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The future of electronic entertainment

on't act so shocked, you've suspected it all along.

If there’s one argument that continually gets levelled at
your pastime by the cognoscenti it's one that invariably and
ultimately focuses on the irrelevance of gaming: its absolute
futility; its absurdly one-dimensional subject matter; its
inability to offer anything approaching cultural worth.

It's a flawed argument, of course, put forward by
Individuals clearly happy to dismiss an entire medium of
which they have little to no understanding. Individuals that
have never taken the trouble to experience Aez, Ocarina of
Time or ico, to name the first three that come to mind.

And that never will.

But, as you'll find out about on page 54, certain members
of the academic world already have taken the trouble and,
crucially, they've not only acknowledged the significance of
videogaming but are also busy propelling the message.
Intellectual recognition is vital for gaming's sustained attempt
to break into the mainstream consciousness. Without it,
gaming will continue to lack the credibility to do so.

That’s largely because without intellectual recognition,
other media will continue to ignore videogaming. Forget Lara
Croft on the cover of The Face' - gaming remains a long,
long way from receiving fair treatment from the general press.
It's not so much that, as in society's higher cultural circles,
only a handful of journalists seam qualified to properly
approach the subject, but rather the incessant prejudicial
barriers erected by individuals incapable of regarding
videogaming as anything other than a puerile activity at best,
and a psychosis-inducing engagement at worst. Press
Ganged (p64), Edge's evaluation of the state of mainstream
press videogame coverage, is uniikely to be remembered as
one of the magazine's most positive articles.

In fact, the entire issue is a little negative - it's been
a typically ‘post-Christmas, pre-Easter' month. And it all
began with the visit to Skywalker Ranch which Is still far (far)
away — evidently much further than anticipated.

Our apologies to those who were stirred up by last month's
Next month page. Should any of you feel seriously aggrieved
we're sure LucasArts' publisher will be more than

happy to offer you an explanation,
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Xbox gets off to inauspicious start in Japan

Microsoft pays the price for a launch campaign dogged by mistakes and blunders,
but Dead or Alive 3 sells in sufficient numbers to save face

W ith & reasonably successful US
launch behind it, Microsoft faced the

sternest tast of its Xbox mettle yet on

February 22, when Tokyo's Shibuya district,
decked out in publicity posters, witnessed
the Japanese launch of the consocie. Once
again, Bill Gates was on hand to lend his
personal endorsement, and the
appropriately monikered J-Pop band,
X-Japan, was enlisted in abid todrumup &
bit of launch day fervour among the queues
that had assembled to observe the first
major US console to launch in the country
3D0 in 1993. But after the initial
commotion had died down, preliminary

sincea th

sales figures indicated that, while not
disastrous, Microsoft’s performance wasn't

e cularly impressive.

comparty managed

each, gunng It
half of the initial shipme

considerably less than the 30

GameCube units sold during th

launch last September. Indeed the
Japanese launch of GameCui asn't
widely regarded as a success, and
Microsoft doesn't have the imminent
prospect of Pikmin, Smash Brothers, and a
new set of vividly coloured consoles up its
sleeve to give its console a sales boost in
the short-term, Worryingly for Microsoft,
second-hand Xbox units are reportedly
already on sale at a discount in Akihabara
as Edge goes 1o press.

Microsoft's Special Edition Xbox sold reasonably well, but the console's launch didn’t go
entirely smoothly, and complaints about faulty units scratching game discs soon appeared

[Microsoft] shifted around 123,000 units during

its first week, which is considerably less than the

300,000 GameCube units sold during its launch

it would seem then, that a s

0s 10 De

Japaness gaming audience s
nced by the power of Xbox; given the
wvely low launch figures, it's particularly

important that in the short- to medium-term

t onsole's software ling-up is a strong
one. Of the 12 saftware titles that were
avaiable at launch, the key seliers were
Tecmo's Dead or Alive 3, Capcom's Genma
Cnimusha, and Microsoft's own Project
Gotham Racing, but the software ratio
wasn't particularly dazzling, with figures
suggesting that approximately 1.5 games

Disappointingly

ox: having sold

copies, the game proved to be a system
saller. Without it, there's no question that a

succession of mistakes made over the

course of the long running build-up to
launch would have marred the console’s
chances. Indeed mistakes continued 10 be
made even after the launch. As compilaints
soon fittered in that the Xbox was scratching

p to ¥8,000 for repairs
to be conductad, for example. As Edge

goes o press, reports are indicating that the
problem is serious enough to warrant a
recall, though Microsoft is adamant that the
setback is a superficial one

There was also confusion regarding the
capabilties of the Special Edition Xbox
Though more expensive than the standard
unit at ¥39,800 (£215), sales of this
transhuicent model, replete with Bill Gates
key fob and designed specifically for the
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Taking its lead from several other high-profile gaming launches, Microsoft opted to festoon
Tokyo's Shibuya district in Xbox loges. Arguably, it would have been better off in Akihabara

Japanese market, were reasonable enough,
with 37,700 units sold out of 50,000. Once
again though, complaints soon sprang up
from punters who had wrongly believed this
version to support HOTV playback and DVD
compatibility out of the box

Teething troubles

Of course, every new conscle has its
testhing troubles, and problems such as
these are to be axpected if not exactly
ermbraced. But the real oversights and
errors started back at the Tokyo Game
Show in spring of last year, and have
continued to cast a shadow over Xoox.
Daspite positive measures, such as
introducing the unit at an affordable price

compared to Europe, or arganising the
recant Xbox Expenence event in Akihabara,
Microsoft has simply found it impossible to
shake off every bit of criticism within Japan.
Although it's easy in hindsight to paint
out mistakes, posing on a burger mat was
the least of Bill Gates' slip-ups as it tums
out, Perhaps the most significant came at
the spring TGS, when he allegedly forgot to
visit Konami. Having taken the time to visit
the likes of Sega and Kosi, he neglected to
call upon Kenami's waiting CEO - despite
the fact that the company was the only
publisher to demonstrate a playable titie
(Aiforce Defta 2) at the show. And the
mistakes continued right up to February 22.
Microsoft's publicity campaign proved

Clockwise from top left: The sales of Dead or Alive 3 seem to have had a significant outcome on the launch of Xbox, with titles like Genma
Onimusha, Project Gotham Racing, Jet Set Radio Future and Silent Hill 2 also performing reasonably, Nezmix, though, didn't go down well
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vague and ambiguous to the majority of
Japanese gamers, for example, and poor
titles such as Nezmix falled to win plaudits.
A serles of publicity events in February

appeared to have left things too late to
generate any significant buzz about the
Xbox. Prior to this the Japanese public hac
little chance to witness thie machine
firsthand, and though events in Tokyo and
Osaka went off without a hitch, their impac
was marginal. Anather possible mistake
was the choice of release date. Following

CEl's successful lead, Microsoft chose a
launch date according to memorable
numerclogy. Unfortunately, February 22,
which fell a couple of days before most
Japanese companies pay employses their
salaries, proved inauspicious.

Screen test

And then there was the decision to stage
the Xbox launch in Shibuya — as opposed |
the arguably more appropriate gaming
district of Akihabara. Again following the
lead of SCEI, which monopolised the area
for the PS2 launch three vears ago, as wel
as UGA and Kaonami, which launched
Space Channel 5 and Metal Gear Solid 2
respectively, Microsoft bedecked the area
with Xbox logos. There was even a
luminous Xbox bus and Xbox girls giving
out coffes. But having decided to use the
three giant screens over the Hachiko
crossing to publicise the Xbox launch ever
Microsoft Japan proved incapable of acting
speedily. One week prior to launch, the
company had still failed to act, and with
only one screen available, last-minute
negotiation was required with companies
renting the other two screens,

If Japanese gamers were left with the
impression that Microsoit is incapable of
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Luminous lorries provided Shibuya with a
constant reminder of the Xbox launch

The million dollar question is whether the
Xbox can survive on the basis of success in
only two of the three major territories

Once again, Bill Gates was on hand to look on proudly and lend his personal endorsement.
Nevertheless, the Japanese gaming public still seem resistant to the charms of the Xbox




Miyamoto shows off new Mario footage in London

Nintendo figurehead tours Europe to kick off the GameCube pre-launch hype,
as a ‘Cube Club’ tour is announced and the marketing campaign unveiled
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Nintendo has started to reveal g ; it LN N R R N ow that the European GameCube
some tantalising details about )it ] oY : i 1T ; launch has been pinned down to
Mario Sunshine. The pack on i s P N5l _ ] 1R | by May 3, Nintendo Europe has finally started
Mario's back is a water jet, A @ ) v \ ) gl J " its publicity machine rolling. Prior to
which seems to be used both P Y i [ A . ¥ oit) 11 1088 unveiling a pan-European marketing
85 & weapon arid to pr_mdde L . i strategy, and announcing a string of Cube
RICPRISION DTRG0 > Club publicity events across the continent
seems to be to clear up graffiti )
and in the UK, the company's legendary
game designer, Shigeru Miyamoto toured
Europe to evangelise Nintenda's unique
brand of gaming hardware, reaching
London on February 21.




