemies of varying
strengths. Throughout the slaying it's possible to pick up magic shells
from defeated foes, shops or hidden locations
{thera will also be a link-up 1o the GBA
version, Magical Hoshin, where more shells
can be found and transferrad]. These tems
can then be used to power up your attacks.

Battles end with a boss encounter and it's

Building combos Is an important part of the
combat, ising the action-ori d
nature of the gameplay. Each of the open

Mgy

Battle Hoshin takes the crowded battles fields of
Dynasty Warriors, but the character design has
been softened for a more kawai feel

possible to perform huge 30-move combos,
accompanied by spectacular lightshows, This
is easily the best looking of Koei's recent
output, and if it plays as well, the company
will have found ancther profitable

offshoot to its own private mini-genre.

battlefield levels ends with a boss. The dragon
on the left would suggest these are massive

Riding Spirtts

Most would be happy with a PS2 bike racer that just performs better than MotoGP.
But Spike has greater ambitions - nothing less than Gran Turismo with motorcycles

Dunlop. Baonus items are :

well as control the wheels. The shoulder
buttons move him left or right, while up and
down on the analogue stick lean him forward
or back. This adds the element of balance, of
course (although four-wheel wimps can
switch this element off). Elsewhers, the
screens reveal the detailed bike models as
well as soms luscious scenery taking in eight
countries (Japan, England, USA, Italy, etc).
Edge always thought it would be Polyphony
that did the GT on bikes thing. Then

again, it has GT4 to be getting on with.
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1 fter years of arcade-style motorbike games failing resolutely
{and at times seemingly on purpose) to recreate anything near
the feeling of travelling at 170mph on two wheels, someone is
at last taking the genre seriously. And the ingredients for an authentic
experience are certainly there. Riding Spirits contains no less than 200
up-to-date models from four constructors — Yamaha, Honda, Suzuki
and Kawasaki. On top of that you can access 70 types of clothing, 60
helmets and even branded tyres from Michelin, Bridgestone and
50 said to be hidden away in the game — so
no one can accuse Spike of scrimping on the raw materials.

The handiing perfectly accompanies this in-depth styiing. As in the
Saturn version of Super Hang-On, you must shift the rider’s weight as

POSITION 3

Rider and bike are animated as separate entities
and have to be controlled as such, at last bringing
the essential element of balance to biking sims.
Lat's hope the systam works well in practise

{
i
A

112 i 2

The reverse view (top) and the flashy replay mod
(above) are both reminiscent of Gran Turismo. It i
clear which game Spike has squarely in its sights



\-Rally 3

Format: Gama Boy Advance
Fublisher: Inf

: Undisclosed
Origin: France

Relesse: June

Infogrames has surprised even itself with a potentially breathtaking new direction for its rally
franchise. Could this be the standard-setter for the GBA driver? Early signs are promising

GBA V-Rally 3 promises to be a no compromises
affair. Although screen resolution s way down on
a PSone title, the scenic detail is impressively
dense. Judging by the road textures, it looks like
surface condition will play a part in the action

nnounced just a week before Edge went to press, this
\ | delicious looking GBA version of the PS2 title (see p46) is
(Mella® currently attracting reams of hyperbole from Infogrames staff.
Developed by an independent Dijon-based team (sensibly the publisher
s not letting on who, but apparently they were involved with the GBC
version of Le Mans), it claims to be the first full 3D game on GBA. The
title includes Carrier, Time Trial and V-Rally Cross modes with the latter
two linked. You can also expect ten licensed cars (the Ford Focus is
shown in these screens), 42 tracks and a series of twoplayer options.
Edge has only seen the admittedly very imprassive still shots so far,
but Infogrames claims the framerate is smooth and the feeling of
immersion excellent — especially in the cockpit view. In fact, one insider
told Edge that it was playing and even looking
better than the original PlayStation V-Rally title
- screen resolution differences aside, of
course. With Mario Kart still completsly
dominating the driving scene on GBA, fans of
the genre will welcome news of a more sim-
minded rival. And it's great to hear the 32bit
PSone, rather than the 18bit SNES, being
used as reference material for a GBA title.

Whether or not the title will warrant this ' #

- G i Ten vehicle models have been promised although
generational leap in comparisons is o these shots only reveal the Ford Focus. Hopefully
another matter, of course. the other nine will be this faithfully reproduced

Broken Sword

Format: Game Boy Advance
Pubssher: Bam! Entertainment

Never underestimate the seductive power of the mystery of the Knights Templar, as
Revolution’s superb adventure re-emerges for another stab at the console audience

ears that the point-and-click control mechanism would not

I_— translate well to the diddy buttons of the GBA have been
= assuaged. The preview code Edge witnessed of Revolution's

most beloved game contains an interface which is both practical and
elegant. Rather than blister fingers by moving a cumbersome armow
around the display with the D-pad, the player has direct control over the
protagonist, as in Pocket Studios' excellent GBC version of Alone in the
Dark. Claverly, the right shoulder button displays all the "hot-spots’ on
screen drastically cutting down on mindless wandering and having to
press the action button next to every notable object.

Vigually the game is superb with locations looking every bit as
colourful and detailed as the preceding PlayStation version. Indeed,
apart from the loss of speech the game is as
close to an accurate conversion as one could
dare hope for. Of course, this presents
Revolution with something of a double-edged
sword as fans of the 1996 version might feel

The locations and characters from the 1996 PC

original are all included and despite the time lapse
the puzzles remain just as ingenious. Objects can
be used in several locations and even combined
to overcome the more convoluted obstacles

s AL

The hero’s quest to unravel the mystery of the
Knights Templar will take him to locations as
diverse as Paris, Spain, Scotland and Syria

DG E

little inclination to work their way through the
title once more in miniature form. However,
those who have not experienced the delights
of Broken Sword before can look forward to a
ripping yam full of intelligent puzzles and
snappy dialogue. Perfect for those
languorous train journeys.
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of the thriving Guildford development scene

Inside...

Lost Toys

After getting off to a slow start, another member

hopes to revive the Bullfrog spirit

Photography: Martin Thompson

thefirst time Edge Has visited aGuidiord-
based developer. Criterion, Lionhead, Mucky
Foot and, most recently, Big Blue Box, have all
graced these pages on previous occasions.
Such an abundance of development riches is
largely down to the diaspora of coding talent
that took place in the years following the
acquisition of the hugely influential Bullfrog by
corporate behemoth EA. But while Peter
Malyneux’s Lionhead might be the finance-
page-fiendly public face of the Guildford
development scene, the likes of Lost Toys are
more representative of its subversive spirit.
Founded by three ex-Bullfrog employees
Lost Toys was established out of a desire to
return to the small-team creative informality that
were crucial to the success of the British
codeshop. Though it got off to a slightly shaky
start when its debut title, MoHo, was less
successful than expected, the company is
hoping for more success in reviving the spirit of
Bullfrog with its follow-up, Battle Engine Aguila.
Between them the company's three directors,
Glenn Corpes, Jeremy Longley and Darran
Thomas, boast nearly 18 years of experience at
Bulifrog, having worked on titles as varied as
Theme Park World, Hi-Octane, PowerMonger,
Syndicate Wars, Magic Carpet and Dungeon
Keeper. Corpes can even claim to have had
code in every Bullfrog release until his departure
— “which might be a bit tenuous in places, like a
wobbly sprite; and stuff ke that, but | also did
the engine for Dungeon Keeper, and
PowerMonger, and Magic Carpet,” he explains.
Like other ex-Bullfrog employees who went
on to start their own companies, the Lost Toys
founders becarne disillusioned after the
compary was taken over by EA — they soon
learnad that their wealth of experience counted
for naught with their new owner. Indeed while
the acquisition of Bullfrog by the US publisher
made sound business sense, little effort was
made to maintain the working culture that had
been a major reason for its success. "They
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Four’s Company

Messrs Corpes, Longley and Thomas aren't the
only people to have left Bullfrog for Lost Toys
Game Designer Alex Trowers also worked at the
company, which he joined in 1990, contributing to
the likes of PowerMonger and Syndicafe before
returning to the small team fold at Lost Toys.

Why did you join Lost Toys?

The reason everyone was leaving EA was because
it was EA, and not Bullfrog. It all became a bit
corporate. Lost Toys is harking back to the good
oid days where there's a bunch of guys |ust making
games for the sake of making games, not to
appease shareholders,

What does your role as designer entail?

It basically means that | try to take the stuff that the
programmers do and the stuff that the artists do
and turn it Into a game. There's a lot of feedback
between all three groups, but at the end of the day,
it's largely me who decides whather it's fun, and if
it's not, then how to make it fun, I'm also
responsible for designing the actual levels. There's
a lot more technical stuff than there used to be.

What did you learm from MoHo?

As a startup company, we needed something on
the shelf as soon as possible. When | joined the
company there was a ball and a rubbery
landscape, and the game consisted of
manipulating the landscape, but we found that it
was too hard for people to get their heads round

of the things about working for Lost Toys is that it's
one big office, where everyone can share ideas.
The other key thing is that there's no lag in
development. Five or six new features can go into
the game in a day, be tested, and either be left in or
taken out.

What is the most enjoyable thing about working
for Lost Toys?

It's so relaxed. It's just like going back to the old
days. When | started at Bullfrog, thera wera aight of
us above a Hi-Fi shop. And | shamelessly admit
that I'm harking back to that. Once you get down
to it, gameplay is what's important, and it can be
done by a handful of people.

the concept, so we started again from scratch. One

Screenshots suggest that the small team approach Is still
capable of some significant technical achievemants

< 040

brought a lot of producers straight in, who
didn’t really understand the company,” reveals
Darman Thomas. “That's why a lot of pecple
left, because the working culture changed
quite drastically. | did get the impression that
they started to expect people to leave due to
*natural turnover’.” Which, as Corpes declares,
was in itself a reason to leave. “They didn't
seem to care that they were losing people. It
seemed like thesr philosophy was to get the
right project schedulers and four layers of
producers. Which might work, but it's difficult
not to feel that you could do things more
efficiently on your own."

Things came to a head when
Indestructibles, a superhero title that the trio
had been working on together, got canned
about a year into development. Though
destined never to see the light of day now, it
does sound intriguing. But their new bosses
weren't easily convinced. "We just continually

support — essential for any fledgling company.
“We spent seven or eight months developing
Battle Engine Aguila, and it was the best part
of a year before we got it signed,” remarks
Longley, "and that's a lot of money. That's a big
nisk that we took to get that game signed. It's
probably the biggest challenge of settingup a
small company.” No doubt having Edgar on
board also caimed the turbulent waters of
startupdom, as he could offer all sorts of
advice about tasks such as paying the bills,
talking to solicitors, and taking care of tax and
accounting, It's dificult not to imagine, though,
that Guildford and its development eguivalent
of 'Stella Street’ was also important —
particularly when Thomas admits to bouncing
design ideas off Mucky Foots Fin McGechie
down the pub,

But setting up Lost Toys wasn't all plain
salling. There were lessons to be learned, for
example, from the relatively muted response to

“Somebody asked, ‘Is Bullfrog f*cked now
that Peter’s left?’ And that really pissed
me off, because | know how much
involvement he had on certain titles”

went through phases of trying 1o get it to go
into full production,” complains Compes. "We'd
go through one phase and then discover that
there would be another one, involving some
Canadian or Amencan coming over. And it was
only when we finished going through all these
phases that we leamed the whole company
was being run by people who'd never had
anything to do with the project who'd say they
loved the engine, but then nick all our staff and
leave us treading water."

Free spirits
With former colleagues gallivanting round
Guildford like free spirits, the shackles of
internal development must have been difficutt
to accept. “Looking back, | was inspired by the
likes of Mucky Foat, because they'd be down
the pub, and they'd be running their own
company and doing their own thing,” he
continues. "It became quite embarrassing to
still be working for the Borg. There was this
perception that these companies were going
back to the way that Bullfrog used to work.”
This desire to develop the type of
commercially successiul but creatively onginal
tiles with which Bullfrog had made its name
was centrai to the origin of Lost Toys. “There
are many different ways of writing games, and
not necessarily one right or wrong way,”
argues Jeremy Longley, “but we felt that small
teams still have something to offer the industry,
and that we could still work in that creative way
that Bullirog used to." Having discussed the
matter among the three of them, the final piece
of the puzzle came with the decision of Bulfrog
co-founder, Les Edgar, to offer financial

EDGE 4

its first titie, MoHo (EB7, 6/10). In many ways
it's a title that was hamstrung by the instinctive
conservatism that bedevils the current
publishing community. Having started life as
just a graphics engine and a control interface,
bearing remarkable similanties to Super
Monkey Ball, it transformed during the
development process so it could be soid to
men in sults looking for a product to fit
predefined business strategies. Sadly, but
predictably, such an esoteric concept was a
difficult one to sell to a sector of the industry
not best known for its creative imagination.
"Some things went well and others didn't
go so well," explains Longley. “We got the
game out on time, but it was too difficult for the
average person to understand what it was that
we were trying to do. That was probably the
biggest problem with it. The lesson we learned
is that you have to be absoclutely clear about
what you're doing before you start. We had
some good ideas, but we hadn't fully thought
them through. With Battie Engine Aguila we've
spent a lot of our time and money putting
together exactly what we want to do - the art
style, the target audience — so that when we
went to a publisher they could understand the
vision from day one. They couldn’t persuade
us to change the setting or anything like that.”
“One of the criticisms of MoHo was that
the characters and concept were just too
weird," agrees Thomas, “People couldn't relate
to a wibbly wobbly world with robots running
around on it." Corpes, though, offers an
different interpretation. “| think the game is
really good, but | don't think we'd earmed the
right to release a game like that. It's probably




FAQ

Company name: L.ost T
Founded: 1999

HQ: Guildford, St irrey
Number of employees: 17
Softography: MoHo (PC/PS)

Projects in development: Battle Engine ™
Alex Trowers
game designer

Jeremy Longley
director, project leader
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Lost Toys is adamant that Aquila's fundameantal gameplay
will be arcade oriented, though Instinctive gunplay will be
complemented by the demands of battiefield strategy

€ 042

still a title that has piqued Edge's interest. With
Halo having set new standards and several
other examples of the genre on the way, any
new entrant needs a unique seling pont

Aquiia’s is that it pitches the player in the
middle of an epic confict. “You play a
character who has been eni to pllot a
prototype ship,” explains Lon “It's bean
built as the tool that's going to win the war - it's
their only hope. The game itself takes place
over a senes of battiafie ' thousands of
units on each side - planes, tanks, infantry,
artilery, bombers, battieships - and you'na in
the middie of it with the biggest gun. You're not
indestructible, but you are tougher than
everyone alse. Your job is to help your side to
achieve victory, by fighting alongside them, and
protecting them. You could decide 1o take out
some artillery emplacements to faciitate vour
troops's advance, or take out some bombers
that are harassing them. You can't take out the
entire opposing army on your own, and you're
not a general, you're just a really powerful war
machine who can alter the course of battle.”
The game is set to ship for Xbox and PS2, with
a PC version as yet unannounced.

1as, wit

Old school
Getting the interplay between responsive,
instinctive, blasting, and managing the tactical
fiow of confiict will be crucial to the game's
success, but the team is confident that their
oid-schoot coding mentality will ensure the
correct balance — as well as ensuring that the
title pushes the current crop of hardware to its
technical imits. "If you've got a small team of
massively motivated talented people, | think t's
more efficient than a production line s 1
because of the emotional ties that are

omed
with the product you're working on,” argues
Thomas. Informal working practice aiso allows
swift implementation and testing of new
features. “We've always felt it's important to
aliow the design to evolve - as long as you're
not going off on a tangent and changing the

Battle Engine Aquila places the player in the middle of an epic confiict. If all
goes according to plan, it will be like playing an FPS in the middie of an ATS

direction of the project. Sc we've got a system
where you can alter behaviours or troop
placements and get feedback straight away.”
"Working with in-house tools, with a
relatively small gevelopment team, is really
important for trying to keep as much stuff
flexible and open. We really believe in doing
stuff that's reusable, but also stuff that's based
on systems,” agrees Longley. "We build
systerns and then we build games on top of
them. It's very chaotic in a mathematic sense
of the word." With much of the code devoted
to governing these systems, it's relatively easy
to port the engine across both PS2 and Xbox,
where |t can then be tailored specifically. “There
are already places where the PS2 version is
] better than the GeForce 3 version, and
there will obvicusly be places where the
GeForce 3 is better," explains Corpes. “it's
gs and roundabouts — where the PS2 can
rate the Xbox. the Xbox gets some of
that back because of the multitesture ability,
because it can do four passes.”

work
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Whatever the host hardware, it's important
that Lost Toys delivers on the promise of
Aquila. It's a title that has the potential to
ate the Bullirog formula of diverting and
ative gameplay generated by an
innovative and intuitive control interface. And in

the current climate, in which next-generation
promises have fizzled into conservative, risk-
avarse realities, it's important that the sort of
wilful creativity exhibited by small teams

of dedicated developers is vindicated.