Nintendo’s charming figurehead gave out
Pikmin souvenirs at the end of his visit

Judging from the video footage that Miyamoto-san was showing off, Mario seems to be
more acrobatic than his predecessors, traversing tightropes and climbing trees with ease

The company has revealed that the
European launch will be accompanied by a
sophisticatad marketing campaign,
featuring the tag line ‘'Life's a game’ and
3,500 units will be distributed to retailers for
demonstration in-store. Between April 2-27,
there will also be five Cube Club events,
featuring attractions such as WaveRace
rider and the Photo-Cube. However, with
these events not open to the public, and
restricted to over-18s, their marketing
effectiveness would appear to be siim.

from the second wave of Nintendo
software, such as the HUD display of
Metroid Prime and a new control dynamic
for Mario. Although it appeared similar to
Super Mario 64, Mario Sunshine features a
water jet, which Mario appears to be able to
use as both a weapon and a means of
propulsion, The premise of the game s that
someone has been impersonating Mario,
leaving a trail of vandalism. Players have to
conduct a cleanup operation while finding
out the identity of the nefarious villain,

“By 2005 only around 20 per cent of
European households will have access to
broadband. Nintendo cannot afford to
program for only 20 per cent of households”

Mare useful was the decision to bring
the charming Miyamoto-san over to London
1o espouse his own perception of
Nintendo's unique approach to gaming,
Indeed after unvailing new footage of Mario
Sunshine, Metroid Frime, Starfox
Adventures and Eternal Darkness, he was
keen to reiterate the details of the console’s
European launch. "We were going to launch
the GameCube in March in Europe,” he
explained, “but this would have put usin a
disadvantageous position. The only reason
we delayed the launch was that we wanted
1o prepare the right amount of hardwars,
and by delaying the launch to May we are
now trying to store enough inventory.

On day cne we are trying to ship 500,000
units across Europe. Within two months we
expect to ship a milion units.”

The previously unseen footage gave a
clearer indication of whiat can be expected

Regrettably, no new footage of the next
Zelda title was shown because, according
to Miyamoto-san, people have been too
quick to judge the garme on appearance
alone. However, this does mean that a
playable version of the game is intended to
be ready for E3 — possibly along with the

next version of Mario Kart, which may, or
may not, feature Scnic the Hedgehog,
Miyamoto-san tantalisingly revealed.

He also proved keen to shake off the
perception that the GameCube is merely
aimed at kids. “Whenever we are having
talks with licensees, we make a point in
asking them, 'Please, you must make
something suited for Nintenda’. When we
are saying we want to have something
unigue for Nintendao, they obviously mistake
it and think Nintendo wants some childish-
looking games. But when I'm talking about
what's unigue about Nintendo, it's not
childish software but rather things like the
connectivity with Game Boy Advance, |
mysetf designed this hardware with a wish
that it is going to be played by all family
members, from small children to older
people. And we really want GameCube to
become the platform where unigue games
are going to be introduced.”

Indeed it's this inclusive stance that has
shaped the company's attitude towards
online connectivity. "We guess that by 2005
only around 20 per cent of European
households will have access to broadband.
Nintendo cannot afford to program for only

0 per cent of households when we have
the possibility to sell to 100 per cent of them
with non-networked games.”

It's also a disposition that has shaped
the company’s decision o use a proprietary
disc format. Describing the curment financial
difficutties of several major Japanese
developers, he lamented the drive towards
reglism: *I'm not sure if it's the whole world
demanding redlistic graphics or just a limited
number of games players, but some
developers feel threatened into making
realistic games right now. In the end they
cannot recoup their investment in the
game.” But with Nintendo's smaller disc

Miyamoto-san also demonstrated new
footage of Rare's StarFox Adventures
and Eternal Darkness by Silicon Knights

size, it's not feasible to produce the sort of
realistic graphics that characterise the
output of development houses such as
Sguare. “So, in a way the smaller disc Is a
message from Nintendo that you don't
need to fill out the capacity of a normal
sized DVD disc."

Finally, Mlyamaoto-san stressed the
importance of Europe to Nintendo, and,
as if in confirmation, genercusly handed
out Pikmin souvenirs. With Nintendo's
talismanic president, Hiroshi Yamauchi
stepping down later this year, it even
seems like he's leaving the company
in good hands.

Although expectations for Metroid Prime remain high, it's impossible to judge how successful Retro Studios will be in updating the Bbit
original. Transitions from firstperson to thirdperson seem smooth though, and the HUD-like display appears to be adequately atmospheric
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Culture Shock

Videogames get the red carpet treatment
as the Barbican goes ‘Game On’

Among the more ancient exhibits is the
PDP-1, the MIT computer which hosted
Steve Russell's Space War

012

ame on indeed. For the first time ever
G UK residents are about to have the
opportunity to sample, not just a slice, but a
comprehensive overview of videogaming
through the ages. Four years in the making,
the '‘Game On’ exhibition at the Barbican
gallery, London — which runs from May 16
to September 15, 2002 — boasts the world's
finest collection of videogame machines and
memorabilia. But the exhibition's organisers
are keen to emphasise that the show is not
just a stuffy history lesson but isto be a
celebration of gaming including cuttural
analysis, a glimpse at the future of gaming

Square, DMA Design and Nintendo have all
been eager to provide exclusive inlormation
to such a worthy project.

Apart from minor exhibitions and retro
meets, the UK has failed to produce a show
anywhere near the scale of ‘Game On' —a
sure sign that videogames are beginning to
be accepted as culturally relevant. Only
Videotopia', a travelling exhibition in the US
has come this close. The most impressive
aspect of the show s the length the
curators have gone to to locate some of
videogaming's finest treasures. A
combination of intense research, good

Apart from minor exhibitions, the UK has failed
to produce a show anywhere near the scale of
‘Game On’ - a sure sign that videogames are

beginning to be accepted as culturally relevant

and over 130 working machines to give
attendees a hands-on experience during
their day out.

“We have included a large number of
playable games in the show, some well
known, others less well known, but all
significant,” enthuses 'Game On' curator
Conrad Bodman. “There will be much here
for fans and we have involved a number of
experts who have been working in the
games industry for many years to help us
make sure that the information we are
providing Is comprehensive.” Companies as
diverse as Game Freak, Core Design, Sony,

international industry links and contacting
obsessive retro collectors has resulted in a
bountiful haul.

Alongside original working coin-ops
including, Defender, Centipede and
Astaroids will be a PDP-1 — the machine
which hosted Steve Russell's 1962 Space
War— and a Computer Space cabinet from
1971. Among the collectors who have
kindly loaned machines to the gallery is
Drop Zone creator and industry veteran
Archer Magclean. "l think my [Computer
Space] is the only one in Europe,” says
Maclean. The fact that it's 30-years-old and

Some enduring favourites will be at the show to give youngsters a taste of gaming before the polygon shock. (From left to right),
Donkey Kong, Ms. Pac-Man, Pong and Computer Space. Over 130 playable games will be spread across two floors of the Barbican




Sheiton Fleming are designing the set for the ‘Game On’ exhibition. The final look will take
inspiration from global game cultures and will be a little less retro than the image above

still works Is extremely unusual. Most
machines that are even 20-years-old don’t
work because they've had a hard life and
the various chips and components just
literally crumble back into sand when you try
repair things.”

The show will take up two full floors of
the Barbican gallery and cover 15,000
square metres. ssues as varied as
localisation, gaming's influence on the
military, the history of handheld gaming and
the use of mods and engines in architecture
will be tackled in a number of themed areas.
Those looking to relax away from the

Organisers expect the show to draw In
huge crowds due to the high interactivity

general hubbub may find refuge in some of
the more esoteric areas. Rooms dedicated
to cultural diversity (including a room
devoted to Japanese gaming), sports titles
music, characters and visuals will offset the
gaming pleasures which are available.

Democratic show

“It is important that the show doesn't
behave like most gallery shows — a few
security guards and a general atmosphere
of hushed conternplation,” says exhibition
organiser Lucien King. “Games are to be
played and talked about and beaten -

50 | think there will be a lot of talking during
this show. We will also have four young
people present who kniow about games
and the culture, They can help or inform
people of aspects they may be interested
In. The show is kind of democratic
compared to many — it's designed with the
sharing of ideas and abilities in mind - the
public are as much part of the history and
culture of videogames as the materials in
the show itself.”

A '‘Game On' book containing essays
from J.C. Herz, Mark Pesche and Steven
Poole will also accompany the show priced
at £20, Ultimately, the exhibition is set to
both inform and iluminate a subject which is
often misrepresented or dumbed-down in
the mainstream media. Edge certainly looks
forward to the critical response the { &=
exhibition will provoke. HlE=

E0GE

Dance and rhythm action titles, such as
PaRappa the Rapper (top) will be on

show, while Star Wars Galaxies (above)
will give a glimpse at future online games

Hands on gaming

Just 13 of the arcade games attendees will
be able to play during their day out at the
forthcoming 'Game On' exhibition:

Computer Space

Pang

Space Invaders

Defender

Missile Command
Asteroids

Battlezona

Tempest

Star Wars

Tron

Centipede

Pac-Man and Ms Pac-Man
Donkey Kong
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Big Three unite to bring Triforce technology to arcades

News that Nintendo, Sega and Namco are to produce a new coin-op platform
dominated an otherwise lacklustre AOU exhibition at Tokyo’s Makuhari Messe

he year's first major arcade exhibition
T on Japanese soil did [ittle to dispel the
appearance of a sector undergoing a
prolonged period of continued decline.
Taking place on February 22 — the same
day that Xbox was launched in the Shibuya
district — AOU 2002 required just a single
hall of Tokyo's Makuhari Messe exhibition
centre, and of that only about a third was
given over to videogame coin-ops. Given
the muted reception that greeted the launch
of Microsoft's console, the subdued tone
could hardly be ascribed to competition
from Redmaond. It's more likely to reflact the
Increasing difficulties that face publishers
trying to eke out a profit from a sector that
has suffered from successive years of
competition with mobile phones and
sophisticated home consoles.

Arcade platform

The major highlight of the show was the
announcement that Nintendo, Sega and
Namco have joined forces to develop a
low-cost arcade platform based on
GameCube architecture, appropriately
enough taking its name, Triforce, from the
Zelda universe. Essentially consisting of
customised GameCube hardware with
added memory and a GD-Rom drive, the
systern has been designed by Sega, but will
have advantages for all three companies.
For a start, the technology is cheap to
develop for and produce. For Nintendo, this
obviously raises the prospect of a means to
generate content for the GameCube itself,
in the way of converted arcade titles, as well
as a means to raise the profile of its
consumer console. For Namco and Sega,
the obvious advantages al"e ease of
partability to GameCube and inexpensive
development, smoothing the process

of multiformat production

it does raise questions over the strategy
of the two companies regarding their own
hardware — Sega’s Naomi and Namco's
System 246, At the moment it looks like all
three platforms will coexist — though far how
long is anyone’s guess, particularly given the
expense of developing on System 246,
Unfortunately the first titles to appear on
Triforce hardware weren't ready to put in an
appearance at AOU, but it is expected that
several will be displayed at JAMMA 2002.

Aside from the Triforce announcement,
there was [ittle to see, and the number of
videogame publishers exhibiting seemed
smaller than in previous years. Although big
names suich as Sega, Namco, Kanami and
Taito were all in attendance, many smaller
companies opted out, and the rest of the
show was given over to companies dealing
with cabinet parts. Once again, Sega was
the daminant force, despite showing off few

Despite similarities to previous titles in the series, Sammy's Guilty Gear XX (left)
proved one of the show's more popular titles; Namco's Alien Sniper (right) less so

014

With the BeMani segment of the arcade market apparently slowing down, companies like
Konami and Namco are experimenting with a variety of motion sensor input devices

new tities. Sega Rosso’s Soul Surfer and
Hitmaker's The Maze of the Kings joined
existing titles such as the highly successful
Derby Owners Club and AM2's sole
contribution, King of Route 66, while Wow
Entertainment displayed a typing version of
its Lupin the Third lightgun title.

Meanwhiie, Namco featured a long
awaited playable, if incomplete, version of
Soul Calibur 2. Surprisingly, little effort
seemed to have been taken promoting the
title, though this probably refiected the
limited resources of the company's arcade
division; the game was simply shown
running on standard cneplayer cabinets.
Although the game’s spring release is still
some way off, it's already looking like the
standout title that consumers are expecting.
Gameplay is similar to that of the Dreamcast
version of Soul Calibur, with combos
reworked to offer a greater visual spectacie,
but the real distinguishing feature is the

heightened sophistication of the game’s
eight-way run capability - offering a decisive
shift away from the game'’s precursor.
Technically, it's an impressive demonstration
of the abilities of the company's System 24€
board, though at this stage the character
models seem to be lacking something.

BeMani slowdown

Of the other titles at Namco's stand, only
one or two stood out, Mazan, for example,
which, though it leaves something to be
desired, did seem llke a more effective
implermentation of the technology than
Konami's similar motion sensar samural title
Tsurugi, And Allen Sniper, a lightgun game,
enlivened by a special targeting mode to
distinguish alien targets from humans.
Konami, meanwhile, had little to offer,
though its stand did provide further
evidence that the soaraway success of the
BeMani genre is beginning to slow,




Although the Triforce hardware was
unveiled (left), it won't be until JAMMA
2002 that software for it is revealed
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One of the most popular tities on the show fioor, Metal Slug 4 is arguably an Indication that
the arcade sector is running out of new ideas, in spite of Edge’s admiration for the title

committed to the sactor




PlayStation2 goes online in Japan

Sony steals a march on Xbox as

broadband strategy unveiled in Japan

The forthcoming roster of network ready
PlayStation2 games includes (from top)
Biohazard Online from Capcom, and
Nobunaga's Ambition Online from Koel

CE!l has revealed that its long awaited
broadband strategy for PlayStation2 will

kick off in Japan from April. The senvice,
which will be known as PlayStation BB, wil
allow ownears of the console to download
music and videos, as well as PlayStation2
software. Crucially, the move pre-empts
Microsoft’s online strategy, despite
Redmond's continued assertions that Xbox
Is online ready out of the box. Ironically, the
unabashed transformation of Sony's game
console into a multifunctional networked
device arrives as Microsoft is repeatedly
denying rumours that it is developing a
Homestation device to transiorm Xbox into
& home hub device

The announcament is the culmination of
a senes of strategic parinerships that SCEI
has developed over recent months. Having
signed agreements with all of Japan's major
Internet service providers, the company's
intent s to turn the PlayStation2 console
nto a home terminal. Several partner
companies will take responsibility for the
server hosting and online billing technology
for the new senvice, and Sony's proprietary
authentication system, DNAS (Dynamic
Network Authentication Systern) will ensure
a secure online environment. The
company’s Broadband Navigator browser
will support games, music and videos, as
well as standard Web browsing.

NTT Broadband will be offering the
sarvices for a monthly fee of ¥1,500 (£8) or

Sony's home hub strategy contrasts with the stated aims of both Nintendo and Microsoft,
and it's unclear as to how it will affect the solid state accessibility expected of consoles
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8 prepaid package that costs ¥18,000
(E£100) for 18 months of service. It is
believed that these prices will include the
rental of the FlayStation2 broadband
adapter, and the senvice will also require
users to own the PS2 HDD add-on.
Although the service will eventually support
personal video recorder (PVR) type
functionglity, when it launches it will support
several functions. Email and messaging will
be possible, while the PlayStation Jukebox
service will allow music downloads and
streaming video is to be supported via
RealPlayer. The most significant function
though, is the download of PlayStation2
software — which has the potential to
radically transform the cumment PS2
software distribution revenue model

Networked titles

To coincide with the announcement, Sony
revealed nearly 30 titles that will be playable
online. The first networked title available for
the platform will be Square's Final Fantasy
X1, which is released in Japan on May 16.
Having been playtested over Square's
PlayOniine service since December, the
game will sell for ¥7,800 (€£40), with an
additional monthly charge of ¥1,280 (E7)
Other oniine fities in development include
Capcom's Auto Modellista and Biohazard
Onling; an unnamed MMORPG from Atlus;
From Software's Armored Core Sigma,

In addition to titles like Final Fantasy XI,
the PlayStation BB service will aso
facilitate music downloads and streaming
video over RealNetworks' RealPlayer

Shutokou Battie Online from Genld;
Hudson's Bombearman Oniline; Koel's latest
strategy title, Nobunaga'’s Ambition Online;
Sega's Hundred Swords and Guru Guru
Onsen; several unnamed titlies from Konami
and Namco; Sony's own Everybody’s Golf
Oniine; and a massively multiplayer action
title from Tecma.

Though there is no launch date yet for
the roliout of PlayStation2 online services in
Europe, Sony is expected to make its plans
known at E3 in May, and trials are underway
with Telewest and BTopenworld in the UK
As Edge goes to press, SCEA has just
announced that online services will be
available for PlayStation2 from August in the
US, requiring the network adapter
add-on, which will retall for $40 (£28).




Electronic Arts court academic community

Leading publisher enters into agreement with the Kent Institute
of Art and Design to prepare future generations of coders

E lectronic Arts has announced that it Is
to enter into an agreement with the
Kent Institute of Art and Design (KIAD),

UK managing director, Paul Jackson. "It is
crucial that we maintain a vibrant UK
development culture, We may lose out

which will see the publisher of titles such as significantly if we are not careful.”
SSX Tricky and Medal of Honor provide the Indeed, it's a positive step given that the
university with equipment that will be used videogame Indlustry and academic

by future generations of development talent.
The agreement is the result of an ongoing
relationship between the two entities, and
the first course to bensfit will be the Digital
30 Design BA (Hons), which prepares
students for a range of careers in the
games industry.

KIAD, which boasts distinguished
alurnni such as Turner Prize nominee Tracy
Emin, has worked with Blectronic Arts on
previous occaslons, as Clive Arundell, the
leader of the new course points out.
"Working on projects like SimCity and Matt
Hayes Fishing has been a fantastic
experience for us and for the School of
Design. It gives our students a really
valuable insight into what games design is
all about. This kind of experience is exactly
what we need to halp make the new course
relevant to the iIndustry.”

But the deal should be just as beneficial
to Electronic Arts, and the UK games
industry in general. “EA wants 10 encourage
the emergence of new talent and a vibrant
pool of speciaiists,” explains the company’s

Recently Reviewed
Edge brings you a rundown of last lssue’s review scores
Titie

community frequently fail to see eye to eye.
“There are certainly some interesting
courses around,” Jackson continues, "but
the problem Is that most of these are
games design courses, and this Industry
needs indviduals with a broader skill set -
an ability to think outside of traditional
boundaries. it's a bit like the film industry
running a ‘Steven Spielberg course’; it
pigeon-holes students. What we need is
top talent in technology and art. Our
Spielbergs will emerge from that.”
Significantly, It's also fairly indicative of a
gradual shift in attitude towards the games
industry on tha part of the academic
receptive towards videogames over the last
couple of ysars, as Jackson confirms. "We
talked to some universities a few years ago
and there was absolutely no interest at all,
KIAD from day one were incredibly flexible
and were genuinely interested in addressing
the needs of the industry. However it would
be wrong for us to be too critical, as several
universities have been doing good work

Paul Jackson, managing director of
Electronic Arts' UK division

Our view is that if we want to change
things, then we need to be proactive.
This agreement has offered us the
opportunity to do that. Hopefully over time
universities will sit up and take notice.”
More information about courses that
are relevant to the games industry will be
published in Edge's forthcoming e
‘Playing the Game 2002 supplement. ==
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Thers's no dodging the fact that
VF4 is 8 tad short of triple-A status

‘Sega's Jet Set Radio Future:
return of the rail-way children
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Tracking developments in development

Penguins at play

TransGaming Technologies’ goal is to play Windows PC games
out of the box on the Linux operating system