What Atari did next

The Atari buck has stopped at Infogrames,
but what plans has the French giant devised
for this aged intellectual property?

And should we still care?






right reasons? Do today's fashion

cognoscenti parade about in Atari T-shirts

because Atari made cutting edge games,

or because it's a kitsch piece of nostalgia,

like carrying a Gola sports bag or
downloading the ‘A-Team’ theme tune as
your mabile ring tone?

This is the very question Infogrames
ponderad when, in 2001, it bought out
Hasbro Interactive and found itself with
100 per cent ownership of the Atan

name. The company immediately

V-Rally 3

Developer: Eden Studios Release: June

organised a survey asking different age
groups on America’s West Coast and in
Britain and France what Atari meant to
them. What it discoverad was that among
those in their mid-20s to 30s there was a
dreamy nostalgla enveloping the name,
while with younger gamers - .8, the ones
that now buy all the games - there was
brand awareness, but no brand affinity
“The target audience today has no
real deep passion for the Atar brand, not

like the 30 plusses. Thersfore the brand

values of the early days have no real
meaning to the gamers of today,”
confirms Infogrames’ vice-president of
marketing, Larry Sparks. “So this gives
us the ideal opportunity — and this
doesn’t happen very often in life - to
completely re-invent the brand values of
an existing brand, a very nostalgic brand
That's the huge challenge - re-inventing
those brand values for today's gamers
who really don't have any association
with the '70s.”

The rally markat wil ba crowded on PS2 with Coin MoRas, WHC and VeRaly 3 all vwing for
attention, i this cantest, It would be tempting to write the Infogrames antry off &s an
undardiog, considering the lack of a licence. But Eden has plenty of expanance, and has
nad a 'ong time to wark on this game: the team was one of the firs in Europe 10 mcave
PE2 dev tools and has used the axtra period 10 bulld its own physics and 30 engnes

But. claims Eden CED end game cesigner Stéphane Baudet. |-Raly 3 =n'} st
aboul upping the technols

stakes The @m S 1o orovide 8 new g experence adn
this raspact he saes the lack of

cance as a pius raiher than a minus. 1t is good for Sooy 1o

have the offcial car veres and orver names, bt e ioence aiso Imposes on hem 100
- the kind of licence restrictions {hat have led the Formula One game into
a dead and, whens BIMost NO ONgINE I0Ses Can Deimpiemented.” Hee, game modes

rcluds the usual Time Attack and Chalisngs, but Bath SUpROrT U 16 four players, tsalso
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possibi 10 craale your own custonised chalenpes by mioang diffarant tracke, and Baudet
clarms tham's one furthar onginal game mode. 1 think gamers are tred of playing the same
games over and over, and the meant sucoess of Diver & 8 lesson to consider”

Afterbon to detsl 5o seems to have beena focus. Cars deform after impacts, and
cetachable parts wil iy or fall off cepending on the face. Spectatons weave flags Dearng the
namas of favounad drivers, who themsenves sppeer n he game with thair co-dim

independantly animated fom car movement. The diveshie sess besido aac
250 been widenad 1o gat rid of 1he urnel feel of V-Rsly and Voisly 2 And thay'va gone for

quality rasher than quaniity in the game stiruchure. “We reduced e numbors of @

vary game

dement to mske sue we could spend time polshing every frack, oy ana spocial aflect

Player's wor't fell their nenas about how mary trr

ey ined to best the Gormany Stage

2 record, bt they wil Lak about when their car isft paint marks on & rock beside the track.”

EDGHE

of the Atari name. He seet
the label as a home for
innovative new concepts.




racing game. A

to Sparks, what Infogrames wants to do

Is try and re-( the original Atar| spirit gnises this, but

ort, the prev

and reputation, but with 21st century remaing unrapentant, “Maybe we could

publishing gi have waited until we

technology and for 21st century gamers.

And this

will mean only applying the

100 per cent g

o

d to highly specific Inf

P 5 2 Nas

desk that candidates wi 3t game & come 1o a the hit
0. He's looking for innovativegameplay, @ weste! flallt would >

Unreal 2

D

eloper: Legend Release. May

b & Ag this aal i, techincios
storying fil Cibdy immersives plans atest Linreal angine and acconding 1o Legend's Mike Verdu, “Key r
BOVIDAMENts. The key gameniay aim s 1 j ey nclude a uncrediold hoost in poly counts for erveonmenis 0

yealism. Naturalistic conversations can ba an ke command iMerdace SOUNts for charactars dug 1o v realislic OUITIOON BEANGT

jat the Mg oEnerEtad Oy 8 New e scale 1emen Syslem; procedurs

ther foroes. You might, for earmgile, b e

uSing & new sleistal animation systam wa

Explonng en alen plaret whes TE SCrOSS TWO 2SS DiRsTrg e orag syt That aliows us 10 malisticaly m
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Stuntman

fle the terdures around on the fiy, This allows

e}

oo

2 Sothe view was: ‘Don't do that — we
need to start somewhere'. What MX
Ridler has done is kick-started the new
awareness programme for the Atari
branding and we're not too worried about

anything else.”

The A-list

Perhaps he's right. Gamers will soon
forget a so-so racer, but the re-
emergence of a familiar brand will already

have burned into the collective

resolution 1

P of several sLb-objacivas.

director Martin Edmondson progress b

pectad dus t P32 in Cvercomin

s miaxing good ther as

s 10 ave it high

A numiber of barrsls have been “hidden' and you have a time imit ©

reason 1his is & challenge s dowr

giant loop the loop, another & miciva,

advanced vehicle dynamics engne for authentc tumbles. JG Baliard will ion

consciousness. And later this

Infogrames will do what previous Atar

owner Hasbro consistently failed to do:

attach some excit ality games

g, high

to the franchise. At the top of the A-list

aps are the three Unreal

perl

of which are currently in the early stages

=4

elopment, but already looking

conspicucusly gorgeous. Unreal 2 is

i-pased

being delivered by North Virgin

outfit Leger

- pri ly respansible for

Wheel of Time and the Unreal Mission

tures despie the restively small amount of VRAM.” He also mvealed one of

chalenoss which can be uniccked dunng the game, It tekes place inthe arera

themal, The

3 the positioning of the bamels —onels st the b

setwean a hugs Jump, anotier In the midc

maching's burming hoap, and so on." Watch out also for the crazed, Dnver-siyve handing and an

Pack. Meanwhile, the Xbox exclusive
Unreal Championship and PC sequel
Unreal Tournament 2 are both coming
from Canada's Digital Extremmes — a long-
time Epic collabaorator.

Several other titles have been
earmarked as worthy of the Atari brand
and are set for release later this year (see
boxout), Sa far, the salection seerps to
conform to Infogrames' stern 'Atari

1als cutting edge’ remit. Each of the

Unreal titles, for example, Is using the

AT
‘.“‘J“,”;j.ll
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latest build of the legendary Unreal
engine, and the PC-bound titles, Unreal 2
and Unreal Tournament 2, will both be
exploiting the most advanced features of
the very latest graphics hardware. (The
griginal Unreal was of course a technical
marvel, the first PC title to truly utilise the
atmospheric possibllities of coloured and
real-time lighting.) Plus, throughout the
development process, Epic —no doubt
guarding its Unreal babies like an over-

protective lioness - is making continual

TransWorld Snowboarding

Developer: Housemarque Felease: September

Wetersn Scandinay

e has aleady cut

=il amesting PC sim fing. Now,

gameplay up to the same high
baaters an the des

10 1o Zkrn wides and

downhill *Thers are no arfiicial boyndaries,”

Tikkanen, creative direc

fence blocking

YO way, yo

hidden kicker. Think about being

carding teeth with the

for a reakshc. open-enced

firn Miika Tames, lzad designer, and Harmi
w5t noe whens you want to down the slope. Fthere s &
find &

W snon-cut of & massne

a jumpthat's over 100 metres down, Ending

code

drops, firing off new routines and

effects for inclusion in the games.

Unreal effects
Mot that Legend and Digital Extremes are

mere code monkeys. In his onling Unreal

Engine diary earlier this year, Mark Rein
singled out Steve Sinclair of the latter

company for his groundbreaking dynamic

cle system. In Unreal Championship,

if you disturb a cloud of post-explosive

smoke — either by running or firng a

al possinie; nat,

i oW routes

o

& rocky wall, the char

Importantly, Housemanue

Gameplay takes in downtill, racing and fresstyiing firicks ke fips, inverts, spins anc

iy, bt the cultus

“Here and there in the svels you'll ses {ususly very big) fires burming,” explalr

can jump & fire your board wil

projectile through it - the cloud dissipates

realistically. It looks so natural, you almost

don't no t, until you realise how

nightmarishly complex the maths must
be. Geek boys who witnessed the E3
demo were weeping helplessly inta their

freebies. The particle effect has now been

n into the core Unreal engine.

As for providing a 'never-seen-before
moment’, Reflections may just have that
covered. Stuntman invites you to drive

through the open doors of a moving

i T
FEFE 720 04 25 8y
& VP

nd after the

SCrearming in i

landing wav znds i the air with joy”

1o smuiats all areas. of the snowboarding expenance

@S ane

of the sport has also been exploned with too nders and

licensed clothing and equipment included, Finally, there's a rather offbsat power-Up mods,

Tams, "if you

hit, This

ghves you a higher show-off muttiplier for your

<. 50 ifyou e able 1o combine a huge combo with & buming board mutipler s big

scone awalls you,” Obviously, the siavish sdherence 1o raality snds anound about there.
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nd then to watch your crazy

stunts on a movie trailer cut together with

footage of your own driving. Tel

meanwhile, just promises to be as cool as any ambiti
the film. And if it achieves that, it need merchandising
proffer nothing more. all becomes clear.

shirts anywhere. If you go on the Net

New brand values

Together with the two extreme sports

gims - TransWorld Surf and TransWorld

Snowboarding — the catalogue has a kind

UnreaJ Championship

per: Digital Extremes Release: September

The ke ¢ sois’ b, In & brave bid to except

02 18 1he 'designed fo

the restnchio e Joypad (rather thar zending it really /& 85 minutely

it

= designens have taken a ot of the

loaking up anc 2. Level diesign Is based around a lot

of flat planes, and v NS you can usually ses above

< 050

of adolescent chic feel. If that's not an
oxymoran. There's no Jak and Daxter

no nads to Mivamota. Why? When
Edge asks Larry Sparks if Infogrames
ns to take up the

angle of the Atari brand,

there are so many non-official Atari sites
and fanzines and merchandising outlets -
and we don't want to stop what's

happening, because it's still great

promotion for the brand anc

're cr

“You can get Atari T-

and below you without having 1o make: head-movements, On top of this yoo get
gree (uen bution, and then auto-am and auto-fire to address
yivad anslogue and the fast-paced, bullet-nddied desires of
shod and dangemus.
Infact. the designars decidad o go the whola hog on the fast, stupid and

gamers. Ths 5 FPS on letamine;

dangeroas front and tum i into 2 team sport. In UC each of the gama modes
reqilires you o form a squad and batte it out agsinst an opoosing force. Each
player or bot s given a role within the team depending on therr strengths. Siow,

heavily ammounsd thugs get delfence, the guys with pace get offence and the

skillect playmakers get the mictield (or ‘roaming’ role as 'S known herg),
with the Linmeal universe, you can recrut team memibers fro

warids,

offierng 7-8 salectable chamcters. Thisisa ¢

speces, each reflecting the ursgue themes of thes

for us, while

But we

g new brand va
take the Atari brand outside the
gaming environment. There's a lot
happening, and lot of it is confidential and
that will be unveiled in due course.
There's a more high-profile, more
aggressive campaign that's going to be
kicked off at the end of the first quarter of
this year, and there will also be a lot of
guerrilla activity associated with that on a

world-wide basis. In the long run Atari

aplEy

n mark bangs

player garm aly going 16 wark

*Linreal Champis

o wil be pst as compaling a game whether you'm

reckons Mark Rein, vi rt of Epic Games. "Digit;

Extrermes and Epic proved with Lvsal claliver addictve
ailly played onling,

1 arind 2.5 million copies but only &

better than before
Xbox. it wil'be &

o oL



isn't just about videogames, It's about a

complete lifestyle environment.”

Offbeat ideas

Jesus, what are we talking about here?
Sponsoring a few music festivals, or a
full-scale infiltration of teenage culture

with Atari-branded wares? Sparks is not

letting on, so Edge changes the subject.

With a commitment to innovative
products, is there a chance Infogrames

might turn its Atan label into the

Unreal Toumament 2

Developer: Digital Extrames Relgass: Autumn

The Ousake fi-beating muttipiayer-cantric FPS wil

sharacter models, 30 indoor and outdoor environments, new

modes, Edge sz,

phwsical complexity are awe-inspring, What stirkes first is the visual dversity. Cne minuts

youl're charging through & murky buriker, it only by crange shafis,

you. To add to the emviror
Ewysics - on thie snow leve

fun through a pool of v

$or anyone following. The team is also hoping 1o add realtime death animabons, so when

Sharacters are klled, their bodies meact redlis

waloway's,

103 obiects on the way down. Lovely

As fior the Impontant bil — the waspons — 2 few favouriie

urn ater this year, with 50 new
eapons, and new game

& 8 veEry early pre-aibha demo, but dready the graphical ichness and

e NEXT YL

vie ripples which provide a clos

videogame equivalent of Fox Searchlight
- an outlet for challenging, offbeat ideas?
“Quite possibly, yes," is the raply,
deliverad in a strongly affirmative tone.
“And this could either be through our own
Atari labs or through encouraging new
davelopers to come up with untried,
category-defining concepts of gaming — it
all helps instil the brand values we're
aiming for. And content’s king at the end
of the day — so if any developer feels they

have a groundbreaking new concept

ur recent presence

or faling from

1t rifle, flak

grenade launcher, stc) have been updated. Maost intriguis

like: to hunt-down and slaughtsr newbies, Each player will now have a point value att

then, hey, we're open to discuss it with
them. Definitely.”

Edge is still worried, and still cynical
Eight years of listening to gaming PR
does that to you. And what the hell are
the Atari labs? Sparks conspicuously
refereed to them throughout our
interview. “No comment,” he insists
smugly. “Is it ten people or 100 people? Is
t in the US or the UK? Are they
developers or...", “No comment,” he

repeats. “So it's like Area 51, then? The #

the fink-gun which allows up

o four piayers to get together and combine their laser biasts to create one enomously

powerful death ray. However, only ane player will have control of aiming and fiing,

the resl vuinerabie o counter allack. Also Interesting IS the abilty to combine sac
it it waapon's primarny and sacondary functions. For example, you can shoot a ball of energy,
g about then switch 1o the laser pulse and bitw the onginal Bal up — ngiht next 1o an enemy.

As with Charmpiorship, team play s emphiasised over every-man-lor-himsall stuff, bat
her theré's a stronger tactical slement with more snpng. As for onine play, Digital

Extrames is determined to protect insxpearanced players from thick-neadad veterans who

ad

achisved, Bumping of newbiss will gan you so

wiorth . Also new 55 the ability to use land- and air-based vehiclkes at

f coursa) to gat around the lamar aenas Cﬂ"l'l.":gi' nas never been S0 inferesting.