Making Linux pay

haract
Penguin logo, the Linux operating
in the

arised by Linus Torvalds'

n is well established w

Gavriel State, CEO and founder of
Canadian-based TransGaming
Technologies, is a lack of gaming. It's

not an original thought but it is a difficult

one to do anything about. Companies

such as Lokl have attempted to port

Windows games to Linux

unsuccessiully. Publishers are nervous

of the Impl
ph
when it sunk last year

takes a different approach.

alternative implementation of the
gaming componants within Windows'
2 AP, layered on top of a
Linux kemel, This, in theory, shouid

ers 10 install and
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allow Linux u
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sta s PC games out the

g from published

om analysis of
Je Is doing
We do not disassemble any of
Microsoft's DirectX code, It is for this

what the

TransGaming Technologies' WineX project gives gamers the opportunity to play
titles such as The Sims and Max Payne within the Linux environment
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Windows games but not as Microsoft knows
them - as can be seen from the background.
Max Payne [right) is the first DirectX 8 game

reason Microsaft's lawyers probably
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Hardware support

Ongoing work on WineX is focused on

supparting the vertex and pixel shaders
of DirectX 8. "Vertex shaders will take a
bit longer because we need to
implement them In software fo
ds that don't support them
“Pixel shaders

graphi

ature of DirectX 8, so
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Next step for RenderWare

Collaboration and visualisation are the key words for Criterion’s
RenderWare Studio development framework

F ew developers would have the gall
to argue mi
become an important part of game

oevelopment over the past couple of

ddleware hasn't

years. For Guildford-based middleware
vendor Critencn Software howeaver, only
half the battle is won. Yes, its
Render\Ware Platform suite of tools is
being used in studios such as Konami
Sony Online and NeverSoft, but games
are fundamentally still made in the same
way. Enter its secret weapon for world

domination: Render\Wane Studio.

I he latest addition to the
Render\Ware range is an elusive concept
to describe. It's been called “a tool that
lets you make new tools” and “the

ultimate tool 1." “The problem with

trying to describe RenderWare Studio is

that it's unlike anything eise out thera,”

Loaded with 'wares

revedls Greg Whitfield, Studio’s
developmant manager. “It's difficult to
pigeonhole. it's not an AP, not an
engine. nor a level editor.” What it is,
Whitfield says, is a suite of tools that
integrates together to allow the differant
types of people in a development team
to work in a collaborative way.

Realtime server

Developed out of an industrial and
millitary visualisation tool for CAD
systams, the key to the system is its
realtime server, iabelled Studio Manager.
This ensures users can access all the
assets of the game development
process in a distributed and controllied
manner. In doing so, it's helped by a link
nto alienbrain 5, the backend data
management system from NxN that
ships as an integral part of the overall
RenderWare Studio package. Studio
Manager is also linked to the game's
code base. Team members access the
system via the Workspace graphic user
interface. Through this they can compiie
game code into an executable and then

un N in regitime

whatever target
platform is available within the system
This can be done as Studio uses a
platform-specific file format for each
platform, such as PS2 and Xbox.

Using Studic means, thensfore, that
artists, level editors or even designers
can get a game running on a platform
without Input from a programmer. This Is
important so artists can check the
quality of thesr modeis and texturas in
situ. Game designers, in contrast, can

RenderWare Studio allows artists, programmers, game designers and level editors
to work together within a realtime development system

twaak an object’s parameters running
in-game and in realtime. As well as
objects, gameplay items such as Al
triggers and character collision
bounding boxes can be visualised in
order to tweak or check behaviours.
And because the system components
are connected via the Manager, when
new arl assats are updated to the game
database, they can be made available
to users immediately

"Some people get confused and
think RenderWare Studio 1s just a
realtime level editor, but it's much more
than this,” says Whitfisld, For example,
when an executable runs on a target
game console, it has actually been built
using the code direct from the source
control system, One advantage of this is
sean, literally, within Workspace as its
physical appearance can be generated
by the gama code itself. “A programmer
decorates his source code for say, a
particle effect, with attribute tags which
are pulled out by Studio Manager,” says
Whitfield. “These are then used to
create the simple slider menus for
object properties within Workspacs,
which In this case are things Iike colour,
gravity and particle size.

“When you speak o & game
developer, they want to do the graphics
and tha gameplay, not all the boring
stuff on top like getting things to work,”
Whitfield concludes. “And that's
exactly what RenderWane
Studio aflows tham to do.”

Criterion has been testing RenderWare
Studio using id’s open source Quake
engine as the screenshots above show

RenderWare Studio brings together all
Criterion's game development technology
into an single collaborative environment

g >



'Zzap! 64’ encouraged Commodore worship, and
a few playground fisticuffs with Spectrum owners

ATy

suggesting that the market is picking up in the east

1) af anyth

2. Retum of the mag

UK: Commaodore 64 fetishists rejoice. The retum of 'Zzap! 64'
after exactly sight years proves that there may be life in the old
machine yet, Alas, you won't find the popular magazine on the
newsstands but those willing to take the time to download the
30Mb pdf from www.zzap64.co.uk will be able to relive the heady
days of POKES and machine code, Of course, thera’s not much
in the way of fresh reviews - although news of a device to get
your C64 running at 20Mhz shouldn't be sniffed at — it's more a
chance to wallow in nostalgia and check your highest Paradroid
tally against that of the Scorelord. There is also ample scope in
edition 107 for rampant dissing of Spectrum users and the
lionisation of retro heroes Jeff Minter and Rob Hubbard. A 221Kb
‘Megatape' with classics such as Eite, Impossible Mission, The
Sentingl and Wizball completes the package ~ though purists may
complain that the absence of Sellotape damaging the front cover
is @ modernisation too far.

e Virtua Fighter Phwoarl

Japan: The launch of Sega's Vitua Aghter 4 on January 31 was
obwviousty an attractive proposition to Japanese gamers,
Hundreds of beat 'em up fans queusd obediently outside game
stores all over Tokyo and a massive 360,000 copies were sold on
the first day alone — not to mention a number of books and
themed gifts. Although special members of staff were employed
to ensure order was maintained in the streets, queue dodging is
rarely a problem in Japan. Unlike in the game, then.

iLast year at testing | play a lot of
““PlayStation. We used to do a lotta those
driving games. That's why | gave it up. Man,
they are not even close to the real things.
Not even close.”

The Guardian' reports on Juan Pablo Montoya’s dabbing with
videogames In its sports ssction

“When | spit it out in digital format, I'll be
able to pump out something the world has
not seen before.”

acefully comments on his honour of becoming one of
s most influential of 2002 in ‘Newsweak'

Hideo Kajima gi

ihe world

“Just as you think Microsoft's superior
engine or Sony’s vast armoury has clinched
victory, the warriors of Nintendo send in
their secret weapon: a short, grinning

i Japanese maanaIl_ed Shigeru Miyamoto.”

Tvpicall, The

mis-down its coverage
ame reated

“Sadly, in a game which refuses to

il incorporate extras such as weapons or

magic powers, it seems as if creativity has
finally run dry.” ; -
FHM' laments the lack of pyratechnics in its DO v




ca=a Total control

Japan: Although driving lessons are not obligatory it seems likely
that the mammoth controlier due to launch alongside Capcom's
Tekki (see page 39) will take a while to get the hang of. With as
many as 50 independent switches and buttons a number of start-
up procedures must be followed before your mech warrior even
lurches into action. Build quaiity is said to be high and although a
price has yet to be sst it looks as if the peripheral will eventually
become as treasured as the maracas accompanying Sega's
Samba de Amigo.

=~ Pom again Pong

France: Nintendo might have dominated this year's Milia (see last
issue for a full show report), but to the true connoisseur of
slectronic entertainment the show's real highlights lay slsewhere.
On the stand opposite in fact, which featured Mixed Reality Pong;
a technological experiment by the Media Lab at Helsinki's UIAH
that allows the use of real worid objects, such as courgettes and
peppers, to interact with a virtual pong ball.

Or on the Private Media stand, where Korean company
Mediall Tech was displaying its phenomenal touchscreen all in one
CD-vending kiosk, which incorporated pizza adverts, karacke,
disco lights, and CDs customised with a personalised picture and
message. Sadly, athough it is possible to download audio, music
and PC games onto these CDs, the only content available at Milia
was hardcore pornography.

s Advance DIY

Japan: The prospect of seeing GBA games on the big screen is
something that any Kuru Kuru Kururin devotee would appreciale,
GameTech of Japan aims to satisfy this very need with its Televi
De Advance, a device that connects the Game Boy Advanceto a
talevision via a ribbon that must be lodged inside the GBA.
Bundiled with two mini screwdrivers and a manual that looks

like that of a Lego kit, the Televi De Advance is mildly challenging
to install, Unfortunately, the video quality — despite being
outputted through an S-video cable — is woetul. Super Famicom
owners can rest assured that thesrs is the only true way to enjoy
Super Mario World in the home. _

Data Stream

Date Square's Final Fantasy X is to launch in Japan alongside
Scrty's PiayOniine service: May 16 —
Amount Japanese gamers will have to pay for the senvice per month:
¥1,280 (£7) o e
Amount Metal Gesr Solid 2 grossed in the US in its first week:
SRR L
Wormllsc_qpqomh&sw!wﬁedofmmofm .y
Percentage of white-collar workers in major cities an NOP study
found used emall to point out others’ mistakes while Ockeying 10
advencethercamersi 8% =P
Number of mobée phones siolen iast year in Britain, according
oContrentl Ressarcie 1.8m
Number of mobde phones accidentally aropped down the lavatony

n Brtain. according 1o the same esearc: 600000
Amourit Fomester Resaarch expects product placement 1o be worth
1o by 2005: ST06

Despite Mediall's limited choice of content, Edge's
ad team seemed happy with their Milia souvenirs




The joy, the ecstasy, the face of a man about to lose
a life and his dignity in "We Will Destroy You'
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first prize in the Dundes scheme, Dare to be Digital
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backed the project which produced lcanss-X (above)

‘The XRGB-2 is an impressive kit for cable-heads,
but it's not fikely 10 push sales of the Xbox il Japsn
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== Boo Hoo

It all seems like ancient history now. Like ying, the dotcom boom
is not a term that can be invoked without its yang, dotbomb,

Of course, plenty of journalists have come out with books full of
refrospective seff-ustification on how Intemet businesses in the
late 1980s were cbviously unsustainable. ‘Boo Hoo' is different in
that this time it's one of the entrepreneurs at the helm, and he's
certainly not making any excuses.

Ernst Malmsten started out as a poetry event organiser in his
native Lund, Sweden. From there, a chance meeting with moded
and ex-kindergarten acquaintance Kajsa Leander led to them
Bunching a trendy publishing house, LeanderMalmsten. And as
things happened back then, this becarme a online book retaller
called bokus, which was acquired by a large Swedish retailer. It
still exists as part of bol.com,

And it's at this point that the madness really starts. Flush with
their success, Malmsten and Leander decided to launch
boo.com, an online retaller for fashion and sports goods. It was
the darling of the Europe business world, worth aimost $400
million before it had sold a single itern. it had 400 staff and offices
in five countries, it threw lavish parties for beautiful people. It was
a disaster waiting to happen. It ran out of money in May 2000.

Don't read this book 1o get & good business overview of
Boo's nse and fall. Like its over-exuberant founder, ‘Boo Hoo'

i not subjective. Malmstan still thinks boo was a revolutionary
business idea, an important part of a golden age. Soma
people never leam.

2.2 Double Fold

Edge is unsure whether Nicholson Baker approves of computer
games, It doesn't seem like the sort of thing the controversial
author of intellectual-cum-masturbatory tomes such as "‘Vox'
and ‘The Fermata’ would be interested in, Yet Baker's books
have aways had something of the virtual about them, so maybe
he'd understand the lure. His tatest, *‘Double Fold: Libraries

and the Assault on Paper' poses some difficult questions
concerning the refationship between the real and a
technologically-driven future however.

Granted the subject matter itself - the process by which the
great research libraries of the UK and the US have junked most
of their original newspaper collections instead choosing to hold
thern on microfiim and digital formats — is unlikely to spark a lot of
interest in the games playing fratemity. But the issues Baker
raises are valid across a wide range of areas.

Perhaps the key point he makes conoems the technological
imperative;, what's new is best and can't be stopped.
Unfortunately, as he discovers, in the case of libraries’
callections, many of the microfilm copies of newspapers are now
cannot retumn to the source material. Equally, one of the premises
of using microfim copies, that newsprint falls apart after 50
years, has proved to be completsly false,

What's important Baker ssems to be saying is, don't get
overwheimed by technology for its own sake. Think about what
people actually use it for. Or 10 put it in 2 ideogaming context —
remember there are more PSones and sub-Pentium 2 PCs out
there than PlayStation2s and 2GHz P4s,

IDoubIe Fold
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ik any other; in this case the aftermoon of

Wednesday, February 8, in the classroom of
an elementary school in north Philadeiphia. A female
poiice officer, amiving at the school to pick up her
son, holds an impromptu show-and-tell with a
classroom of ten-year-olds. First she shows the kids
her badge. They coo. Then she shows her gun, a
loaded Glock 9mm semi-automatic. They beg to
touch it. Regardiess of your stance on hands-on
firearm education, this is human stupidity in ful
effect. Watch.

She takes the live cartridge out — does not think
to check the chamber — and passes the gun to the
children. They pass it around, Twist it in their hands,
paint it, grip. All your friends are potential snipers.
This situation carres a weight of inevitability ~ did not
think to check the chamiber — and little mistakes
echo larger repercussions. The Gods hold their

S urprise. It is, as the intro goes, a day much

appear to be daveloping a form of diabetes as a
result. RedEye will leave you to guess the attributed
cause, but it's not the BBC's delectable new season
of programming. A week before that, RedEye
switched on the radic, and heard a doctor waming
parents of the dangers of videooame rumble
boards', a very real hazard that can cause your
hands to turm white and stop working. Last week, a
woman from Louisiana launched a suit against
Nintendo, claiming the N&4 fully culpable for the
death of her son. It's alleged the machine gave him
seizures; still, he continued to play it for eight hours a
day, six days a wesk, right up until he hit his head on
a table during a sefzure and died.

People are stupid. To help those who report
such stories out, here are this month's controversies-
in-waiting. Hooligans: Storm Over Europe was a joke
at ECTS 2000 and again at ECTS 2001, the
developer offering free beer to anyone who could

BREDEYE

breath and walt for the bang. We all wait for the
bang, but it doesn't come, and we exhale as the last
child hands the Glock back to the officer. And, as
she slides the clip back into the grip, as we relax,
she squeezes the trigger just a fraction too hard, and
there is that bang, and screaming, and one of the
children is covered in blood.

Just a graze, as it happens. Five stitches across
the side of their face. And the surprise? That just for
once, no-one blamed it on videogames. Lucky.
People are stupid.

As RedEye writes these words, it is exactly one
meonth later. Two days ago, March 4, US federal
Judge Lewis Babcock dismissed a lawsit brought
by the family of a teacher murdered at Columbine.
The suit claimed punitive damages against Acclaim,
Activision, Capcom, Eidos, Infogrames, Interplay,
Nintendo and SCEA for their part in the massacre,
The family’s claim against Squaresoft, originally
included in the suit, was dropped, possibly because
someone painted out the killers didn't use a tumn-
based method of combat. They used guns,
remember? Those black pointy things you can buy
at Kmart,

But it's not just firearm offences we're
responsible for, Two weeks ago, a BBC News report
revealed that fat kids in Britain are getting fatter, and

A sideways look at the videogame industry

stormach watching the tedious trad-RTS nonsense
for long enough. It's not so much of a joke now it's
out and number one in mainland Europe, albeit only
in the Dutch chart. It got there on the promise of evl
mayhem, not on the strength of the experience it
offers, but, even with all the it will in the world, it's

claim are powerful enough to incite riots, or at least
to warrant a couple of inches in the tabloids, aren't
capable of inspiring anything more than tedium.
Doom'’s flicker gave RedEye nightmares, but it never
made him feel any more comfortable with a shotgun.
There are plenty of other bad things we can
definitively pin on videogames, of course. The 'bip...
bip' noise of someone else playing Snake on the
train. The ‘Mario Bros' film, and the ‘Mortal Kombat'
TV series. Activision's PR department. Several million
badiy-written games magazines. Minor indiscrations
aplenty, but the real point is this: you can make the
maost viokent videogame in the world, code it as
addictive as crack, cover the box with razor blades
and soak the manual in liquid cyanide, and it stil
won't be as deadly as a gun in the hand of somecne
whao wants 1o kil. Same with books, film, whatever.
Every form of media has the potential to propagate
some kind of imbeciic mythology, and overdosing

on the wrong thing can turn a fractured mind into a
broken one. The answer is to watch for the
overdose, not ban the drug.

Because if we're to move forward as an industry,
self-censorship can't be an option. We can't afford
to worry about the mainstream press and lazy

Games can harm people, but they harm in the same way anything can,
by human over-induigence, not by having the Devil encoded on a DVD

really not evil. Click here to smash a shop, click here
to recruit a different thug, It's boring.

The other current contender for 'Daily Mail’
headline status, State of Emergency, isn't evil either,
just really shit. And, at the time of writing, it's the best
selling console game in the country. There's a case
for calling the people behind the cynical promotion
(“From the makers of GTAI" — you lying bastards)
evil, but really the blame for the game's success lies
with every magazine who pimped it so heavily before
Take 2 decided to withhold review code.

Videogames can harm people: last month's Aez-
induced twisted eyes are testament to that. But they
harm in the same way anything can, by stupid
human over-indulgence, not by having the Devil
encoded on a DVD. This month's most potentially
malevolent videogames, games that the PRs would
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reportage, or to fret that those who don't understand
videogames will try and pin every single bad thing life
throws at them on Mario, Sonic, et al. if we remove
evenything that could offend everyone, and we'll end
up with nothing left but the benign and candyfioss,
and this media - like any other - has the potential to
be so much more. People are stupid, but we have to
aliow developers the freedom to create what they
want, and entrust the press with the task of
education. And the killer is that so much of the
gaming press is stupid, too; they have the loaded
gun, and they're fumbling around with it as the
general public looks on. RedEye stares down the
bamel. Bang. No surprise.

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



RenderWare Studio
is the collaborative
game production
environment that
enables the games
industry to realise
its vision.

RenderWare Studio
promotes creativity,
reduces risk, and
makes the state

of the game visible
at any time.

RenderWare
Studio

IS coming soon.
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irst, an admission. | am a graphics whore.

Supposedly, this is one of the most lacerating

insults in the malign lecacon of the self-defined
*hardcore gamer’. Real gamers, you see, are sbove
al that. They can masterfully distinguish good
gameplay from mere pretty visuals, and would rather
masses, the despised ‘casuals’, are deceived by
somathing so trivial as good looks.

Eye candy is called eye candy for a reason -
because it's sweet. Videogames are a multimedia
artform, and one of those media is tha visual, Show
me a game that makes only a half-arsed attempt at
visual excellence, because it's 5o confident about its
other strengths, and I'f show you a game that could
have been even better i it had been prettier. We
must be careful when drawing analogees between
videogarmes and cinema, but try this one. Would
‘Blade Runner’ be as good if the story were toid with

hand puppets in a cardboard set? O if Hammison
Ford were replaced by Johnny Vegas?