> area 51 of videogaming,” Edge offers
haughtily. Sparks laughs, “Yes think of it

like that, Area 51,

Half the answers

On the tube from the Infogrames offices
n Hammersmith back to Paddington,
Edge considers the prospect of
Infogrames becoming the Sega of the
western world, nurturing cool new ideas -
putting its Atari brand to good, rather

than exploitative use. Away from the

Terminator: Dawn Of Fate

Developer: Paradigm Entertainment Relsase: Q4d

D0NS

ameunt of new Skynet equiprment ir

licensors 10 answer lings:

Iock like?" It's fairy

The shots on this pag

< 052

e first Armie IS sent back in time
avaiiaiie 1 the player —all ol
perheps be mest intsrested by huge

na first to be taken from the Xoox version PS2 shown 1 E106) and are pending Microsoft aporoval.

confident marketing speak of Sparks and
his commitment to ‘establishing brand
values', it all seems... extraordinary. At
east those who were less than impressed
with MX Rider and Splashdown can feel
secure in the knowledge that the next
even Atari titles should be far above
average — some may even be
astonishing. And Sparks is not naive
about what he feels Infogrames has set
out to achieve. "You can't tell gamers

today what's good and what's not good

or what's cool and what's not cool, they
have to make their own conclusions. It
takes years to establish a brand, we've
only had this baby for ning months =
pecple shouldn't expect revolutionary
things, this is more of an evolution. It'll
take a number of years, but we're
committed to it, and we'll do it.” But what
exactly is Infogrames commitied tp? Not
for the first time in its existence, Edge

feels —in fact, even hopes — that it

has only half the answers,

T
&
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TransWorld Surf

Developer: Angel Studios Relsase: March

Thes impressve-looking sim is rot the first surfing game, but it should hopefully comvey

#he essence of the sport)

weandenal pastime better than past atternpls — i did need

work wian Edge played 1 e end of st year, however, 1 things am
Wl 10 have Improved sinca. Taking in Pro Surt (carser), Single Session and Free Sud
mooes. Transiona aims to offer an ca. The broad

=0e of Moves N
0 your heart’s conter
prockuction sssstant o Angsl T

previnus surfing titles. and the multipleyer modes rmeall,
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5-Clubbers, but with two men; Nolan Bushnall
and Ted Dabney, and a startup tech company
tentatively titled Syzyay. Call the name a hangover
from the '60s — a syzygy Is an astrological

configuration, occurring when the sun, moon, and
Earth lie on a straight line - but it was never to be.

‘ r| il I. il j -~ ] ; With that name already registered in California by

| i Jlrjrl’{fllll,;fjl';ﬁ 4:"“” il ] a hippie candle company, Bushnell was forced to
'?MJ |III'III ‘."11 ! look elsewhere, to the Japanese board game Go,
IJ il and the word whose nearest English equivalent Is

hen Paul Cattermole, one of the three
male preteen catch-alls in snap-crackie

pop-band S-Club 7, wore a lime green
Atari t-shirt for a performance af an open-air
Radio 1 concert in Bristol, he couldn’t have
envisaged the implications. Perhaps he was
showing his loyalty to the long-dead ST, or maybe
just foliowing regimental retra-chic clothing
advice. Either way, the fans hadn't a clue,
Afterwards, one asked whether Paul really liked
speed-techno fiends Alari Teenage Riot - the only
Atari association made by today'’s musical youth.
*| don’t really know,” the bemused eye-candy
cautiously responded. “But | did play the
computar game (n 1987."

Nineteen-gelghty-seven, Fifteen years ago, just
after the launch of the ST, Atari was somebody,
Mow, some might accuse it of being a Trojan
horse; a convenient brand name acquired by a
big French publisher for the benefit of breaking
the American markel. Fifteen years ago, it fought
squarely with Commodore for domination of @
Europe nonplussed by Japanese consoles. Now,
anecdotal evidence would see it as less widely
recognised than an anarchic hardcore industrialist
metal band from Germany. Still, 15 years ago,
meost S-Ciub fans weren't even born. A proportion
of Infogrames' targel audience won't have a clue
what the three stripes mean. Time for a recap.

It starts in 1972, not with the Atari name, and
not with the iconic *Fuji’ logo which, biazed in
white on Cattermole's chest, confused 70,000

EDQ@E 10

‘check’ in chess: Atarl,

Bushnell was the driving force. Disillusioned
by the lack of success for Computer Space, his
arcade version of Steve Russal's Mainframe shoot
"em up Spacewar, he blamed the incompetence
of the manufacturer and distributor, Nutting
Associates. Creating his own company was the
obwvious solution, and, after a few months
sunviving on income garnered from the local
distribution of other people's pinball tables,
Bushneall hired Al Alcorn to work for him. Alcorn's
first project was 10 design a bat and ball gams,
allegedly inspired by 8 Magnavox demonsiration
Bushnall had witnessad some months earber.

“*My kid came home from school one day and
said that Nolan Bushnell's daughter told the
teacher that her father invented Pang,” Alcorn
relates to Steven L. Kent in his history of
videogames, 'Game Over'. “Well, | told him to go
to Nolan's daughter and say, 'If your daddy
invenitad Pong, how come he had to ask my dad
to come fix his machine when it broke down?"™

Pong's popularity was immediately apparent -
especially to other amusement manufacturers,
including Nutting Associates who made its own
version, Space Fong - but the attendant publicity
(and necessary marketing) brought the attention
of Magnavox. It wasn't happy that Atari had,
apparently, pinched the electronic tennis concepl
and made it its own, and begun legal proceedings
against the California-based company. A
guestbook for the Magnavox show in Burlingame

< 057 >
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Pong (1972) Super Breakout (1978)

Console versions of the arcade classic ware inavitably The sequel to the Jobs/Wozniak classic, perhaps Super
more sophisticated, putting varying degrees of spin on the Breakout wasn't as dramatic as its spaceman posters
concepl. On offer here: (clockwise from top left) Pong, implied, but the precursor to Cosmic Smash offered a
Soccer, Hockey, Basketball, Volieyball, and Foozpong. spectacular experience via psychedelic coloured bricks




revealed Bushneil's signature, and, especially
in light of Magnavox's superior resources, Atari
was forced to settle, But what a settlarnent: for
a relatively meagre licence fee of $700,000, it
received the sole licence to manufacture and
distribute Pong domestically. International

id follow, and Atari’s reputation as
an arcade game producer, and Bushnell's as a
canny businessman, was assured.

The next few years would be productive
ones for the burgeoning development house.
'73 brought a spin on the Pang concept,
Rabound, a straight sequel to Pong, Pong
Doubles and Space Race, an outer space
racing game that Bushnell had been working
on since Atari's foundation. In 1974, a
fourplayer version of Pong, Quadrapong could
be seen as confirming Atarl's EA-fike fterative
Intentions, but naysayers who guestioned the
possibilty for variety within the confines of
alactronic enterfainment soon had their doubts
quashed by Quak, the first lightgun game.

Costly error

Two more games th r confirmed Atar’s

tness, but also illustrated its fallibility. The

g
original GT, Gran Trak 10, was the world's first
racing game, providing a top-down view of a
racing car on a oval raceway, The cabinet
came raplete with steering wheel, gear stick
wiably far mos
ing Atan had

and pedals, and was understs
e to produce than &

axper

attempted b

stul game of the year, but, thanks to an

ounting error, sold at a value $100 less

than its production price
But perhaps more telling s the story
behind Tank, created by Steve Bristow, an

warfare, Tank was initially produced under the

banner of an Atari subsidiary, Kes Games
Bushnell had created Kee to cement his
domination on the arcade market - the
thinking was that it would be sasier to catch
the attention of all outlets for games by coming
at them from all angles. But Tank's cheap and
uccass, combined with Gran Trak

il S

10's underseliing, soon made Kee a haalthier
proposition than Atan. it wasn't the first time
that the enemy would come from within, but it
was the last time there'd be such an easy get
out clause. Bushnel panicked, and merged
the companies together.

While Atari led in the arcade arena, the
console war was just beginning. The first shots
came in 1975 with Atari's Home Pong
machines, which proved tremendously
successtul against the weaker Magnavox
Odyssey. While it soon lost control of the home
market to Coleco's home tennis Telestar,
Bushnell realised the public thirst for Pong was
fading. In 1976, the Atari VCS, a multi-game
cartridge based system, appearad on the
markat, and Atari entered its Golden Age

Simuitaneously, things started to go
wrong. It found itself financially overstretched,

XJ. assuming that the majonty of revenue
for a system would come through software
sales. It was a well-grounded assurmplion, but,
naturally, It Impacted badly on the amount of
software available. it made the 800 a less
attractive machine. it hurt Atari

The loliow up to the 2600, the Atarl 5200

SuperSystem, ess

tiglly an Atari 400 with

twin analogue joysticks instead of a keyboard,

was released in 1981 to widespread consumer
apathy. The introduction of the analogue stick
was designed as a response to the
Intellivision's 16-way control, considered one
of the machine’s primary sefling points. But the

s ware cheap, clumsy, broke easily, and all
the 5200 could offer in the
was tarted-up ports of 2600 gar
machine was a commercial failure; Atari

undeterred, began to develop the 7800,

way of soft

es. The

“In 1978, Atari released the Atari 400 and the Atari 800.
The takings formed one third of Time Wamer's income;

spending far too much on R&D and for the first
time, but not the last, in serious financial
trouble. Later that year, Bushnell was forced to
sell the company to Time Warner, the glant
American media conglomerate, though he
remained at the company as chaimman. While
the VCS was a runaway success, Bushnell
himsalf soon had a faling out
superiors, and left the company in 1878, The

same year, Atari releasad its first home
computers; the Atari 400, and the Atarl 800.
The company's takings formed one third of
Time Warner's total annual incoms; it was the
fastest growing business in Amenican hi
interestingly, the only cc
in the home computing field was from the
Apple |, a computer created by Steve Jobs
and Steve Wozniak, both ax-Atarl employees

npetitor Atan had

and designers of 1876 Atari classic Breakout
Two different policies shaped the machines:
whille Wozniak and Jobs encouraged sveryone
to produce software for their system, Atari
threatened to sue anyone who developed for

Meanwhile, consumer confidence in
lide. By 1983 - the
year of the Infarmous ET incldent - the industry

videogames was on the

was In a markat-shattering recession. The

domestc market, no matter how good, no
matter how it was doing elsewhera, And
unfortunately for Atari, that was the same year
Nintendo approached it with the Famicom.
Hiroshi Yamauchi, president of Nintendo
Corp Ltd, offered Atan

Yamauchi-sar

network would get NCL's product across the
world quickly and easily. Atan sald no, and
Yamauchi-san was forced to go It alone, The
Famicom, rebranded as the NES, received a
US release in 1985. By 1990, there
NES in one in three American homes. Atari

would be a

had lost reve

UG OUT!

BUG OUT!

While Atari's videogame promotion
techniques weren't as technically
sophisticated as today, those who
caught the promos for Splashdown
may argue they were just as smart
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Missile Command (1980) Battlezone (1980)

Playing on Cold War tension and anxieties, Missile a ' ] Battlezone's wirelframa 30 conflict, arguably making it the
Command saw players using a tinckball to protect o gf '- ancestor of all modern-day firstperson shootlers, proved so
senes ol cities from imminent (and atmost inevitablo) c‘ﬁ\ stunning that Atan would end up producing a special version
nuclear destruction. , » for the US military

MISSILE COMMAND' ey ATARI

| g
| BATTLEZONE
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stake n tha

puling div

thing since the Consumer Electronics Show in

1983, was shelved as Sam Tramiel, Jack's
son and the new president of Atan, decided

that Atarl's future lay in the homa computer

Atari's penultimate console would
eventually see a muted release in 1986, but
stood no chance against the increasingly

dominant NES. After accusing Nintendo o

turned its back on the console market

By than Atar had mare important things

worry about, The ST, amerging at the back
end of 1985, was ushering in another brief age
of Atarl dominance.

n Tramie
1984, the
$62 miflion

first year in charge of

any registered a trading loss of

Naying Atari: with

colour desktop and - gasp — a mouss, it
seemed doubtiul anyone weuld want to play
anything else. And then Commodore, Atari
and Tramiel's bitter, bitter rivals. released the
first truly affordable Amiga, the AS00.

One of Tramiel's first moves as president of

1 the money

xaid within the month, but

that time slapsed It became clear that Am

Ing, heavily involved in the process of
developing the Amiga 1000, was in no position
to do so, Sam Tramlel, seeking a quick and
gasy replacement for the failed Atari BOO,

eared to have gambied on this, and made

a bid for the company. But while he v

the asking price, Commao

snatched Amiga Inc with a last-minute bid

th it the engine Atan had

markeq for the S1
War in Europe

urious, and instructed Atarl's R&D
new home computer

Tramie

init to work fiat cut ona
core. That core went from concept to
production within a year, something of a rush-
job, but still proved powerful enough to
intarest the industry. By the time the AS00
emerged, Atan had already received haavy
--,..1s|:a'.r1 from publishers, as wall as ports of

& ttles in its arcade dmision, popular brands

ke Gauntiet and Sorint. It was the

yweight format war of the "80s: the

ind was Europe, where the age of

Boit ¢
Atari was doing brilliant

NES COMming

t really Inoked like it

was going to win.

but return 1o their

So what was left to dc
roats? At the start of the

J5, the console

market was aflame with excitermnent at naxt-

generation 16bit technology, &
began to suffer from the Amiga's steadily

increasing dominance, Sam Tramie! set his dev

teams to work on & console project,
codenamead Panther and slated for release in
late "91, After witnessing the Impact of the
Super Famicom and the Mega Drive - and
launching a suit against Sega for infringing a
series of its patents — the Panther was shelved
completely in favour of a bigger cat: the more
Eﬂu’-—‘l’f!..' Jaguar. It was unveilled at the CES in

ctiy ten years after Atan had shown
tast doomed cc
m. Tha a

ars were impressad, but

surprise and

renitectu 3 superh, and

the press were
sceplical, and Atari was sounding more and
mare desperate

“It was the heavyweight format war of the ’80s:
the battleground was Europe, and Atari was doing brilliantly.

atintion and,

gn of the Amiga

By 1990, Commodore’s
child was perceived as the must-have
chine. Consoles were no longer in the
equation; the gaming market was spiit 50:50
between the two home computer
manutacturers, but, crucially, the Amiga had
the momentum, and its more considersd

design was starting 1o show.

appear on the Amiga

vhile Atari f

The architecturs still wasn't as smart. T

Image wasn't as sexy. The business was
dying, and, in 1992, Atari brought out its final
attermpt at computing dominance, the Falcon,
Intended lo rival the fast-emerging PC
public ignored it, and, that year, the
giant collapsed

>k into a loss of

ated ¢

illion,

i

1 '|"a i

“Atan invented the videogame business,”
said Sam Tramiel in an intenview with Edge
“The industry has been through a number of

s

cycles and we are now entering the fourth
Cycle two was dominated by the NES, cycle
three has been shared by Sega and Nintendo,
and we have put a lot of effort Into assuring
the success of the Jaguar in cycle four.”
Despite Tramiel's protestations to the contrary,
this was Atan'’s make or break product. In
1994 it posted a $49 million loss. It couldn't

afford that again, It was

0 Of O
it proved to ba de, of course. Despite

winning its lawsuit with Sega, and $50 million -

dy a2 small surprise, since it was a clash

between tv creasingly incompetent
eams, and them couldn't be
two losers — and despite having, in Mintar's
Ternpest 2000, a game which genuinely
deserved to be a killer app, the Jaguar just
couldn't get the public's attention. Perhaps
ad

the samea consumer |

management b

was the sfigma of

tainted the company,

Tempest [1980)

and
tion than Jefl Minte
whao
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2600 boxes were bold and striking.

Devoted retro collectors can still

find shops which sell them as new
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that would eventually serously hurt Sega. Or
maybe it was down to another of ihe things

that hit the Dreamcast so hard; unfounded

o wm

next-gen expeciation

Next-gen delights
While the world's tech-hungry gamers were
tiring of the 16bit era already, Sec
Nintendo had reached such i

w5y Red L e et
2es the galaxy © 13 deal g T eacae ity

el DesIrDY 1 'he SUmEe Dae That Wy Wu
Traignt oown D the et Panet’s ot

they could keep gamers interested with vague

Craviar | Pgy 11 ASK FOR 17 wiers you) pliy 00N
wideo games. Todmy !

plaver's

whispers of imminent next

glights

Tramiel protested that Ninten

wslage.

3 was By ng to
confuse the market with dis
t Yamauchi-san's

was right, but

the only guilty party. NCL did keep mentioning

its Ulira 64 project, still three years away, but
Sega’s rumour mill namedropped the Saturn,

Gravitar,

and even electronics glant Sony announced its
PlayStation intentions. With the promises of
things to come, the Jaguar got lost

And so did Atari, on Valentine's Day, 1996

and not with a bang, but a press release and a

- Oty wasre] 1 e TEmes
mmﬂmh arel ratwel o e Fes?

Caslawy Vou mon he STaCr  Caaleg

emerry Durkers, IgnSrng T Cipees O rierue

: resigned whimper. JTS Corporation, a
3 b manufacturer of computer disk driv
-‘i g i and an easy wa
l: npany. Atan offered both, ar

i quarter, found itself
consumed, While the official release stated that
JTS did “not expect to sell the games division”
of the now-crippled corporation, the liguidation
of all Jaguar stock soon after confirmed Atari

fans' warst fears, It was Game Over.

i ' '
i, T T
-“.ﬂ}‘//I[ | } L/ =/ And the modern Atari era? Nothing
mj iy ‘ﬂm]” . F

Virtually nothing, anyway. In 1998 JTS sold

what wag left of the Atari divi 0 Hasbro

, and Frogger. The gaming
world shrugged — this was a misjudgement

fromano

pi-touch company, Ii-concer
revamps of titles whose time had long since
passed. Infograme’s purchase of Hasbro
Interactive in 2001 lent new hope to the Fuji
faithful, but, with the disappointing MX Rider
and Spiashdown only hastlly branded in the
Atari image at the last minute, It'd be cruel to

i

judge the French rebirth just yel. However,

‘:'fm& lﬂﬂ

t's certainly not the brand it onca was.

Compatible with both ATARI 400"

and ATARI 800 ™ Home Computers

Retail value
Get game and paddles for just

Just ask the S-Clubbers

Gravitar (1982)

1982's Gravitar extended Bushne

turn a derivation of Spacewar. Pl
. and thrust

und a maz

multi-layer

€ 062 ErGE
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Vintage gaming

Chunky old cartridges and blocky graphics
have never been so popular. But is there
really any profit in holding on to that
discarded Virtual Boy in the attic?

m believed it. A que )
near a small table in the C

tre, Torquay. But while the usual

collection of watches, oll paintings and

are baing hawked in front

of the BBC cameras, there is a mild

'as been added to the
‘Antiques Roadshow' roster, No longer

residant exper

15 the show confined to assessing the
ments of 18th century bedpans and
worm-riddled bureaus. Na, silicon
pleasure is now the collectible of the
21st cantury. While Eric Knowles

Carast

s his Toby jugs there is another

specialist reckoning the value of the

/! or a signed cop;
impel Yokoi

ned tantasy permaps, but

comtact with eac
and trading games,” points
Moore of ‘Retrogames’ magazine

e-nard

“Evenits are usually run by
cofectors, and while these Lovejoy's of
the electronics world continue to
thrive, conventions are destined to get
bigger and bigger.”

Competition for some of the rarest
games and consoles Is becoming
frenetic, fuelled in part by Internet
auction sites and the craving for
nostalgia induced by the new
millennium. But it's not just about
making cash. It seems that the
generation of gamers weaned on Jet
Set Willy and Yie Ar KL
keep up with modern gaming and go
back and collect every game that
defined their youth. For true

enthusiasts hoarding videogames is

not an investment, but a f

vay O
their childhood

we talks about the abiity
videoa:

the past. “Something on the TV was

s have 1o transport one (0
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Retro Collector and Retrogames: just two of the The 3D imager goggles, for use with the MB
publications supporting the retro community Vectrex, can now fetch up to £250




The Samba de Amigo pa
[ ding Gunstar Hero
cket (right) and its small

onginal cabinet. Andrew Macdougall ©
one of the first d
and sellers of «

edicated Websites for buyers

SiC and modern arcace
com. Many
oniginal arcade
valuable, wih the
DECOmng
Imvaders w

VET M

1 e

N

Track & Field

sé lor parbe

There is, and will continue to be, a strong
demand for classic arcade games because
1he gameplay remains so different compared
1o today's beasts,” says Macdougall. “When |
first started off rom a
ago we tumed over L300,
manths. But machines are becoming eva
maore difficult to come by and | find mys
doing many more trips to the States.”
Although the markst Is volatile, collectibility
of electronic games

Id garage five years

) our first 16

ends tepend on three

key factors: guality, rarity and sheer demand.
Though an original Game & Watch version of

Zeloa in mint condition may seem valuable,
the sheer number of units manufactured
Counts against its desirability, Indeed it would
Be easy to pick up this item for around €
Jrue value can be ven how
Mega Drive version 0

vever, The

S SO0 N

The cockiail version of Defender is a very
popular ilem but may set you b

large numbers, but the fact that it is a Treasure
garna has made it more valuable (worth
around £30), Not so Darnius Alpha on the PC
Engine. When the game was released in
Japan the only way to obtain it was to return
competition coupons which came with the PC
Engine version of Danius. Only BOO lucky
winners received the Danus Aj
now demands a price in the region of £600.

Added value

But what about the collecti
Even titles as recent as Bangaioh (NG4
version) can now fetch up to £100. If you are

nu-card. it

es of the futu

serous about starting a collection look out for
games which only received a limited run, were
called back for some reason, or just didn't
receive the marketing support anticipated;
they are sure to become more valuable in the
future. Sega's Sambs de Amigo package
(complete with maraca controllers), for
Instance, was only released in limited numbers
(30,000 in the UK) and is already highly

sought after. Neo-Geo Pocket games, too, are
aiready becoming valuable since the
premature demise of the handheld. The
lesson is simple: don't get rid of any of your
old games or consoles. Who knows, even
that copy of Conker’s Bad Fur Day may fetch
more than the original €60 price tag set

by its publisher, You can but hope.

Bargain hunt
eBay has cpened up the world of classic
game collecting to thousands of
enthusiasts, Although some independent
retailers, such as Computer Exchange and
Gamestation stock retro titles, prices tend
to be on the high side. Apart from picking
up a batch of software or a boxed ZX
Spectrum at a car boot saie, eBay (s often
the best place to get a lucky bargain, or at
least get an estimate of the worth of your
goods. Some titles are beginning to
demand consistantly high prices. Radiant
Silvergun (Saturn): £130, Secret of Mana
(SNES); £50, Alien Vs Predator (Jaguar):
£45, Publications such as Retro Collector
have even attempted to list the value of
the mast significant games across all the
major formats. Though this, in such an
nascent market, is an imprecise science.
New eBay bidders should be aware,
however, that there are unscrupulous
sellers who will happily take your money
but fail to supply you with the goods
expected. Thankfully, the feedback listed
with each eBayer helps to determine the
reputable from the dishonest - though
spending large sums of money on Intermet
transactions always remains a risk

Those interested in adding to or
starting a retro collection can find a list
of old, and not so old, consoles and
games on the following pages >




Home wdeogaming Degan with this
strange beast. Conceived in 1967 by
Halph Baec, the Odyssey didn't emerge
until 1872, Although it could only
display three dots onscreen at one time
it had o successtul launch shifting
100,000 units, There's litths polnt in
fiting It up these days but the fact that it
came before Atan gives It a high strest
valuss - il you can nd one

Atari VCS/2600

Thes woodgrnn effect sends a shiver
down The spni of any seil
respecting retrogamer. Temific
switches, chunky carindges and the
most dutabile joysticks known to
man make this highly desirable
Though i can be picked up relatively
cheaply now, the Atarl VCS is sure to
00 L In value over the next decade

Yoor of launch: 1978
Market value: £50

g
)JJ' 'l"l‘ | itllillllFIIIf?u-

Year of launch: 1872
Markot value: £100 (unbosed)

Adventure (Atar)
£35 £30

Star Gurner (Tolesys)
£40 £10

)

Lasar Sguad (Blade)

M

Haunted House (Magnavox)
Bundied with system

Arguably the most fondly
remambered UK games machina
and responsibie Tor nururing much
of the coding talent on his side of
the worlil. Specifums ane pretty aasy
fo come by, though loading tapes s
off putting to aven the most

entt tic retrohwead, But the
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sothuare, a5 David Dickinson might
say, i as cheap as chips,
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Trip Havwkins' plan was to croate o
powartul console which walld
become the standard gaming

. sk, The 3DO soon
dropped to 400 (and came in at
£400 in the UK) but, although there
wire some good games, the
PlayStabion and NE4 soon eclipsed it

L

‘ S
Lase

2

Year of launch: 1995
Market value: £40

Virtual Boy

LImMpel YORo's ambitious suocesson 1o

the G Boy has becoma |
5 of consoles. Though the 30 ef
impresane and some ol the games
siriking, the binocuiars-on-stits look
wiak mvslihiy practical nor nasthetically
iisig. And then there wire the

ches. . a couple of years ago the

VB couldn't be given away, but it's

DeCoining more collectiliie by the e

This Neod for Speed [EA)
€15

Panger Dragoon Saga {Sega)
£a6 £100

Wacky Races (Hannah Barbera)

Year of launch: 1995 Maro Clash (Nitenda)
Market value: €70 £30

.-' : Illu L]} Illu“ |I1III||||I|||,Ji
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Waro Larsd [Nintendo)
£25

i
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Blizarly, certain branches of Game ane |
sailling boxed Juguars i cellophinne I
wizpping for 4 tenner |t says mom
about the regar with which Ba dyatem
I bl (han ity armount of weonds, Evan.
Tempest (tha console's fnsst titk)
mmmmm-wnnm-
WMwmmwmwmmmumuy
Fiick ane Lp. Ol the rans Battiesphem |
mmmmm,

Sega Satum

A compination of complicated
architectune und poor marketing
W Batumh to bmnp through
It s main thsm was

SAVVY PIOmation
and a consoke winch could handie
30 sflectively. It's never ikely 1o
eoome hugely coflectible but soma
of the gumes demand great prces,

Year of launch: 1894
Market value: £26

Galacte Pnbafl (Nintendo)
E15
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\Warren Spéctor was on course to become an
academic until a job offer from Steve Jackson
Games persuaded the self-confessed
boardgame nerd to change career. A stint as
editor of 'Space Gamer' magazine was
followed by a spell at ‘Dungecns & Dragons'
creators TSR, before he made the jump to
cormputer games. Starting out as an assistant
praducer at Crigin Systerns, Spector worked
with Richard Garriott and Chris Roberts. He
was also heavily involved with Paul Neurath's
studio Blue Sky for which he acted as
producer for Origin. Following games such as
Space Rogue and Ultima Underworld, the
studio evolved into LookingGlass
Technologies, which Spector left Origin to join.
LookingGlass went on to create classics such
as System Shock and Thief before shutting
down in 1997, Determined 1o start his own
studio, Spector accepted an offer from John
Romero 10 set up an office within the ION
Storm operation. ION Austin shipped its debut
game, Deus Ex, in 2000 which received both
As studio director of ION Storm Austin,
Warren Spector currently oversees the two
development teams for Deus Ex 2 and Thief 3.
He also sits on the board of the Intemational
Gama Developers Association, where he
co-chairs the education committes.

Audience with

EDGE ¥




You're very keen on stressing the team
aspects of game development aren’t you?
! There is nothing more important than having a
mbelia&aﬁp.it was sucha powerful mm‘mrrt. great team. One of the downsides of

A That was i individual attention is that people get

: R 11T | overlooked. | had a conversation a couple of
years ago with Sid Meier about how weird it
was to be a trademark. | hope to God | never
sge Warren Spector’s XXX’ on a game box,
because you have six core people and 20 to
30 peop'e slaving away on a game. And
especially the way | work, which is democratic
to a fault, | want everybody on the team to be
able to say, “That is my game.” For those
people to be overiooked, it's just insane. One

“I want everybody on the team to be able to say,
‘That is my game.’ For those people
to be overlooked, it’s just insane”

person doesn't make a game, | still ses events
in Deus Ex that |'ve never seen before. Steve
Powers [Deus Ex designer] is insane. The stuff
that guy manages to squeeze intoamap is
unbelievable. So it's all about team. If you
have a great team and a strong vision, and
everyone is aligned around that vision, you
make a great game.

EDGE «167

You're not a programmer yourself, so do
you think technology remains too mucH of
a focus in game development?

The fact | am not a programmer is a real
problem for me. It's not a debilitating problem |
hope, but it is an issue. If | were a programmer
| could do my various jobs better. But we're
stil fundamentally a technologically-driven
business, Look at the PlayStation2, it's a
pretty tweaky little device and it's all about
how you get stuff on the screen. But having
said that, | actually think we are on the cusp of
something new and cool and different, We are
at the point where the big advarices in game
development are going to come on the design
front. | hoge you see some of that in Deus Ex.
| know | look at Grand Theft Auto Il and | ses
same amazing design work. It's a design
triumph and | think we are going to see more
and mare people focusing on design as a
discipline and as the driving force in game
development,

TR
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- Ed would be okay
with me. | don't have to worry about money in

going fo see alot of independent developers
getting sucked up by publishers.

So would ION Austin be able to operate as
it currently is as an independent studio?

It would be too risky. Every once in a while, |
sit in my office and think, “There are 63 people
depending on me for their livelihoods, That
guy over there has five kids, that guy just had
a baby and those two pecple just bought
houses.” Being on a milestone basis at the
moment, | want the full buy-in of my publisher
and that means being a part of the publisher.

As a developer which focuses on
singleplayer PC games, do you feel like a
bit of a dying breed at the moment?

No. There may be a lot of PC guys worried
that their games don't translate well to other
platforms or other audiences but | genuinely
believe with an evangelical zeal that we ars
making the right kind of games. Players,
regardiess of platform, want more freedom,
mare choice, more opportunities to express
themselves, more opportunities to interact
with the world in the way they want to. | do
not believe that console gamers want
dumbed down linear, action-oriented,
Woohoo games. What | see is now consoles
are powerful enough ta support the kind of
gameplay we have been working on for the
last ten years. We have an opportunity to
convert a lot of other peaple, millions of
people, who never had the opportunity
because they never had a high-end PC to

You always stress the importance of
allowing players to find their own way

‘through your games rather than there

being a single developer-defined route.
How quickly can you see developers
handing over that power?

It's real important to strike a balance between
the developers’ creativity and the players’
creativity. What sets gaming apart is that we
are the first medium in the history of mankind
in any circumstances, ever, first, number one
with & bullet, that allows collaboration
between creator and user. As the
distinguishing charactenistic of a medium we
have to focus on that. But the exciting thing
for me, as someone who has been
evangslising this to the point of making other
people sick, is that a ot of peaple seem to be
getting it. Sports games have always been
doing it. | look at the Tony Hawk's games
and think a large part of the appeal Is the
freeform gameplay which is in the players’

“If | were an independent developer now,
| would be very, very scared. Costs are going up, and
fewer titles are making their money back”

cantrol. You don't have to do what the
designer wanted you to do. You just do what
you want to do and you get rewarded or
punished for it. And what gives me the most
hope is the success of Deus Ex. When we
shipped it, we were all biting our fingemails,
trying to figure out whether we had just
doomed our careers. But people really got off
on it, which was great -~ and then recently
seeing Grand Theft Auto il - GTANll probably
embodies this better than Deus Ex. | think
you are going to ses more of that as time
goes on. | hope so. Gaming's best hope
for a grand future is to give people the
power to decide how to interact with

the game world.
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You'’ll like this...

he warst sentance in videogame journalism Is this! "If you

Jike that sort of thing, you'll like this.” It's written again and
again, but t means nothing - it's no kind of judgement, it's not
Infarmative and it's not critical! However, as with so mugh
harror, there's a glimmer of truth within it.

Sometime in May, lgnoring the almost inevitable slippage
and strategic manoeuvring of the release-date, European
agamers will get the chance 1o experience the next episode in
Square’s Final Fantasy series. For 40 hours, those with
patience will sit through the same monotonously lingar
adventure, the same cliched characters, the same hacknayed
dizlogug, the same pratfalls, the same payoffs. And thera's no
denying that many will enjoy it, too - it's more ‘Police
Academy’ than 'Memento', but some pecple like that sort of
thing. Sc they like it. No rocket science there.

But that whole atfitude - that 'l do, that it's acequate,
that it suits the fanboys so it's fine - is indicative of a
community that should be demanding more. Thank the
Japanese developer for the new true 3D landscapes, sure, but
how about asking for the (mostly illusionary) freedom that
incamations of Zaida have been offering for years? By the time
Final Fantasy Xil: Assigniment Miami Beach inevitably rolls
around, Edge Hopes it provide 2 singleplayer game that
doesn't just appeal to the Sguare hardeore, but one that offers
a greater spirit of adventure, as well as production standards
higher than those of the local amateur dramatics society.

And just for the record: If you like adrenaline-by-numbers

|racetrack action, you'll like Wipsout Fusion, too, If you llke

Bhouls 'n Ghosts, you'll Tike Maximo! If vou fike platform
games, you'll like Super Mario Advance 2, and if you [lke the
ldea of a two-dimensional beat 'em up with a handful of one-
button kabuki-based moves, you'll like Kabuki Warriors, Well,
maybe, Every mark Edge records is bound to cause
consternation in some subset of gamers, but it's not Edge's
lob to mindlessly advoeats, and nor should it be end of the
world If yaur internal mark disagress with Edge’s assessment.
It you fike that sort of thing, of course you'll like that.