The question is the same in games. Would Jst
Set Radio be as good If it resembled Paperboy?
Would Soul Calibur be as unforgettable if it had
exactly the same combat mechanics but had the
same visuals as Way of the Exploding Fist? And
surely one of the most superlative aspects of ez is
the joyful way in which it reconstructs the history of
videogame representation in realfime. to a pumping
beat: moving from Tron or Battiezone-style wirsframe
to a gorgeously styfised, solid-polygon workd. Take
that away and do it all in the style of 30 Monster
Maze, Just as good? | don't think so.

Naturally there are exceptions to this sensual
law. Tetris, for example. None of the countless Tatris
sequels and ‘reinterpretations' have been better
games for having whizzy coloured graphics. Equally,
however, they have not been worse simply becaise
ultimately symbolic nature of the game, and those
like it, such as Super Bust-a-Move or chess. The
vast magority of foday's videogames are not purely
abstract in the same way. And as you move away
from abstraction, you'd better have some visual style
to stop yourself looking ke bad, low-res television.

Why has this myth about the imelevance of visual
quality in videogames come about? Here's why: it's
down to the amibiguous nature of the term
‘graphics'. When we say 'graphics’, it is often not
quality of the designed image, or the technical
virtues of that image — resolution, detail, lighting
sffects and so on. This has entalied an idea that
‘graphics whores' are peogle who thirik that games
are always better If they use the latest GPU and have
the most fanatically detalled environments. The truth
is that such considerations are largely imelevant. The
true visual sensualist considers the visual style
independently of the system that it is running on.
That is why we can agree that Vib Ribbon looks
spiendid. That is why | prefer Wipeout 3 1o Wipeout
Fusion in every way, indluding visually. Wipsout 3's
environments are not as detalled as those of its
successor, but they have an aesthetic coherence

Steven Poole

and an overall design character that is far more
pleasing to my adrenaline-glazed eyes.

This points to a response to the tired old
graphics-versus-gameplay argument from a
historical perspective. If Defendier is arguably as
good as or superior to any modam-day shoot 'em
up, the argument runs, that must be because visuals

tendency in firstperson shooters — Red Faction
Spings to mind — fo marshall grimly all the '
cormputing power available in producing moody,
pseudo-realistic envirenments, and then to populate
these environmients with insultingly jerky
approximations of human movement. Good
animation is an essential tool to encourage the

The ideal situation, of course, is for the brute
Informational quantity embedded in the visual Image
to grow, without stultifying style, Because it can
hardly be denied that better graphics (in the technical
sense) can allow for innovations in gamepiay. You
wouldn't improve Defendier by upgrading its innards
to 128bit, but you would make an entirely different
sort of game —such as Halo - possible.

The problem we have with contemporary games
Is not that everyone is concantrating on flashy
graphics per s, but that aesthetic innovation has
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lagged behind technical innovation, for
understandabie and purely practical reasons - the
pressure of development cycies, for instance, or the
plain fact that there are never encugh truly taented
artists to go round in any incustry,

But when authentic artistic imagination is
married to contemporary technology — as in ico - the

It is the style of the image, rather than just the brute quantity of
information packed into it, that counts to the true graphics whore

are imelevant to gamepiay pleasure, After all, look at
it: it's low-res, it's not 3D, and so on. But to argue
this way Is rather to miss the point that Defender
remains an extracrdinarily beautiful game. There is
no point attermpting to Improve the visuals because
they accomplish therr job with such great élan in the
first place: those fizzing rainbow lasers, those
particulate explosions, the amazing amount of
menace squeezed Into the few pixels that constitute
amutant, It is the style of the visual image, rather
than just the brute quantity of information packed
into #, that counts to the true graphics whore.

care how good an image looks in screenshots if it
doesn’t move property. For some reason, there’s a
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result i a game where looks are supremely relevant,
firstly becatsa they define so beautifully the
psychological atmosphere of the game,; secondly,
because with the tachnical power avallable to creates
leo's gorgeously grandiose architecturs, they actually
constitute the context in which such haunting
gameplay is allowed, In fact, the distinction betwsen
those two terms - graphics and gameplay — is
almost obiiterated. And we can count ourselves
fortunate that such a game s now possible.

We can, finally, rsjoice in being graphics whares.

Steven Poole is the author of ‘Trigger Happy:
The Inner Life of Videogames' (Fourth Estate).
Email: trighap@hotmail.com




028

he other day, there was this press release.

Heeist nt. Nameo, Sega and
Nintendo a wing forces 1o estabish the
next-generation arcade board Triforoe’, based on

the home gaming console Nintendo GameCube
This project has three main objectives;
1. Towiden the arcade videogarmea market.
2. To provide an effective cos!-performance
capabie of defivering great arcade videogame titles
3. Toextend the way people enjoy arcade and
consumer gaming by developing a brdge between
them both.

The three companies will combine their
know-how and technology to design new types
of gaming and revive both arcade and consumer
markets via Triforcs,

Wedl, in a fow words, GameCube comes to the
arcade. The games deveioped on this board wouild
be very easy to port on the console. | guess this is a

good thing. But do you remember? When the Xbox
was announced in Japan there was ancther
announcement, just after, stating the development of
& new arcade board based on the console. Pius,
with regards to PS2, Systemn 246 is alreacly a reality,

So naw, we have every console translated into a
custom arcade board. So what? WIll this have any
impact? Will this revive the game cantres and will the
industry's revival be enhanced? Well.... It sounds
There are not many changes as | have
Users don't care about hardware
They don’t care if a game is made on
a given architecturs. it is nonsense to me, | mean
the uitimate factor is the contant. Then will come the
eplay, the way you ame going to enjoy it.

Japan's newest and most interesting arcade
gameplay trend is the introduction of the card
system. To me, this has a tremendous Impact. It
allows users to save data on the card, You can store

said before

a lot of information such as your level, your

character, points and score, 81t 50 you can

n another game centre.

ystem is cumently

are numerous, To me, ona
s is the system style. | mean the

s a good choice. It incluides a

Toshihiro Nagoshi, p

magnetic strip for data access and the card is guite
strong. It is also light and can easly take its pace
inside a wallel. Thee is not a single person without a
card. Bank, VISA, security pass for the company, ID,
bilkard ciub member, etc. Wel, | have around 15 of
them with me all the time. So taking the card as the
medium for this gaming concept was appropriate.
Now, let's imagine we had chosen a different
rmedium lilke a 3.5-inch disk. Well, this would be too
big, difficult to carry, Now, what if we had & 3cm
RAM card? It would be too small, not resistant
enough. No need to say you couid lose it
somewhare very easily. Both styles are not suitable.
Talking about videogames, Dreamcast was the
very first to offer the VMS as a possible madium.
it offered to establsh a bndge between consumer
and arcade markets, it was small, and it provided
and opportunity 10 play very basic games on it. it
was as big as the Tamagaochi, but the VYMS was not

s AV OUT

very successful. People were not attracted to it.
Maybe the games were not good enough? Or
perhaps the VMS was not resistant enough? Well, |
heard many things but what | found very damaging
about this concept was the VMS' style, It was Just
not suitable. its fallure was not about its size at all

has to be held in a pocket. They have already many
fters in their pocket. That makes the problem dven
greater since you have o introduce a new item n

So for all these reasons, there was no other
choice than a credit card-size medium. This card
takes up little space in a users wallet and it has been
rapidly adopted, This Is cenainly the secret of its
success. If you think back to the VMS experience,
the idea to link consumer and arcade was not bad at
all. It was just its style, which was bad, So style is
very important. Plus, you have to create a reason to
have this card with you. Then comes the problem of
the game content. Both aspects are important but,
1o me, the shyle issue is predominant, especially at
the current time. Young peopie are not starved of fun
and information. You can design the best content
possible but if the style is not fiendly, they will not try
it, or enjoy it. The game design is meaningiess.

ident, Amusement Vision

Well, saying that, | feel very sad about Sega
losing Dreamcast. Why? Because the console
disappeared just when something was about to
start. This ‘play styls’ was certainly one of therm, |
also have the fegling that people were starting to
understand the potential of this new concept as well,

You can design the best content possible but if the style
is not friendly, young people will not try it, or enjoy it

No, it was just that the VMS was unabie to sip nto
the players’ ifestyle, their fashion.

Thers are basic items you would find in any kid's
or adult’s bag, right? It is hard to introduce a new
itam among these basic ftems. It has to be very
useful or easy to transport in order to become one of
the basic items. The mobile phone is one these new
items which successfully fitted into people's life and
became another basic tem. So if you consider a
simple game medium, it can't offer the same level of
interest as mobile phones. | mean tisjusta
medium, without any utiity. Recreating a simiar
success with such an fiem, it 1s very hard.

Moreover, if you consider women, they usually
have a bag. Look at game centre users. They are
mainly male and don't have a bag. So this madium
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Yes, there was something in the ain When we had
the hardware business active, it was very easy for us
1o bring our new ideas and, eventually, inciude them
into a new hardware project. Now this is over, | feel
raally sad. Anyway, that Is over so we must face the
future and especially this play style wa made reality
through our card system.,

Wy point is all these next-generation cansoles
shoukd have the same credit card-size memory card,
even if they are not the same from one platform to
another. That way, the way you would enjoy games
could be difierent. Hardware manufacturers, please,
conmder my idea. See you.