Who cares sboust ‘like’? Gaming — and reviewing — should
be about passion, about experiencing things that provoke
opinion, not apathy. A six dut of ten indicates that Edge found
something to like in Final Fantasy X, but at 40 hours a
shot. many gamers only have time 1o love,
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Final Fantasy X

ormat; PlayStation2 Pubiisher, Square  Devaloper: In-house  Price: 550 (E35)

Holoasa: Out now (US), May {UK)

a great one, still more soap opera than
epic —but a good one. It concemns the
importance of belief, and, while inevitably
lacking subtiety, it raises questions worth
asking. What price religion in the face of a
society bereft of hope? If encugh pecple
warship something, does it matter how

“The voice acting renders the pathos comedic,
the omed\« dead, and since emotion is meant

to be the dri

ing force, it butchers the game”

Final Fantasy IX's neat card game has
been replaced with a turgid turn-based
Speedball-a-like, which can be played
at the save points spaced around Spira

worthy it is? And for how much longer can
the Final Fantasy series be
model of game design in the face of e
compietely to the contrary?

Following the same formuia as the
previous PlayStation adventures, but
exapgerated with next-gen insen
kst runs as follows: puzz
invoive littls thought, but rely on sy

tme-consuming tnal and error; unb
anmimation sequances that initially imp
then subconsciously imtate; interminable
FMV sequences immediately before
unpredictably deadly boss encounters;
infinita numbers of unavoidable non-
threatening random batties; an uttedy linear
room-by-room progression mechanism; and,
in Tidus, parhaps the most imtating lead
character Square has ever conceived, a
squawking, petulant teen who it's near
Irmpossible to care for,

And more besidss. This isn't genre
assassination - it's imporiant to stress that
thers is a place for this plot-driven RPG
dynamic - Skies of Arcadia, for example, is a
i the same ethic,

more slega

ITeeCom around a comancing cancatured
andscape. But sequential software that
itself next-generation should provide
-generation opporunities,
-—xag’wa:ﬂ the mistakes it made on the last
And while it's equally important to
stress that Anal Fantasy X offers a measure
of entertainment, it's also just about as far

next

away from game evolution as it could be
Square can crow about additional realism,
about the polygonal replication of what used
to be pre-rendered backgrounds, and it's
right, FFX is prattier than FEIX. It is no better.
Like its forefathers, the tum-based
combat is adequate, and though it's sfightly

FFX's graphical splendour is obvious. Here, Tidus takes in the atmosphere of a forest-themed town,
Unfortunately, interaction with the environment is sparse, mostly a case of pressing X on everything

more unbalanced than in the 32bit iterations,
t's
benefits from the ability to switch party

fractionally more complex, and

5 in and out of the action. Some wil

lement of the battles, and

Another third comes in sitiing

3 dialogue and cut-scenes, which
ry time the player presses
1 the final third is in the

character creation

members grow In stature proportionally to the
amount they're used, and forming them to

your own dasign Is satistying and works in

the game’s favour. It has the potential to

make you care about your avatars, and for a
while it works. Then the potantial dissipa
n every tedious, embarrassing, €

the dialogue, both text
nauseating. Edge is
comes from the o

voice acting, whic!
risible in the main, only emph
clumsy syllable. It renders the pathos

comedic, the comedy dead, and since

emotion is meant
force, it butchers the whole game

So, if Square’s not going to do this
property, you wonder whether it's worth

driving

doing it at all, and that's a shame, be
sometimes FFX is spectacular; sor
the combat logic satisfies, sometimes the

etimes




Shiva

Some of the people Tidus meets on his travels
speak Al Bhed, a letter for letter transiation of
English. Picking up textbooks hidden around

Spira helps Tidus to understand what they say

Sphere puzzies can take minutes to solve, but sitting
through the obligatory animations takes much longer

ained from fightir

ng round a compiex g

I
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Some key battles have extra fighting options - here, for example, Tidus gets the chance to talk his
opponent into submission. It doesn’t work, of course, but it does provide a handy strength boost
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The on-cart bonus Mario Bros, perhaps the first game ever where the objective is to get crabs.

Who'd have thought Mario would be the inspiration behind Leisure Suit Larry and Erotica Island?

It's the sort of game you play in your
head from the screenshots; jump on his
head, wait for the blocks to move, and
make your way up through the castle

platformer only generates a cn
has become deeply unfash
may not sustain interest for much mare tha
lissful weekends and Is ¢
familiar for fans, but the magic is still t
ic conjured up thro
jed to the ch

forrnation of the sp

game. Yes, the conirois

ving and the

ts the ta

actions have on the characters

ipon or other simi
3, But Mario

for much more than
ds and is overly

Il there”

Super Mario Advance 2

Developer: In-house  Prica: ¥4,800 (£25)

Felsase. Out now (Japan), TBC (UK)

S . s e il B L SATS lh.

The levels/ladders minigame isn't why most people will buy Super Mario Advance 2, but it provides :
neat enough diversion for those finding parts of Star Road frustrating. It helps if you find a Luigi

and vulnerable to other effacts, It ¢ be

se, but Mario

stompea upon a

ace and use It to

Can also pIcK up

The power-ups are

inted, but they are a crucial factor in

reinforcing the sense that you are taking part
In & multi-layered universe. Simple on the

surfac

but with an underlying

tion, they evolve Mano (or Lul

vhicr
o find the

JSALIr 8gco

ts hiding under rocks and

bridges for the more intrapid gamer. Althc

the world consists of ¢

n will uncover

aciciitic

interested. The most
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Dedicated retrogamers will have committed
Mario's map to memory. Others may find the
exploration a more revelatory experlence

A walk in the forest: while the characters are [
slightly pixellated, they've lost none of their charm
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Unilike Mario Kart Agvance, which

Yoshi can be a powerful companion during
your adventures and is always ready to help

updated both the handing model and course you discover the eggs stolen by Bowser.

i
| i i
designs, Super Mano e 2 may just be } | The ability to ride on Yoshi and gobble up
l ! | | many items is an inspired touch which
too familiar to most gamers. However, it stil ' f " i f ” J i any items is an insp
s / J}J } } ’ M ‘J m l I” } h' mm” !il J enriches the Super Mario experience. Once

shines and Is yet another reason to MHH'H i Im } :

B [ " = ' | il ””ﬂm ” Wil m”{ j J i ' different coloured Yoshis have been freed
i & Game Boy Acvanc. ” 5 "“ . they become available in the main game.
= - No matter how many pixel-perfect jumps he has to make, Mario always retains the same cheerful Each can trigger a unique special power if
Edge rating Eight out of ten demeanour. Perhaps it's because of the joy he brings to gamers worldwide. Or limited sprite memory enough berries are eaten
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Medal of Honor: Allied Assault

Format: PC Pubkshor: Electronic Arts  Developer: 2015  Froe £35  Rolease: Out now

hardly the bi
almost up there with best Dreamcast foot UaJI
game - and the PC, with its incurable fetish
for all things FPS, pravides a much stemer
test of the franchise.

Fortuna

The missions take in a North African fort,
a Franch town filled with tanks and
snipers, and a U-boat base in Norway LIrene of touch with the World War Il

The game’s at ii_&. best when
of its predecessors with the mcm:1 brutal realism

the Operation Fi, hpoint-style soldier sim

f

source material ts evident throughout Allied
Assauilt, from the tiniest ‘clang’ made by an
elected nfle clip through ta King Tiger tanks
rumbling through bombed-out French towns

sarters firefights with ta

One mission features two levels that allow you get behind the controls of a King Tiger tank. It sounds good
but overly simplistic controls and foot soldiers, which are inexplicably hard to kill, manage to spoil the fun

Yau; eww-:'n ng that dist n-g,-l" ad the first

maore, Aside from the Cative i

axcellent sound, the only real sign that this is

a PC original s the addition of a smattering of
non-player characters and a session behind

the machir
rect and, with only 2
delivers all the

gun of a moving jeep. It's neatly

od towards

It's only with the third mission — the
ch-hyped D-Day landing - that Alled
ASSL-:LM’." cuts loose. Closaly rrnodelled on the
scenes of ‘Saving Private Ryan', this

nce 1o rank alongside

ors of your
YOUr COMIrac all and you hav
through the water and up the beach, wit

only scattered tank traps for cover. it's the
same action and excitement as before but

there’s something else. There's an edginess

sense of being in combat and it's down to

.'.'ﬁn H|_"€Ifr
few hiding ¢
absent from the preceeding levels. You feel

In the first mission, you rescue an SAS man,
who then shows you how to avoid searchlights

as if you're in a real battle, instead o
rounding

NSpin
which has you e
deserted town - deserted save for Gammnan
snipers o'll Kill you in a spiit second if you
dan

:0ne are the tight,

in their place, v



Take it to the bridge

In the tense climax

f’fi]l"

these moving targets Is
wait until they stop at the deton:
better make your shot count

Taking the Afrika Korps' finest by surprise in a typically atmospheric Allied Assault location.
When attacked, enemy soldiers will seek cover and pop out from behind objects to shoot at you

Reminiscent of a lightgun game, this section puts you behind the fixed machine gun of a
|eep driven by your SAS comrade - all you have to do is handle the drive-by shootings




Frequency

Formal: PlayStation2 Fublisher: SCEA Developer;

ypical: you wait and wait for something
T resembling the fabled Third Place to
show up, and just as you're about to gi
and strike it down as vacuous hype, two
examples appear at once. UGAs
synaesthetic shoot "em up Rez proved equal
parts dizzying and fabulous, and now Sony
America's In-house riythm-action project
arrives and evokes similar transcendental
emotions, Not that it's of concern to the
majority of UK gamers, since the game Is
barely acknowledged by Sony Europe, let
alone on the release scheduie.

If the rumours are true — that the rea
reason for Frequency’s UK no-show isn't

T up

frosty relationship between SCEE and SCEA
~ then this is sulky seff-mutilation on a scale
you wouldn't believe possible from &

icensing agreements, but the

Frequency makes playing with music easy,
thrilling, and compelling. It's a rhythm-action
supergroup, and it's absolutely entrancing

successful multinational company, European
gamers deserve better; they deserve more of
The New, more of what Sony promised
which means they deserve the opportunity
to play Frequency

The first major rhythm-action game to
emerge from the west — discounting Ubl
Soft's child-focused Jungie Book Groove
Party - Frequency is Jeff Minter's
interpretation of Tempest rewritten in Bamanl,
The player controls a target which moves
through a web-like octagonal tube, each side
of which represent a different instrumental
track. Tracks are spit into bars, and each bar
is composed of a senes of beats on the left,
middie, and nght sides of the track. Match
D sequential bars perfectly, and the rhythm
will loop for the rest of the section

So, the tracks start to loop and the song
builds up layer by layer in whatever order the
player chooses. Once a track has begun to
loop, the player must circle round the
octagon to anather, with smooth gap-free
transitions producing combos and increasing
the score multiplier. While leaving a bar's
pause between tracks provides a less frantic
play experience, the points total suffers
proportionately. Since bonus songs are
provided for those who manage to score
high averages across all the tracks, there's
much incentive to retum to an already beaten
song and make some sweeter music

In multiplayer, up to four players compate
to gain control of Frequency's ‘web’.

In cooperative mode the only aim is to
make beautiful music together

082

In-house Price $50 (£35) Rejease: Out now (US)
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If & track needs completing, it's highlighted in green. Here, the player awaits the next bar of music in order
to lay down some bass. The bottom left of the screen shows a points multiplier, critical for high scores

The 27 licensed pieces of music cut

?r'.r-“ug' most dance subgenres, and none of

perfectly

jirack; Fear Factory shout

s my Fre-quen-cee?” a lot aver dark

rumbling guitars, and are as ludicrously angry

as you'd imagine, while Freezepop prove 1o
)@ their inverse, providing tongue-in-cheek
o-fi moog electronica. Dub Pistols do cute
scratched-up funk and Afrobatik's
mechanical hiphap is fantastic as long as you
remember to lay dowrn the vocal track
Thera are weak points, of course
No Doubt’s ska-whine grates, and Curve
continue to pimp ther sub-Garbage speed

waiing thing, but even those &

okay
cause it's hard to hate something that
yOU'ré SG mvoived in consiructing. You bend
the songs to your will, and while the tracks
all, ultimatety, combine to form the same
tune, it's the route you take to do so that

provides the hook. And when you finally
get a song you do |

When the Lo-Fideiity Allstars kick in with

Lo-Fis in Ibiza', note-perfect

euphonc Nouse, &

Freguency's zone — when thera's no thought

between the action on screen and your

fingers = when you tap out the vacals over

synith over bass over drums - when the voice

rnises over everything else: “We're never going
o let you down" - that’s when you see it

ciearest. Frequency makes playing with
music easy, thrlling, and compedling. it
combines the frealorm ot JC

ith the rmythmic

ion-kit

nd places it inside

it's a mythm-action supergroup, and

t's absolutely entrancing.

Eight out of ten
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Every song is split into sections, illustrated by
thicker, borderad gateways. At these points the
tracks reset, and the player must build again

FreQ out

¢k looping and more
Autocatchers are power-ups that speed down a order. FreQs can
bar of music and capture it for the player, Used g
adequately, they can be live-saving, Used well,

they can preserve combos for high points totals




Maximo

Format; PlayStation2 Publisher: Capcom  Developer In-house  Prica- ¥6,800 (£38)

its lack of pretension on
eformed sleeve, Firstly
there's the minimal use of cut-scenes and
FMV. Secondly, there's an unflagaing 'Mad'
magazine sense of humour that runs
throughout its bz
sets the game
important solemnity o
stablemates. Thirdly, there is its official status:
Maximo is billed as a mere 'tribute’ to
Capcom's Ghosts 'n Gobiins tithes, rather
than a fully-qualified sequel

The irony is thal fo

of gothic action and

rt from the salf-

val horror

Ao
iax

10 has plenty to shout about. It may be
based around one hackneyed idea - the no-
nonsense, all-action 3D platformer - but it
implemants it with enough style and invention
1o consk
graves. Superficially speaking, it dup
the dard pc
bluepnnt to the letter, with four main areas
each featuring a hub which pro 855
to several Individual levets and, once those
are completed, the area boss. (The fifth and
final area

parfier antnes in the ganre to ther

vides

BVEr, IS 5 red less
forgivingly.} Its loc 15— TP, SN0
cemetery - feel like old friends. It's all totally
familiar, but utterty compelling, Although the
standard fixtures and fittings of the original
Ghosts 'n Goblins games have ¢
mundred MediEvils and Crash Ban
since, Maximo mana:
and gravestones fresh
it also supplements them with some
chershable Incongruities: kisses, cheese and
cow-print pants are amang the optional
exiras 1o be discovered.

Vs

Maximo's sound is a treat, with crunchy
combat supplemented by undead
pirates who mutter in slapstick
seafaring slang, babbling babies and
the ghosts of G'nG theme tunes past

to maka the ghouis

Maximo is not hard like Ghouls 'n Ghosts was
hard, but it will still be a shock to senses
numbed by the contemporary platformer

One other trademark of the earber titles t
have endured the upgrade s the emphasis
on hard work, Maximo is not hard like Ghouls
'n Ghosts was hard, but it will still be a shock
to senses numbed by the slower pace
iess extra lives of the contemporary
tiormer — the game punishes lazy play,
and bad habits quickly begin to hinder
Maximo's progress. The cost of continues

rds with every other use and

me at comparable pric

The bosses in M. are

Hesase: Out now (Japan), March (UK)

it of those in Capcom’s Powerstone 2 — esoteric in style and

great fun to look at, but lacking the firepower to and precision to be as fearful as they should

Maximao's rele ctness s not

\or IS it @ scam to extend

vindictive, though,
the life of 2 game which could theorstic
than an hour. It's jus
the game’s old
ed ethos. Its tnumph is th
cts the excitement of 2D platform
axperiences - the demand for constant

way It

resurre

dynamic — and, consequently, it expec
be played attertively.

The most basic route through a level is
only the beginning of the story. Walls exist to
be smashed through, to t

g

to be raided

treasures to be exhumed

Sophisticated and exter

routes abound, and all de:

e aitemative

ve explonng
Even the battle systermn, so often a hit-and-
8 afterthought in such titles, is warth

an effective Captain America-style shield-
throwing mave. Like his spiritual predecess
Sir Arthur, Maximo loses armour when

injured, which encourages improvised risk-

management when he's down 1o his
underwear and his last health bar (the
maximum is four). A further significant touct
is the way selactions from the game's array
lethal, light-spraying weapon power-ups ca
ding on

Given the success with which Maximo
grafts a third dimensicn onto time-honouret
platform principles in other respects, it s all
the more disappointing that the bosses are
quite <o easy to outmanoeuvre, All outlandi
design and easy-to-spot attack patterns,
they have plenty of charmm but no clout. The
anticimactic Impact Is unfortunate, but har
fatal — as long as there Is still one last chest
unearth or one out-of-reach heart to risk life
and limb Maximo remains aimost

IMPOSSIO ess5




Attention to detail extends beyond the game
proper to its presentation, all the way from the
introductory tombstone menu screen to the
cackling figure of Death who arises at the
‘continue’ screen to collect coins in exchange
for another chance, or simply dispense final
justice if the toll cannot be paid

r

P

Better by design

As a piece of user-friendly design, M
ed Capcom adventures
May Cry to shamea. Analogue
simple and responsive and
combat controls are satisfyingly solid
Shoulder buttons can be utilised for static
firstperson views or for re-righting the
mera behind Maximo and In the main,
their combined effect is to significa
diminish the usual viewpoint problems
associated with 3D platformers. At one
point, having been slimed by a green
swamp ghost, Maximo temporari
becomes a stiff-limbed, bar
zombie. Perhaps intentional
Although largely founded on typical greens and greys and clichéd gothic the experience will seem ee
locations, Maximo's environments are thoroughly impressive. They're packed of trying to get characters to move
with movement and enlivened with numerous lighting effects you want them to in Resident Evil,




Firing the numerous weapons can be as
hazardous to you as your enemies, Hit an
opponent's ship and it is likely to veer
across your path and hinder progress.
The game offers anamorphic and Pro
Logic Il options but no 60Hz mode

Wipeout Fusion

Forrrat PlayStation2  Publisher: SCEE  Developer: In-house (Studio Liverpool)  Price: £40  Feleass: Out now

wr first impression of the much-vaunted

Y ut Fusion is uniikety to be positive
e are just too many dealgn annoyances
e game from easin:
f super-speed rac:r!g
it's a magor problem
e was thought to be respons
g a new generation to the
deligh tronic pleasures, If those
pecple ware 1o playtest the fourth instalment
of this popular franchise they might quickly
put it down and mave on to somathing more
engaging. it's not that Wipeout is difficult, it's
mare that it's arbitrarily difficult.

Settling yourself into the cockpit for the

first race In Arcade mode shi

WiE

There is a lack of focus &

It is neither a slick ‘in-tt
nor a frenzied

and balance.

1e-ZoNe’ racing game
vehicle combat title

086

experience. Instead, the sluggish handling
model and almost magnetic-like manner in
which the craft often sticks to the arena walis
make for frustrating racing. Sure, some of

e Overcome once new,

craft are acquired and
your skill base has improved, but the initia
frustration never fully abates

Woaors
competitors react 1o your craft and attacks
Although many high-powered, and often
imaginative, weapons are at your disposal
their efficacy Is somewhat erratic, Firing
homing missies and grenades at engmies in
front of your ship can be as detrimeantal to
them. Each ship an energy
es with every crash and
bump. Hit an enemy enough times and it will
explode, thus eli

is the manner in which the mal

you asitis
level which dey

T the running

This is great in theory, but often an enemy

which you have taken out with a well timed

missile, will stop dead in its tracks and merely

provide an unavoidable cbstruction. Often

Although most craft have different
characteristics the handling is a little sluggish.
Sticking to walls and barriers can be a problem

damaged ships veer unpredictably across the
track making evasion a matter of luck rather
than skill
competitors pass you by while your craft is
stuck behind the hull of a vanquished foe
The main p with Wipeout A
that there is a lack
neilher a shick ‘in-the-2
a frenzied vehicle combat title. The tracks are
too namow and the combat 100 disorderty 1o
give players the opportunity to focus on fast
lap times and peeriess negotiation of the
twists and turns, Just as mamentum is built
up, aleg-jam of ships or an anti-gravity
attack stops you from a smooth lap time
Equally, the combat Is haphazard and
progress 1o later leagues and challenges
redies on the ill fortune of
he feelings that will gnp
for the first couple of hours of play. H
persevere with the game and a sense of
karma begins to take hold. The league
system in particular is initially frustrating but

fling to see several

s and balance. It s

3' fRCing game nor

others

Thesa ar




There are a number of impressive weapons
which can dismantle the opposition. Thes

b ey be unlocked after winning league competitions

16

Dull duels

out ‘s multipla
come addition to t

There are some nice graphical effects along the way including trackside waterfalls and rain effects. The
opportunity to occasionally take an alternate route is welcome but a sense of real drama is simply lacking




MotoGP 2

Format: PlayStation2 Publisher. SCEE  Developer: Namco  Pricel €40 Fsigas=) February 15

Pravicusly ¥ E108

The twoplayer game, while decent, removes
some sense of speed (above). An anamorphic
option is present but not 60Hz display. Extra
bikes unlock as you play through the generous
Challenge mode - Arcade and Season remain

Wheelie good

MotoGP fans rejoice, for Namco has
brought you the opportunity to take control
of some of the series’ most renowned
riders. In Legends mode, past champions
of the motorcycling racing world (such as
Wayne Rainey, Kevin Schwantz and Mick
Dochan) have been faithfully recreated,
along with their signature machinery.
Although you can't play as any of these in
the main game, it remains a weicome
addition that should obviously appeal more
to followers of the sport,

088
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The new rain effect (the sun always shone in MotoGP) is superb - easily one of the best Edge has seen

QIRCUIT ARCORD

TOTAL Timg

LAP T
"

(main). The action button allows new moves such as stoppies (above left). T

kside detall is

P

hough far from disastrous, the onginal
T MotoGP (ESG, 5/10) game was giso a
fair distance from being remarkable - too
easy and often uninvalving, it falled to
properly convey the essence - and, crucially,
the excitemeant ~ of this fiercely contestad
sporl, A shame, given the potential for a truly
entertaining arcade-ike expenence the
visuals appeared rather willing to support.

As Is the trend, this sequel sels out to
improve matters. The number of tracks has
doubled, with Catalunya, Assen, Le Mans,
Mugelio and Sachsennng joining the onginal’s
(admittedly slenderj ine-up and there's a
laudable additional play mode (see baxout),
but otherwise the structure is identical

Not so on the track, though. Top runners
now offer a far greater challenge, ruthlessly
regaining the lead the moment you fail to clip
an apex — starting &st and overtaking the
entire grid before the first lap has been
completed is now highly uniikely. Having said
that, the opposition still suffers from
unconvincing Al - you spend your track time
fealing very much alone, as though in a time
trial containing a comvay of ileless obstacies.
As in MofoGP, don't mistake their glance
over the shoulder when overtaken on
straights as an acknowledgement of your
presence — their sole interest is In the racing
line they've been programmed to follow - the
personality-fuslied nature of real ife MotoGP
adversaries having again failed 1o make the
start line, Comibined with the inert depiction
of collisions between machinery it tends to
make matters feel rather sterlle.

In the game's favour, your nder now feels
maore responsive and while it's still near
impossible to play adequately using the
digital setting, switching to analogue inputs
has improved the bikes' braking ability and
succeeds in promoting smoother play, This,
along with the introduction of an “action’
button allowing you to perform wheelies {and
stoppies) at will, thus enabling you 1o wiokantly
alter the direction of the 500cc beast
between your polygonal legs in order to
better negotiate the tracks' tricks, and the
removal of some of the mare annoying
aspacts of the original (such as the ndiculous
loss of speed when off track), has done

much to improve player involvemeant.

And while it clearly still has some way to
go MotoGP 2 fesls more immediate and
engaging; less lethargic and
s; better than MotoGP.

monotor
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Azurik: Rise of Perathia

Format: Xbox  Publishen Microsoft  Developer: Adrenium games  Prica: $50 (£36)

Felgass: Out now (US), TBC {UK)

t Microsoft's Gamestock event last year,

Ed Fries, vice president of Microsoft
Game Studios, was keen to use Azurk to
support his claims that Xbox was about to
usher in a new era. It was, he seemed to be
claiming, a four de force of console-style
gaming, providing evidence of the technical
capabiiities of its host machine as well as
dispelling the myth that Xbox would merely
be a low-cost PC. It is fortunate then, that
Halo managed to eclipse all expectations,
because Azunk deserves to be overlocked
More worryingly, it betrays all the halimarks of
a PC developer attempting to emulate a
misconceived notion of what console gaming
actually consists of

The game doss succeed in getting some
things right. Broadly similar to explorative
titles with a twist, such as Soul Reaver and
Shadowman, the twist in this case is that
over the course of the game your character
acquires four elemental powers. Although this
sounds quite humdrum, it's the manner in
which these elements can be combined to
unlock new areas and overcome specific
enemies that is particularly neat - as are the
impressively vast environments on offer.

However, it's unlikely that too many
people will persist long enough to savour the
game's subtleties, thanks to a number of
significant flaws. For a start, the game’s
aesthetic is ugly. As you'd expect of a game
g the frankly comy subtitle ‘The Riss
af Perathia’, the game setting is fairly
hackneyed — indeed reading the manual is
like having your tea leaves read (The element
of Death, for example “means reclamation”,
or, “in its most dreaded aspect, it represents
the void."). More importantly, textural detall is
low, and the lighting effects are inconsistent -
hardly a good advert for the capabilities of
nVicia's customn chipset. The unconfigurable
controls are Unwieldy at times, and the
handling is abbhorrent.

Floaty, animation-dictated movernent
makes the arbitrary and protracted
platforming leaps fee! guite random. And
structurally, the game s a return to the dark
ages of 3D platforming, with a proliferation of
otiose and confusing find switch' puzzles.

It's hardly surprising that certain elements
of the PC gaming community should look
upan cansole gaming with

-h disdain, if,
judging by Azurk, this is how they perceive it.
However, Microsoft can, and should,

do much better.

Imprecision camera

Nowhere is Azurik’s lack of precise control
more apparent than in a camera that
reaches almost unparalleled heights of
clumsiness. In theory it can be centred by
holding down the right trigger, and
manipulated via the right analogue stick,
but the default view is next to useless, and
scenery and objects frequently get in its
way. The problem is particularly obvious
when Azurik is swimming, as water
surfaces simply consist of a flat texture
which, depending on where the camera is
positioned, totally obscure either what's
above or what's below.

Level variability during night or day is one of
many theoretically nice touches that are sadly
undone by an excessive number of serious flaws

Unsurprisingly, draw distance is good, but textures are generally flat and bland. Combined with
substandard platform mechanics, it's hardly the next-generation experience that Microsoft promised

Edge rat

1g.
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Vampire Night

Formar: PlayStation2 Fubisher: Namco  Developer In-house/Wow Entertainment  Price: ¥6,800 (£35) Selsase: Qut now (Japan), TBC (UK)

jaint vanture between Nameo and Sega, Vampire
A Night understandably contains a mixturs of The
House of the Dead and Time Crisis flowing through its
veins. Spooklly, It lsn't as good as either, falling to
embrace the sense of vulnerability of the former or the
momentum of the la

However, that isn't to say that

re's no fun to be had from this. t's ra wll

ented and offers an interesting twist on the usual

pre

#ghigun formula by assigning health bars to the

stereotyped creatures of the night whose attention you
atiract (though they can stil be halted with just one
trigger pull by shooting the weak point).

Even by lightgun game criteria, however, it's very

short. True, this living roocm conversion contains play

modes not available to arcade players, namely a
challenging set of training lavels and a Special option
which introduces mission elements and a range of
collectibles into the main game, yet even with these

there just isn't encugh here to warrant an outright

recommendation. Vampire Night just dossn't seem

Bosses are too easy, really - rather than

concarned with bringing anything oniginal to the genre impede your progress, they feel like

tim its b levels

Angry he may be, but he isn't half as convincing as any of the adversaries you face in Sega’s The House
of the Dead, for instance. Still, at least time has been spent on Vampire Night's aesthetic production

Tekken Advance

Farmat: Game Boy Advance Publisher Namco  Developer In-house  Price: ¥4,800 (€25) Pelsass: Out now (Japan), TBC (UK)

t's no surprise to see one of the richest licances of
I the 32bit age arrve on Nintendo's increasingly
essential machine — the surprise Is in the quality and
technical imagination of the conversion. Tekken
Advance takes its impatus from Tekker: 3 and Tekken
Tag Tournament, introducing the Three Vs Three Tag
mode (alang with usual Vs, Time Attack, Practice and
Arcade options). The game is 2D now, of course, but
the combatants can sidestep around each other inan
approximation of the 30 arena.

The real achievement, though, is the seamiass way
in which the Tekken gameplay has been condensed
into a four-button set-up; kick, punch, tag and throw.
The fighting style has been faithfully translated along
with recognisable specials and combo moves, and the
tag element is well employed, cashing in on the cart
access fo offer slick character interplay.

Stripped of the flashy movies and lengthy storyline,
Tekken Advance — like all fighting titles undernsath the

Famous Tekken moves will be gloss — is raw, instinctive fun. It's also formulaic stuff —
recognisable to veterans of the series, don't expect any new features. As with SSFIl Turbo
even if the new two-button control system "

/ ; Revival, an impressive conversion tinged with
will take some time to exploit : P ng

nostalgia might not make for a long-lasting treat,

The excellent new interpretations of Tekken's previously polygonal fighters bring depth to what is 3 h :
essentially an old skool, on-a-2D-plane experience. The camera also pans in on key actions Edge raﬂng‘. Seven out of ten
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Sonic Advance

Format: Game Boy Advance Publisher Sega  Developer: Sonic Team  Price: ¥4,800 (£25)  Falease: Out now (Japan), O1 2002 (UK)

[ THH1ITT
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Gamers bored of hedgehog pinball may
want to take control of Tails instead. Not
that it changes the dynamic, you're still
speeding, spinning, and picking up rings

You'd think by now Robotnik would have noticed that the 'big robot vehicle, simple repeated attacks’
approach Isn’t working, but no, Sonic Advance sees him back for more violence spun by the heroic Sonic

Kabuki Warriors

Format Xbox  Puolisher; Crave Devaloper: Lig ight E i 4 i Price: 50 (£35) FRslssss: Out now (US), TBC (UK)

hose expecting a port of Sonic Pocket Adventure

for SNK's defunct handheld can breathd now. Th
is no Sonic 2 rehash, but an entirely new outing that
offers laudable additions, including a garden for raising
Chao (uploadable to GameCube's Sonic Adventure 2
Battig) plus a single or dual-cart multiplayer mode.

Predictably, most Hedgehog fans will head straigh
for the Story mode. Eight graphically-lavish stages
feature, including the inevitable Green Hill revammp. The
choice of four characters succeeds in adding some
variation to the approach, while hidden bonus levels
lead to chaos emeralds vital to the game's completion.
Indeed, even the play mechanics are relatively
untouched, with shields, bumpers and mechanised
enemies returning to the fray.

Despite such minimal improvement, the mixis as
potent today, as it was over a decade ago. Pinpoint
accuracy, hummable BGM and the most hackneyed o
boss levels make for gameplay the way it should be.
Indeed, with Game Boy Advance fast becoming the
weapon-of-choice for revisiting the halcyon days of 20
there’s littie scope for such software to do ¥
anything but succeed all over again. i

Edge rating: Seven out of te

abuki Warriors comes from Lightweight, pushers
K of historically faithful fighting games. However, this
is no subtle replication of the ancient Japanese art.
Poorly textured characters waltz to a simplistic system:
single buttons are assigned to attack, block, roll and
jump, while ancther makes your character perform a
kabuki dance, which leaves them vulnerable but wins
coin plaudits from the audience. A meter measures this
popularity and when it reaches a certain level, a sixth
button will execute a special move — fire, electricity,
whatever; weak, pointiess, 16bit eye-candy all.

The story-less Story mode, sees your team
journeying across 52 near-identical stages, each
housing three rival kabuki players. Entering a stage
means suffering a best-of-three tournament, and,
should you emerge victorious — which you will, since it
requires some effort to lose — you win the opportunity to
swap one of your fighters with one of theirs. Stages
financa travel, and more dancing means more money
means more level skips. Skipping levels s a goed thing,
as the actors take their final bows all the guicker, and

The first characters you receive don't
have any special moves or, oddly, any
textures to speak of. It looks like it plays,
like the game's still in development

you never, ever need to revisit the performance.
This isn't katbukd, It's Yie Ar Kung Fu with blusher,

Edge rating: One out of ten

< 094 3 EDGE ;

Special moves are one-joke irrelevances, doing little to deepen the dynamic. Edge beat the game
using just one move, over and over again. That's not indicative of any skill, just programming idiocy




The making of...