Toshihiro Nagoshi is president of Amusement
Vision, formerly Sega subsidiary Soft R&D #4
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elio to al of you, peopis of the word. I'm

{a games magazine published on a VD in
Japan). There are many network games out there
(Intermet and mobiie) but at the end of 2001, 1
encountered an incredible online game - Fing/
Fantasy XI. Square intends to release the game this
spring in Japan. I'm cumrently taking part in the beta
test, so | would fike to take this time to talk about the
game through different episodes, Log in.

The first land | walked in, Vana Deel, exceeded

&l my expectations with its beauty and scale.
Numerous green trees, wide and infinite lands and
high mountains. Clouds pass and the sun sets. Then
the darkness of the night makes your progression
really difficutt. Later the sun rises and lights the
tandscape with & very sharp brightness. | spent an
entire day looking at this environment, | really was
under the charm of this Vana Desl beauty. The

| completed my mission and decided that this
country was the right place for me to ive. My
expenence as an adventurer increased then a fittie.

The world of Vana Deel is dvided into three
maior countries. Thesa are the Bastook Repubic,
the Federation of Windearth and the Kingdom of
Sandoria, People like me belong to one of these
nations and evolva freely into this vast land, making
their own story, Beginners have to go outside the
castle, confronting the reality of Vana Desl. | met a
few little creatures which 1 fought, That way, |
managed to make my character stronger.

As | was fighting alone, two people came to me
and as«ed If | would join them to make a party. | was
confssed at first by this sudden request but, wel,
hera was my first party experience, so | accepted.
One was a white magician, speciaised in healing
magic. The other one was a thief, very fast. And me,
I'm a fighter. Leaving the castie behind, we spoke

| started to wish for accessones to complete
equipment, which consisted of a simple and
amour. Then | noticed a very rare ring on the hand
of another adventurer, | could not walt to ask him
where he found it. He told me it was only available in
a remote mining town, to the north of Bastook. | had
a strong feeling, as it | really needed it. Then, alone, |
decided to go there. As | went deeper in a dark
tunnel, | met a mushroom-shaped monster. | took
my sword and fought it but | had a feeling that this
battle was different, | decided to stop the fight and
run away. But | was in a desperate situation and |
found myself on the floor.

The next day, | toid my expernence to a friend;
monster, etc. Then | got told off by my fiend
because | had gone thers alone. | apologised and
we formed a party to go to this place again. We
defeated the monster and got the magic ring.
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reluctant adventurer that | am, | feit a lot of arxdsty in
front of such a vast world: what could | do in the
miccie of such a space?

The first country | travelied to was the mining
slate of the Bastook Republic. | discovered markets
on paved streets and houses made of stone. |t
seemed to me a very wealthy country with a lot of
healthy peopie passing around. This country is very
tamous for its mining activities, which provice it with
a lot of raw materials such as ronand 'mistr’. They
are used 1o make weapons, wihich ae well known
other couniries, Sandoria and Windearth, and from
remote locations come hera to buy them. | bought a
sword and some armour there and started my
exploration of the country,

| met an oid man who asked ma a favour, my
first quest. | had to bring a shield made of some
creature's carapace to a frend of the old man.
Then | had to bring this friend back to the old man.
Waell, | was confused. Where could | find the shield
and where was the frend? The old man did not ghve
me much information, 50 | decided 1o ask for
information from a man passing nearby.

“Where can | find a shield made of a carapace?”
*I have several of them. Do you want one?" This
man gave me the shield and few pleces of advice.
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about fight tactics before starting our journsy deeper
into the land.

Then | expenenced my first party battle. It was
totally different from solo combat. My role was to
sarve as a shield. As a fighter, my strength was
important and | had to protect the athers

| don't know it is because my eye adapted to the
darkness of the place but when we got outside, |
was completely dazzied by the sunlight. Looking at
the surmounding and my friends, | kept the ring
strongly in my hand. | felt as though the ring in my
hand was shining,

Alone, your survival is limited in [Final Fantasy XI]. However,
combining your skills with others, you understand you can perform well

from our adversary, The thief used his abiity 10 strike
the monster from behind, using his knife. if you're
abie to perform lots of attacks it prevents the enemy
from using his magic, or weakens him so he can't
use his power. Then apart, from a distance, out of
the enermy's rangse, the white magician was able to
cast his maglc on us or inform us about the
situation, Sometimes, he would even give orders,
Alone, your survival is limited in this world,
However, combining your skilis with others, you
understand you can perform well. This was another
experience, which further reinforced my character.
Passing through mountains; rvers and forasts,
lincreased my expenience as an acventurer. |
managed 1o make many friends. | started to
understand the basic rules of survival. But as
humans get stronger, they start to buld ambitions.
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Log out. Returming to the reality, | ended the
game. Here as well, the rising sun outside was
dazziing. The light ring is the very first itermn you get
in the game. Onscreen the character was not
grabbing strongly the ring inside his hand, no, but
this is what | felt playing the game. | had the feeling
that this was a very precious ftem, warth more than
any car or branded item,

This Is the story of each adventurer. Final
Fantasy X! is interesting. Lighting my cigarette,
| figured out that | had been playing all night.
Under the dazziing light of the rising sun and nubbing
my slespy eyes, | went to work. My January Tokyo
Game Life.

Lupin Kejima is the sub editor-in-chief of ‘Game
Wave DVD', part of the Famitsu publishing portfolio
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Superman lives

he announcement of Supermarn’s atest videogame outing

hasn't often been cause for celebration, Ever since the
days of the Atarl 2600, the franchise has besn synonymous
with dodgy digital conversions. It's probably too early to tell
whether Shadow of Apokalips on PlayStation2 and The Man of
Steel on Xbox will break with tradition and actually be any
good, but either way, his latest adventures are setting a
positive precedent in other ways, Amid & sea of generic ports
across different hardware formats, publisher Infogrames has
bravely decided to bring out two separate Superman fitles, to
take specific advaritage of their host hardware platforms.

Given the high cost of developing games for existing home
platforms, and the current low installed base of GameCube
and Xbox, most pubishars seem content 1o use PlayStation2
code as the basis of any multiformat strategies. Which is
perfectly understandable: after all, why take an unnecessary
financial risk developing for a consola that, as yet, is an
unproven quantity, when it's possible to take advantage of
revenue opporturiities with minimal outlay? Sadly for gamers,
the resulting conversions don't take advantage of the Unigue
feature sets of the other two consoles.

Each consola has its own development strengths and
weaknesses, While PlayStation2 has Vector Units to facilitate
data management on the fly, Xbox has a hard drive and the
nVidia GPU, GameCube, meanwhile, benefits from ease of
development and boasts a joypad that isn't strictly
comparable to the miore conventional controllers of
PlayStation2 or Xbox. To deliver the best results on each
platform, the ldeal solution is to develop specifically for each
platform, to take advantage of thelr particular strengths.

Unfortunately, this is ikely to be an all too rare occurrence
while Xbox and GameCube ars in the process of establishing
a foothold. Which is a shame for a couple of reasons. First, a
ralative lack of content targeted specifically at either platform
is likely to hamper their respective attempts to establish a
foothold, And second, it deprives.us of the broad variety of
gaming experiences that the existence of three consoles
should, in theory, provids Us with,

Of coursa publishers can't be blamad for this situation,
and titles likel Genma Onimusha and Silent Hill 2 show that
meagre efforts are being taken to optimise content for different
platforms. But it is a regrettable state of affairs, and in
bucking the trend, Infogrames deserves respect.
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~ Superman: The Man of Sted!

Faster than a speeding bullet! More powerful than a locomotive!
But will the Xbox be capable of handling a decent Superman title?

Getting the balance right between Superman’s near omnipotence and the level of threat required to create

a challenge is essential to the success of The Man of Steel, Brainlac 13's mentalist powers should help

Infogrames boasts that the Metropolis cityscape
will be both huge and detailed. Which seems
rather appropriate given the mythic proportions
of The Last Son of Krypton's personality
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erhaps it's down 10 & hangover from
pre-millennial tension. Or post-
- millennial optimism. Or a fesling of
1 the wake of the World Trade
( isaster. But whatever the sociological
reasans, superheroes seem to be back with a
vengeance, Every ather Hollywood
announcement seems to indicate a further
superheroic celluloid outing of some son
these days, be it Ang Lee's ‘'The Hulk' or
Darren Aronofsky’s ‘Batman: Year One’
What's more, the gritty noir realities of the

post-"Watchmen' wav
decaonstructionism seem o have given way to
an upbeat wave of retro optimism, with
prominant writers such as Alan Moora and
Grant Morrison turning their talents to more
bright and breezy subject matter

Since he's arguably one of the most
recognisable superheroes he planet. it
therefore comes as no surprise that
Superman himse!f should benefit from this
wave of comicbook euphoria - in the shape
of ‘Dawson's Creek’ mests ‘The X-Flles'
crossover, ‘Smallville’, for example. It should
also come as no surprise to learn of the latest
publisher, Infogrames, to attempt (o do justice
to Superman’s uniquely moralistic brand of
omnipotence in the framework of a
videogame. Of course the history of The Last
Son of Krypton is fittered with less than
lar digital conversions; while the

videogame developers have found the task
much more arduous

Nevertheless, developer Circus Freak
Studios Is confident that the current wave of
console technology is up to the task. As the
company's president, Caroline Esmurdoc
explans, “The great thing about Superman is
that he is sc powerful. We want the player to
experience that feeling to its fullest. To that
end all of Superman's vast array of powers
will be available to the player at all times
Flight, speed, strength, heat vision, telescopic
vision, x-ray vision, and frost breath will all be
usable throughout the game. Superman can
use his telescopic and x-ray vision to assess
danger and respond appropriately.” No
mention yet, though, of a ‘buliet-time’
superspeed mode, a la ‘Smalivilie’, and this
would make a welcome addition to the
game's mechanics.