OPUIOUS

With precious little game development experience, tiny startup Bullfrog created
not just a memorable game but, in essence, an entire genre. Populous
discarded the established blueprint of ‘direct control’ between player and
on-screen charges, marking a true generational leap for game design

Format: Amiga

Publisher: Electronic Arts
Developer: Bulifrog

Origin: UK

Original release date: March 1989
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& |nslsted that Wwe would only

fly over if we could go first

class - it seemed worth a try =
but we were amazed whan they agreed,”
recals Les Edgar, co-founder of Bullfrog
“It seemed s0 opulent. | can remember
Peter and | saying on the fight that we'd
never in our lives be able to travel ke that
again, When we arrived in Japan, there
were TV cameras at the airport — and, with
no forewaming whatsoever, they were
waiting for us. We just couldn't believe "

Rawind through weeks, months,

saasons, and the story of Populous begins
with a simpie misunderstanding.
Commaodecre, fostaring industry support
for its fladgling Amiga during the mid-
1880s, sought to contact Torus: a firm
speciallsing in network solutions. An
auspicious error led to an unexpected call
for Teurus: a minor startup, barely
founded, with a plan for 2 database
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One occasionally overlooked facet of Bullfrog's momentous first game is its
superb multiplayer support. That two players could link Amigas for one-on-one
battles was a technical feat; the additional option for cross-platform combat -
between ST and Amiga - was truly revolutionary

EDGE #107

program. Judicious use of language by
Pater Molyneux during a subsequent
wvisit to Commaodore led to the not
inconsiderable bonus of free Amiga
hardware for his tiny company.

More fortuity was to foliow. Offered
the opportunity to write an Amiga port of
Druid 2 for Telecomsoft, Peter bluffed his
way into a princely £8,000 contract and
hired Glenn Corpes, initially to fulfil an art
role. "l didn't think | would be able to cut
it as an artist for much longer, because of
the higher standards required with new
hardware,” Corpes candidly admits — but
he could also perform coding duties. This
handy, incidental abliity became & catalyst
when, apropos of something or other —
and, he says, inspired in part by
Spindizzy's screens of 8 x 8 isometric
cells — Compes created a 30 landscape
with variable terrain levels, Les Edgar and
Peter found this immediately intriguing.
With no end resuft in mind, no blusprint,
but with palpable enthusiasm, they began
to experiment

“Over a wasek, we got & landscaps
wou could move around,” says Molyneux,
“but we didn't really know what to do
with it. | said, ‘Let's put some little pecpls
an it." Me baing me, | think | actually said
something like, ‘Let’s have a thousand
littls people run amund on it

Of courss, key to Populous is the
abiity to alter the level of its terrain, and
what was originally a novel trick soon
became an integral gameplay elemant —
but only after one issue was addressed,

“All you could do at first was raise the
landscape up and down,” remembers
Corpes. "This was going to be controlle
with a joystick, but it was Peter who sai
we should use the mouse. It was a nast
bit of coding to coordinate lahdscape ar
mouse pointer.”

“We were very pnmitive at that poin
axplains Molyneux. “it seemad a daurtir
task. although it seems laughably simple
niow. It was all a bit soulless, though. Th
next step was realising that it was
pointless just having the peoaple miling
around, so why not let them have little
houses? Little people would ook for
blank area of land, then build a house.
The more houses, the more people, anc
the game evolved through that."

“We didn't talk about gods for a
second — it really didn't occur to us, We
said: let’s have a red team, and a bius
team, and they're both trying 1o expand
to fill the most terrtony: The naxt thing w
did was the most amazing revelation. W
linked up machines with serial cable,
which led to early multiplayer games.
Muttiplayer Populous came way before
the singleplayer game. It was far more
strategic and quicker than we thought it
could be, flattening the landscape for
your team. We even coined special term
for what we would do, like ‘sprogging’
and ‘nippling’. There was still sormething
lacking, though. The games we played
took hours and hours — the only way to
win was o stop the other person's
people settling down.”

“We got the multiplayer mode
working from pretty much day ons, and
was really good fun,” agrees Corpes, wh
produced the distinctive ‘book’ border
artwork within days of beginning work,
“but garmes did last too long. We used t
work an it until six, play it till ten, then go
to the pub and talk about it for an hour.”

With Molyneux and Corpes looking
to add layers to their simple, engaging
brief, Les Edgar atternpted, for & worryin
time in vain, to find a publisher. “We
couldn't sell it to anyone,” Edgar recalls
with & laugh. *I even rang up Lego, and
tried to explain the idea to them. They
didn't like the Good versus Evil idea for
some strange reason, so they weren't
Interestad — which Is funny, when you
consider all the Lego sets with laser gun
cowboys and Indians, and so forth, We
tried everybady. While [the team] wers in
the office, | went off with disks to, |
supposs, over a dozen publishers — ever
the B-, C-, D- and E-list companias. We
didn't go to EA aven though we knew



Its successor added a popular full-
screen option, but few criticised
Populous' small play area. It's perhaps
difficult o appreciate, with hindsight,
Just how truly revolutionary Corpes and
Molyneux's engine seemed in 1989,
although its icons took time to memorise

s the green
Glenn Carpes thinks that Biis, having

worked as producer on Geoff

d's The S

Cramm entingl earfiar in his

career, may have suggested Populous

{very similar) lev

also remembers Molyneux suflering
disastrous hard drive failure; with no

back-up of his source code, Molyneux

that It was probiably a bles

ng In
disguise; the code was much better the
Second time around

What would becomse known by
many as ‘God powers’ wene introduced
as the missing gameplay device; flesh to
the muscle and sinew of encouraging

be fruitid and

miniature C

¥

Oes

multiply. “Tne first effec put in was

ux. “We had

this Idea that a fitthe power bar couid
l& wera inside their

earthauak: ot there

sl

‘e Dig problem. How could
you finish a game more quickly? The

last thing we added, and tha solution

was the knight — the abilit

the little people mio one b
go and fight.”
Despite thelr obvious passion for

opus, Molyneux vividly remembars

I when the time came to

to the outsioe workd. |

can remember worrying, 'People are
going to think this s complately weird,'
We'd already seen that loads of

publishers didn't get tand. aswe had a

paratively bad dsal

weren't really expecting any royaities.

Without showing someons, or better still

g them play Foouious, we didn't

really know how best to explain . At no
point during Oevelopment did we talk
gbout you being & god, or it being a 'god
game’ - It just didn't occur 10 us. The
parson who suggested that was a
jounakst caled Bob Wade. He was the
first games joumnalist 1o come and see it.”

Bob Wada, then of muitiformat
games magazine ACE, s now a

COmg

Ny director. *It would be nice to
think it was me. but I'm pretty sure it w
the ACE team as a whole that came up
with ‘god game.” | do remember the trip

to see it. though. They were obviousty

., and weren't used to
t of attention. Only

affe

ands did | realise how unprepared
they were for it all. They were normal
peopla, with a ganuine passion for what
they ware doing. It was as much them

asking what | thought

5 it was me
asking them about how it worked, |
remember Peter asking me what |
thought of it while in the pub later that
day and | didn't have any qualms about

saying i

was bloody special
absolutely blinding, and it was going to
be huge. | really wantea to go back and
iay it again."

“All | wanted to say was. "What do

think?"" laughs Mol

yTHELX “So we

took him down the pub, drank God

knows how many pints. plucked up the
purage, and then asked him. And he

By, loved it. So | made t

-
take hwm bDack to play t

again, just in case he changed his mind
Critical approbation vindicated the
degire 1o

truty met with universal Bociasm - Dut

innovate — and Fopulous

ifrog was impoverished. At the time,
the codeshop was operating out of a
room in an attic {("Our officas wer shite

thay were absolutely awful,” shuodars

Molynewnd above a penssoner who w!

ack semor Fujitsu staff with a mop

later

when thay attempted to pay a visit. "We

“Wea really were vary detached from the

quantities sold - we had no idea how big

t was. Our first ¢

about what to do next. The next cheque
was for a quarter of a milkon, | thought it

Was a mistake at the time. | actually

called EA to tell them. And then

imagineer made an absu

for rights to deveiop it as one of the

launch titles for the SNES in Japan,”
Ah, yes. Japan. At the airport,
Maolyneix and Edgar were thoroughly

nonplussad Dy thelr reception, ¢

avents that followed. “it

as Massve
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the making of.

over thera," Moiynawx says, with
ment. Westem cormputer

under

sst cion't, and still gon’t, evole

great fervour in
organised this big competition, with me
playing against their national champion

They had

They even played our respective anthems

belore we began. | hadnt played it in two

months. | knew the chaats, though. |
woulkd have used them If | hadn't had al
those DIo0Qy cameras watching my
vee. {Laughs] He absoltsly

thrashed me."

every mx

As a fooinote, It's worth mentoning
that Glenn Corpes dlaims that Molyneux

netanously tweaked aspects of the

da in order to beat him

dunng multiplayer batties. We

dont d, Glenn.

JOt it vor a s

Those who bought the add-on pack for Populous have
reason to feel mildly cheated: in terms of programming
Peter Molyneux merely (and cheekily) reversed the order of
the randomn number ‘seeds’ used to generate landscapes

(1]



Where yesterday’s gaming goes to have a

Examining gaming history from Edge’s perspective, five years ago this month

“Entertainment is not a necessity. when &

The Prescrean section | disappointing

Edge

M an hahtning strike b
Can lightning strike t

excitedly), w

0K at

mage can't have been hurt by the man-of-steel fi the rear. And, while Perceptions was hyping its M2

colour applied to his face across E43's cover. “We have
elected to release fewer titles, and only splendid games
Wil

Power Crystal, a convenient revelation appearsd
elsewnere. The feature on Great Videcgame Myth:

be released for the NE4," was the presidents palicy,

deep Into -":rn-ng'ﬁ history and turned up the truth

although the 84 incarnation of that other man of steel, behind the M2 ogy demao at '85's E3. it was all

Superman, would later question Yamauchi-san's definitio Just hot alr. Hyr

3D0. Edgesr

of splendid. Maybe somet

DID THEY REALLY SAY THAT
“Wo ware proud to be approached to work on the M2, it's grest to be
the first with such stunning hardware." Andrew Whittaker, Percaptions,
makes Edge wonder if the comedic M2 guote supply will sver dry up.
DID EDGE REALLY SAY THAT?
“Ecstatica 2 is a game with more balis than most *
Edge shoshoms a sgherical gag into the review of Pysgross
Shpsoxd survivill NOMDr sequet

STSCREENS |AND RATINGS)
MD¥ (PC; 910}, Ecstatica £ {PC; 710, Dark Saviour [Saturr; 7/10)
Dve Hard Arcade {Saturr; 8101, Reystorm [PS; 7/10), Monster Trucks
{PS; 6/10), Micro Machines v3 [PS; /100, Scorcher (PC, Saturm; 7/10),
NBA Hangtime (NE4; 5/10), The City of Lost Children (PS; 410)

1. The Power of the M2: fake
render... 2 ... And actual
scraenshot, from Power
Crystal 3. "Can | have your
autograph, Mr Yamauchi?”
“At the end of this contract
legally binding my company
to Ignore Europe for the next
ten years? Surel" 4. Big In
Japan that month: bikini
catgirls 5. Konami's
Castlevania X, going for the
Christian demographic

£. Nolan Bushnell, Ponged

ey

IBEEEESRESRRBE - :

The industry's favourites from yestaryear, Thes month, Aleks Krotoski
prasantar of Channel 4's ‘Thumb Bandits', gets on her bike

It was back in the iate '80s, when | was fiving a
stone’s throw from Disneytand, that my fascination
for Paperboy began. It was the machine situated
directly at the exit of Space Mountain, and |
associate hours of quarter-fiogging with the post-
coital adrenaline rush of being hurtled at a zillion
miles an hour through pitch black,

But what really dragged me in was the handiebar
peripheral, the very first ridiculous controller! With it,
you couid steer your delivery boy through a week of
sunrise toil and tribulation, down & strest of volatile
residents (and their pets) and chuck the Daily Sun
into mailboxes, onto doorsteps, and most likely,

Aleks Krotoski gets 2 warm glow Just thinking about the obstacle course in Paperboy

100 EDGE #107

through windows. The more people you pissed off,
the fewer subscriptions you had the next day, but
you got extra points for trashing non-subscribers’
property. At the end was an obstacle course with
targets, high platforms and a round of applause at
the finish. A generation of British gamers graw up
thinking there was an assault course at the end of
every American paperboy's route. Let me assure you
there wasn't. But it was tricky. | was lucky if | got to
Wednesday. Home it came, onto my Atan, but
without the cool peripheral, the game went kinda flat
But thanks for the memories, Paperboy. You'll
always be remembered as my first job.
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FAQ

Jeremy Longley

on titles such as Theme Hospital, Jeremy
Longley joined the exodus when he set up
Lost Toys In Guildfard with Glenn Corpes.

| I aving cut his development teeth at Bullfrog

What was the first videogame you played?
Asteroids, | think. Although it might have been
Space Invaders or Breakout.

What was the first computer/games machine
you owned?

An Amstrad CPC464 - one of the first, with the
proper keyboards, befors they flattened them,
Although | had a Game & Watch, and a really
cool CGL Frogger machine before that.

What was the first thing you ever created for a
computer or console?

I wrote an extremely dodgy Donkey Kong game
on the Spectrum in about 1983.

What was your first job in the industry, and
what was the first thing you ever designed?
Builfrog - | was dumped straight into writing
complex coflision code for Creation (sadly never
released), and followed that with music for
Theme Hospital.

What's your favourite game ever, and why?
Mario 64 — superb in o many ways, and as a 3D
platiormer nothing’s even come close since.

Kick Off 2 comes a close second.

What was the last game you played and what
did you think of it?

Project Eden — pretty cool. You can see that a lot
of time and effort has gone into creating the
puzzies, and there's some really cool texture
work. Shame about the ending, though.

“The games industry has matured massively over the last ten years,

Weapons'), or Neal Stephenson {The Diamond
Age'). As for albums, Liquid Tension Experiment Il
(obscure) or Queensryche — ‘Operation
Minderime' (less so). Recent favourite films are
‘Fight Club' and ‘Mementa'.

Which Website do you most regularly visit?
Google.

What game would you most like to have
worked on?

Deus Ex. Incredibly complicated, but they

managed to make it all stick (and release i),

Of all the games you've been involved in in
the past, what's your favourite and why?
MoHo - okay, so it was too hard to get into, but
when you did it was one of the most infuriatingly
addictive games I've ever played, even if Edge
disagrees.

What stage is your current project at?

We're about a year into a really cool console
shoot 'em up. We'll be announcing all the detalls
in the New Year. [See p38]

What aspect of it do you think will impress

players the most?

That we've created an incredibly detailed and

complex setting for the game, and yet kept the
gamepiay intuitive, accessible and immediate.

What new development in videogames would
you most like to see?

| know it's many years away, but when game
developers can assume that everyone has a
broadband connection, gaming will change into a
"what shall | play tonight?" attitude that TV has
right now.

but it still looks like a pimply teenager to the outside world”

How many hours a week do you actually
spend playing games?

Depends - probably 10-15, Less now that |'ve
(finally) stopped playing Quake regularly. | make
an effort to try to finish one game every couple of
months.

What's the first game you look for when you
walk into an arcade?
BeatManja.

What's your favourite book, album, and film of
all time?
Anything written by lain M Banks (‘Use of

What disappoints you about the videogame
industry?

That fewer and fewer people outside of Japan
are prepared to take a risk on being creative.

What do you enjoy most about working in the
videogame industry?

The same as | always have - the fact that you
start with nothing, and end up with sormething
wonderful in a box on a shelf that people can buy
and be entertained by.

Whose work do you most admire?
Miyamoto has the highest ‘game’ to ‘great game'

EOGE

ratio | can think of; I'll always keep an eye out for
anything he's involved with. Otherwise, the
Japanese in general - that they consistently turm
out original, creative, mad ideas, and keep their
markst interested in that type of game. Can you
imagine pitching Super Monkey Ball or Rez to an
Amarican publisher?

What new gaming platform are you most
looking forward to?

Well the latest batch are all out now. I'd say the
GameCube will have the highest average guality
of games, simply because of the profile of the
developers working on it; but I'm hoping that the
competition will drive some life into the industry.

Do you have any thoughts on mobile phone
gaming?

I'm still waiting for something that really qualifies
as a game.

Videogames: Art or Entertainment? (Discuss)
Entertainment. A game can be artless
entertainment, but it can't be entertainment-free
art, Of course, it's usually better if it's both! (Does
anyane remember the ‘art’ mode in -Robot if you
pressed the wrong button?)

What pleases/disappoints you about the way
videogames are discussed in both the
specialist and mainstream press?

It would be nice if it was discussed in the press,
other than as a gimmick that they expect people
to grow out of. The games industry has matured
internally (by force rather than design) massively
over the last ten years, but still looks like a pimply
teenager to the outside world.
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So Edge ONCe again pins its colours very
firmly to the mast [Prescreen Intro/Edge 105]. It
seems Miyamoto-san can really do no wrong in
your eyes. 'Cartoon Link' might well be to your
liking, Edge, but did you stop to wonder why over
9000 equally passionate individuals have taken the
time and effort to register their dislike for
Miyamoto-san's new ‘vision' for Link? They can't all
be bonkers/missing the paint/ill-informed/party-
poopers (delete as appropriate).

| definitely do not like ‘Cartoon Link' and,
frankly, | expected better from Nintendo with regard
to one of their flagship franchises — especially when
it comes to debuting it on GameCube. True, Link
was 'cute’ on NB4, but at least he existed as a fully
three-dimensional character in a beautiful and
believable game-worid. If it were up to me (and a
whole lot of others) I'd take Miyamoto-san to one
side for a ‘guiet word' about his new “vision' for
Link. Here is a real opportunity to let Link loose in a
glorious realisation of the Zelda game-world — with
all that horsepower sitting under GameCube's
bonnet; a chance to deliver a killer punch to those
other 128bit contenders and create a truly
unforgettable {and unimaginably profitable} title into
the bargain. Instead, we have the prospect of a
cel-shaded two-dimensional sprite wandering
about a distinctly underwhelming environment,

Maybe I'm going to have to stick with Dark
Cloud, Jak and Daxter, et al. | don’t want to, you
understand, but | — along with so many others —
just feel very let down by Nintendo's decision to
‘re-invent’ Link for a new generation. \We were
looking forward — so much — to seeing Link
triumphant on 128bit technology.

It is a fact that the new-look Link has very
definitely not gone down well with a very large
proportion of Zelda fans and this, in itself, does not
bode well for the game's prospects come release.
Of course, Nintendo can ignore the pleadings of its
core consumer-base if it wants to, but even they
might like to note a recent poll in EGM (US edition),
which reported a whopping 48% of potential
GameCube buyers would choose to make Rogue

Letters, Edge, 30 Monmouth Street, Bath BA1 2BW

i)
Communicate by post:
Or email:
edge@futurenet.co.uk

Leader their first purchase for the console, with
Luigi’s Mansion trailing with a poor 28%. Not like
the days of Maria 64, Is it?

A little less pontificating, Edge, a touch more
subjectivity, please — we're really not all idiots - and
make mine a Aogue Leader, with all the timmings.
Philip Ford

Surely one of the most attractive aspects of
videogaming is the creative freedom when
constructing a gaming environment - to have the
choice (and courage) of exploring new artistic
avenues rather than remain tied down to realism?
Edge would argue the new Zelda already promises
the very thing you crave — it uses the GC's power
to create a glorious realisation of a game world
and, potentially, a “truly unforgettable title”.

Console games have never rsally
interested me. | prefer simulations, and these are
what the PC does best. Bearing this in mind, | was
fascinated by the letter in issue 103 regarding the
suggestion that Edge should give up reviewing PC
games, simply because the writer didn't agree with
your review of Max Payne. Personally, | find it
refreshing to see an honest review of a game that
is far too shallow to be called a simulation, and is
certainly not a good example of a typical PC game.
The ironic part of this Is that | would actually class
Max Payne as more of a conscle game than
anything else, mainly because of its simplistic
nature. | have played the demo, and this was
enough ta convince me that anyone interested in
simulations would find nothing of interest here.

As far as PC game reviews are concemed, |
believe that the credibility of Edge is second to
none. The likes of Max Payne suffer because thay
are flawed, but true classics like Deus Ex are
revealed as the real gems of the PC gaming world.
Chris Low

The article ‘Middleware: sinner or
saviour?' in E105 raises some interesting points,
but seems slightly biased in favour of the growth of

middleware. In the interests of redressing this
balance, here are a few thoughts on this subject.

One major downside is that middleware kills
skills. Some of the most valued skills for games
programmers are best learned by working on
engine code. An intimate knowledge of the best
ways to push graphics hardware is usually gained
by getting down to the mstal. 3D maths skills are
most readily honed by coding up a physics engine
The proliferation of middleware could see the next
generation of games programmers missing such
important skills, and hence ramaove much of the
innovation that games programmers are valued fo

Munch’s Oddysee is cited as a success story
for middleware. A few facts are missing from this
tale. Oddwarld inhabitants have some of the
industries most respected programmers helping ¢
make this game & success — it probably wouldn't
be so hot if the team were purely 'art driven’. The
ability of Oddworld's artists is alsc a major
contributing factor towards the quality of the gam:
The way an engine locks is limited by how well th
artists utilise it.

|'ve seen first hand (although not at Creature
Labs) what can happen to a game when
middleware rendering and physics engines are
used by programmers who do not have engine
coding experience. Middieware certainly has its
place, but it's still a long way from obviating the
need for in-house technology.
Oscar Cooper, Creature Labs

| have been = games player since around
1980, | currently own a PSone, GBA and a super
dooper PC. I'm thinking of buying one of the big
three conscles, (well two — | refuse to contribute K
Gates Ine, so the Xbox is out), but | am confused
and bemused by many issues. Firstly, | like PC
games. | never used to really, but | have been
converted. | think the PC platform creates games
that simply could not have been written for a
console. But times are changing fast, and we are
now seeing a far more sophisticated type of
gaming experience on the consoles — maore PC-|ik

“If it were up to me (and a whole lot of others) I'd take
Miyamoto-san to one side for a ‘quiet word’ about
his new ‘vision’ for Link”
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if you will. This is all very good, but what | would
like to know Is, Is there a future for PC gaming,
especially now that the 'gaming PC without
Windows', aka Xbox, has arrived on the scene? |s
Microsoft putting its sizeable might behind
removing the PC from the gaming equation
altogether by creating the Xbox?

For ma, it would be a great shame if the PC
died as a viable gaming platform, not because I'm
a gesk who is slavishly devoted to a single
platform, but because different gaming platforms
offer different types of games and gaming
experience. Handhelds, by the very nature of their
dimensions and hardware, reguire game designers
to design games that exploit the platform best and
make the most of its limitations, hence the
proliferation of 20 platformers and puzzie games.
But there are still good, innovative games to be
found on hadihelds despite the relative lack of
graphical sophistication on offer.

The PC, with graphics every bit as exciting as a
console, is a platform which is unigue in the
gaming world — | doubt if truly great games like
Half-Life. Doom, Shogun, Civiisation, Operation
Flashpoint or Hidden and Dangerous, would have
existed at all if it wasn't for the PC platform (you
can also, obviously, use this argument as well for
consoles). | think gaming diversity will die out if
different platforms die. At the moment, we are
standing at a gaming crossroads — consoles are
adopting the best bits of PC gaming, and making it
more user friendly and less messy (no drivers,
patches, compatibility issues, etc) for first-time
players. The Xbox looks to me like the first
generation of PC/console hybrids. My question is,
as a devout games player regardiess of piatform,
where does this leave the PC?

Mark Doyle

There PC remains home to genres that consoles
can't touch, though perhaps not as many as there
once were. As long as there's a market for such
titles, and publishers continue to make a profit,
don’t expect PC gaming to disappear overnight.

Philip Ford appears happy to dismiss a game
simply based on its aesthetic treatment, even when
no substantial details of play mechanics are known

| expect Matthew rringe thinks those
same Game Boy-buying 12-year-olds buy ‘FCUK'
tops because they think Franch Connection make
high quality, reascnably priced clothes? After 18
years in videogames my reaction to the Xbox was
the same as your cover — well done. The cover
looked stylish and was way less offensive than
some of the shite on the shelves.

lain

| have recently nad 1o think about my
responsibilities as an adult after my friend'’s eight-
year-old son came to visit and wanted to play
Grand Theft Auto lll. He stated the old refrain that,
“All of my mates have got it,” but then detalled a
knowledge of the game that could have anly have
come from playing it for some time. | was caught in
a dilemma as it seemed pointless to deny him
game time but | felt that he was not mature
enough to undersiand some of the deeper issues
of morality/immorality that arise from playing GTAIIl.

This got me into thinking about the possibiiity of
DMA, Design developing a child-friendly version of
the game. It would feature exactly the same
fictitious city, graphics engine and game play, etc,
but with a sightly different pretext and mission
objectives. For instance, the protagonist could be a
cop or & detective and missions such as murdering
the Mafia boss could be changed to disabling his
Limo by shoating the tyres, thereby resulting in his
capture. Most of the driving-based missions could
remain intact and non-lethal weaponry such as
stun guns and tranquilliser darts could replace
some of the guns, with a pistol only becoming
available in later missions where self dafence may
be crucial. It could be made impossible for
pedestrians to be killed or run over by employing
methods such as are included in the Driver series
and blood and gore could be removed without
compromising the gameplay as games such as
TimeSplitters and GoldenEye have shown lts
navelty tactor in GTANll soon becomes secondary
to the gameplay anyhow.

These modifications and tweaks to the game

should not hold up release deadiines as the
development would run in tandem with the adult
version and should prove to be profitable as the
basic game would be universally available, The
publisher would also be releasing two games
simultaneously but using only one promotion and
marketing budget theraby further cutting costs.
There may also be a crossover potential with aduit
gamers buying the child version after they have
completed their game and aiso the possibility of an
iLink mode of ‘cops and robbers'.

| believe that parallel development of aduit/child
orientated games may be a way forward out of
what can be a moral minefield and would possible
please everyone from producers to consumers
Incidentally, | introduced my friend’s son to the joys
of ISS and GTAN was quickly forgotten.
Jay Smith (though not the same Jay Smith who
was recently published)

Ed Bartlett's comments n iast monins
Inbox were a little strange. Yes, videogames are still
in their infancy: this is why we are a lot more
forgiving of bad ones. (Less so than 15 years ago
as Eddie Daly pointed out on the same page with
his superb analysis of the Spectrum.) As a gamer, |
don’t expect to find perfect games around every
comer, and neither does Edge, as we can see
from your review scores. In fact, | expect every
game | buy to be flawed, and I'm usually right.
Every now and again, I'm proved wrong and it's
fantastic: this is what | hope to see more of as the
market matures.

But to use the infancy of the medium as a
defence of bad writing in games is weak. Writing
for games is like writing for any other medium. The
only reason cliché-heavy, badly written stories ane
SO pervasive in games is that game designers think
like game designers, and treat the storyline, to
guote Ed, as something "which merely serves to
stitch the gameplay sequences together”,

Look at Deus Ex for example. It had plot,
exposition, back-story, subplot and narrative, but it
also had interaction and gameplay in spades. It

“The only reason cliché-heavy, badly written stories are so
pervasive is that designers treat the storyline as something

‘which merely serves to stitch the gameplay together
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also had a fully paid-up professional writer on the
staff, who knew his craft and was adaptive enough
to cooperate effectively with the rest of the team.

It was so successful because the designers
didn't treat the storyline and interactivity as a
tradeoff, as Ed seems to imply when he says, “If
you want a good story read a book.” Maybe I'll
take that into account when | next think about
buying a Bitmap Brothers game.

Chris

| think a point was missed in Rob Cole's letter
concerning the secondhand games market (E106).
When | take a game back to EB or wherever, it's
nat only because I'm a bit sick of it, but also to
part-finance the purchase of a new titie — which is
good for the games industry | would imagine.
Greg Wheeler

Having read the stters page (E106) | fesl
the need to address some of the issues raised.
The comment about the front cover of E105 is, at
best, misguided. | felt that it highlighted a very
important advance in videogaming, namely the
release of the Xbox.

Also, | was not as lucky as Jay Smith as | was
too il to travel to Manchester, Sega themselves
have stated the improvements over the Dreamcast
version of Jet Set Radio. From the screenshots
and movies |'ve seen this is a big (for a sequal)
improvement on the original. Halo is recognised by
all magazines, yourselves included, as an amazing
game and to compare it to anything on the PS2 is
strange indeed. I've already pre-ordered my Xbox
and spend most of my time worrying what games
to get (| can only afford two). Halo is one, with
Project Gotham, or DOA3 or one of the others
because they all look worthy of a purchase. When |
purchased a PS2 for my son | had a similar
problem but, the other way round. It was hard to
find two good games. | know about GT3, MSG2
and Devil May Cry, but these weren't launch ftitles.

As for the controller, big and ugly though they
are, for someone like me who has problems with

A different Jay Smith wonders whether publishers
should consider simultaneous development of
child-friendly versions of their more violent titles

all my joints it could be the perfect answer. | find
the P52 pad very painful after half an hour or so. |
don't want to get into the my console is better than
yours trap, because I'm 38 and had that from the
days of the Mega Drive/SNES. It's Just the Xbox
can do things that the PS2 can't.

Finally in my opinicn the Xbox is the greatest
improvement in consaole technology (due to the
built in hard drive) there has ever been. In years to
come people will thank Microsoft for making it
possible to advanice game design and enjoyment.
Dave Ponsford

Firstly I'd like to say that | have never in my
21 years of life ever written a letter to a magazine
but your constant critism of Nintendo's European
policy has forced me to write and defend Nintendo.

I'm not an employee of Nintendo, but | fegl that
after three and a half years of great PAL NB4
conversions they deserved someone to speak up
for them. Its true a lot of early AAA NB4 games had
big borders (and 100% of SNES games), but from
Lylat Wars onwards they made sure that they
optimised all their games even niche games like
Tetrisphere were full screen and full speed.

Yes Nintendo do make bad decisions such as
no Sin & Punishment or Animal Forest, but
Nintendo are a business not a charity for skint
hardcore gamers who can't afiord an import
machine or read Japanese. Would you spand
thousands of dollars to translate Animal Forest into
15 languages, only to see it sell 100 copies?

| haven't bought a PAL PSone or PS2 game
since 1996 but recently | was horified to play a
PAL copy of Devil May Cry. | was shocked that this
was still going on. I've been buying PAL dreamcast
and NG4 games for years and assumed that this
sort of treatment of AAA games had stopped. what
| would like to know is why do you ignore Sony's
rmistreatment of the PAL market while accusing
Nintendo of an act because of what it did between
1992-1997,

In E106 you even put Nintendo in third place
behind Xbox for this same reason. You seem to be

using opinion instead of fact. Maybe you should
start reviewing PAL versions of games instead of
the imports. Maybe this'll refresh your memary on
who really mistreats Europe. I'm not saying
Nintendo is whiter than white because they still
have issues to solve, as I'm still waiting for
Advance Wars (I'm not prepared to pay $50 to
CEX) but neither are Sony or even Microsoft as it's
too early to tell what sort of attitude Microsoft has
towards Europe but lets hope it's more like Sega's
{or Nintendo's) rather than Sony's.

Kamran Tehzeeb

Opinion instead of fact? Fact: when it comes to
Europe, Nintendo is consistantly thie most
uncommunicative company (only now, 18 months
after Japan and the US got theirs, are details of th
GC's EU launch being announced). Fact: PAL
versions of Nintendo consoles and games 1ake
generally take far longer to emerge than those of
its competitors (Excitebike 64 arrived over a year
later than its NTSC cousin — and with borders)

In Europe, Nintendo behaves ke a petulant
child — happy to promote its range when things are
going well, but likely to stop playing as soon as
conditions change (compare the marketing push o
the Game Boy series to that of the N64, for
instance). Granted, Microsoft has much to prove
but it would take little effort to ensure its approach
to this continertt is at least on a par with that of
Nintendao’s.

The majority of SCEE published games now
appear to offer anamarphic and/or B0Hz options -
let’s hope other publishers follows suit.

| was wondering if somsbody could tell
me why more games don't have subtitles for the
cut-scenss (for example Return to Castle
Wolfenstein, for one, is sadly lacking)? There's a lo
of deaf gamers out there who miss out cause they
can't tell what's going on in the cut-scenes. Even
an option to turn them on or off would be
welcome.

Stephen McCarthy

“The Xbox is the greatest ever improvement in console
technology. In years to come people will thank Microsoft for
making it possible to advance game design and enjoyment”
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Stephen McCarthy reminds developers that the
simple inclusion of subtitles (as in MGS2, far left,
but not RICW, left) is a crucial one for deaf gamers

From the forum

A selection of choice cuts from Edge-Online's discussion outlet
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Edge is lOOking for talented feature writers. If you have excellent writing skilis, an in-depth knowledge and passion for gaming and an abundance of
ideas then you could well be the right person. Strong Industry contacts would be a bonus but enthusiasm, reliabllity and vision are more essential qualities.
Applicants should send samples of work and five comprehensive feature ideas, along with a full CV and covering letter, to:

Mark Walbank, Edge, Future Publishing, 30 Monmouth Street, Bath, BA1 2BW.
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E108 on sale February 27

Next month

A special themed issue.
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