In order to provide an adequate set of
challenges for such a comprehensive set of
talents, The Man of Stesl takes place across
range of locations drawn from the comicboc
franchise - from a highly detailed recreation
Metropolis to the Phantom Zone and
Warworld. Taking on the might of the
transmogrified Y2K villain, Brainiac 13, as wy
as arch-nemesis Lex Luthor, Superman has
to fulfi a range of objectives such as averting
disastars, protecting innocent citizens, and
containing environmental damage. And of
coursa, thera's the add bout of fisticuffs

“One specific example of our innovative
implementation of Superman’s powers is ou
inertial fight mechanic,” continues Esmurdo
“Supearman is able to lift huge objects, but
they will still retain their mass so he will have
to carefully manoeuwvre them into their coma
positions. it will take skill and precision on tf
part of the player. We also plan to provide tf
players’ challenges that will take
combinations of Superman’s powers, For
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While the N64 incarnation of Superman suffered from seriously flawed handling, Circus Freak Studios is -'

confident that lock-on targeting and inertial flight mechanics will leave previous versions in their wake

example, the player might use telescopic
and x-ray vision to assess a thréat, fight to
get to it, and then a varety of combat
powers to defeat it.’

The developer is also taking measures to
ensure an appropriate level of threat — without
resorting to the easy option of introducing the
destabilising effects of Kryptonite at every
available cpportunity. A number of the
enemies will be large enough that they will
have multiple lock-on points so that
Superman can target specific areas on them
Many of the threats will be threatening
Metropolis so that Superman must deal
with them quickly and in a strategic way in
order to succeed.”

Furthermore, as an Xbox exclusive, The
Man of Steel also takes full advantage of the
console'’s unigue feature set: notably by
supporting Dolby 5.1 3D spatial sound effects

“The team does not need to
make compromises for the sake
of cross-platform compatibility
to achieve success”

and the full range of graphics technigues
supported by the nVidia GPU. "The team
does not need to make gameplay,
technological or visual compromises for the

sake of cross-platform compatibility to b j Superman: Shadow of Apokolips
achieve success," states Esmurdoc. b In addition to The Man of Steel, Infogrames will also

Nevertheless, capturing the monumental be publishing a second title base Superman
e. De! ved i e, Shad f Apakolips is
essence of the Supermnan myth always gt DeRlcoedin I - s
I g5 3 PlayStat and while The Ma
presents a significant design challengs,

ased within the continuity of the Sup
and no amount of technology is going to -omi 1selves, the PS2 title will be by n the

changs that, However, Edge is optimistic distinct universe of the animated TV
that Infogrames can at least lay the horrific Significantly, such a move will give the two

opment teams a rare chal to take full

memory of Superman's execrable N64 advantage of the capabilitie: eir target hardware.

Titus-published outing to rest.




 DieHard: Vendetta

Format: GameCubs
Fublisher: Vivend! Universs
« Bit

John McClane returns for another videogame interpretation of the ‘Die Hard’ franchise,
but dimwitted Al and ordinary level design makes this a less than explosive prospect
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Although leveis are designed along very traditional lines, there is enough action to

prevent boredom from setting in. Controls have been mapped on to the GameCube’s
controller exceptionally well with a duck command turning into a lean if the c-stick is
rotated left or right. A Zelda-style automatic jump makes accessing high arsas easier
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‘ greatest action movie ever nade, 50
| ! It's with some trepidation that Edge
ital interpretation of the

= ‘ ie Hard' still stands as ane of the

comes 1o the latest ¢

sorid franchise

lone-cop-against-th

temonst
Can a videogame ever do the strength of the

icencs jus he original Die Hard
proved to be diverting but stepping into John
McClane's shoes for a firstperson translation
of the franchise |s surely a better way 1o
capture the spirit of the first movie.

he game is set after the
i Plaza incident (McClane's daug

m up and, predictably, has fuifiled he
: yy & temorist grod

vices of Die Hard' - the

the clever drar
claustrophobia induced by a single office
complex, lethal glass strewn flears and fire-

hose leaps of faith — could have made a

pased on McClane’s mav
moments are

videogar

antics ve

pecial. Sadly, suc

Die Hard: Vend

being another pokshed but plagiaristic
it anything, the game resambies the

Agerit Under Fire. Thera's the
same dullard Al, with enemies emerging from
behind crates (yes, there are iots of crates) to

let you pick them off with ease. if you're lucky

one of them might surprise you with his

ing back behind a crat:

1 general these baa-

K like they will be depriving a lot o

lages of their Idiots.
The developer promises that there will be
several routes through each level, but In

JMe guard dogs, for
them sausages

eariier in the level

Altermatively, you can just them dowr

Not entirely the ‘freeform’ level design

pledged. For the most part, typical level
triggers must be fou

he next aemarc

over an un wall, it doesn’t
more imaginative than this
There are some tramendous visual effects

scalab

intuitive.
10-De a wel-

FPS for the

jon't expect it to do
denEye did for the NB4.



Yager

Format: PC, Xbox
Publisher: THQ
Devaloper: Yager Team
Origin: Garmany
Relsase: 03

“Original, provoking, and rich in storyline,” claims the press release. “But is
all what it seems?" Edge takes a look under Yager's surface and finds out

7 here are two remarkable things
about Yager, an aerial combat

| game that, contrary to phonetic
implication, has absolutely nothing to do
with retro franchise favourite Chuck. The
first thing that strikes Edge as it notices

the Yager posters dotted around the Che Bar
in central London where the LUK press day is
being held: there are only a few months

left on the development cycle, and arch
marketeer THQ still hasn't given the game

a clumsy subtitle.

The sex
Edge walches Yager's lead programmer
SWOoOp a tiny fighter across water and around
a huge, hovering mothership. Laser fire slices
through icebergs and breaks them into ship-
sized pieces that tumble and splash into the
water. Gulls swoop, turbines spin, particle
explosions whirl into smoke fades into cloud.

d remarkable thing hits as

It turns out that Yager, superficially at least, is
absolutety gorgeous

Its backstory, formed from oft-visited sci-fi
trash novel heroics and character cliché
proves less remarkable. It's typical game
developer playground stream-of-
consciousness. Edited highlights from the
overly verbose prass release follow
“Powerful Mega Corporations... taken over

civiksed world EC--"'“‘E‘TQ"""-Q strred up at the

SpOns

Proteus Company... ships and
crashed.. Increased pirate activity... dark
corporation. .. dubiously guiet, .. engage
someone to dig up the dirt.”

That person is Magnus Tide, fighter pilot
His mission: “... to survive.” Edge suspects
that the missions will actually be much moe
ngid than that, thanks largely to Yagers
namative-iad structure. THQ declares it's
‘genre-busihing’; but it locks like anything but

Still, that's not necessarily a bad thing
and the action, while derivative, looks
pleasantly frantic. Ships have two modes of
control, In the standard setting, the crafts

Detailed ship taxtures give the Yager universe a
worn-down feel, more ‘Star Wars’ than 'Star Trek'

Multiplayer combat will be only available on tha PC
version, a disappointment for those seeking to take
advantage of the Xbox's network capabillities

handie like a fighter plane, but in hover mode
the controls switch to aliow strafing. Stealth
and caution will pay dvidends; the game
appears 1o want to play like a firstperson
shooter in the sky, more Descent than Rogue
Leader. Changes of pace are in evidence, too:
some missions will require the player to take
therr place in the gunner’s seat, providing an
on-rails shoot "em up ride through the vast
levels. And, if the thrll of combat wasn't
inceniive enough, your performance in
missions affects your relationship with your
lieutenant, steely ice-maiden Sarah
Worryingly, though, there doesn't seem to
ba-anything in place apart from a spectacular
game shell, The game mechanics on show
appeared 10 be placeholder, the lack of any
appreCiabye CONSION Gatection in the cooe lent
a ghostly, washed-out feeling to the
demonstration, and the developers reluctance
to let Edge armywhere near the controlier
implies a greater fragility than THQ might
want, A feature lis! that reads like an
instruction manual for creating a competent,
uninspinng shooter also proves disheartening,
but perhaps Edge is being overly pessimistic
There's not long left on tha development
cycie, but if Yager Team can come up with
a game to match the visuals, Yager
could still end up being beautiful,

W

A firstp pit view is ilable, as is the
now obligatory zoom/sniper mode. There’s no
pretence to realism here though. Yageris a
clean and simpie arcade shooter




GunVakyrie

N gin Japar
Falease Out now (Japan/US), May 2 (UK

Inspired by the anarchic ‘Starship Troopers', Smilebit’s latest opus offers gamers the
chance to smash and rend thousands of insects with ridiculously high-powered weapons

dge has already championed

= | Smilebit's fascinating insect

spiattering game

issues, but the emenger a
playable dermno necessitated another re
And the news is all good. Whiie Edge
certainly has something of a penchant for
games containing mechanised warriors of
destruction, GunVaikyrie i rather special,
True, it's a bit of a no-brainer with the focus
resting firmly on frenzied firspower and
ridiculous pyrotechnics but the game delivers
gratifying action throughout

Moving your hero around s at first a littie

cumbearsome — partly because there is no

strafe command — but it soon
ntuitive. While the laft analogue stic
you backwards and forwards ~ with rotation
from left to right — the right stick controls a
smoothly implemented camera. The left
trigaer controls boost, while the right trigger
fires the selected weapon

The architecture is glorious and the draw distance of the outer-world areas gives a
glimpse at a visually uninhibited future. There's no fog and alien suns glint beautifully
off surfaces, However, the number of enemies onscreen prevents too much sightseeing

Praviously In E100, E

Once enough Halley Cores are collected multiple
aliens can be targeted for enhanced destruction

which the

SOPIOUS BmiCe

ved Dy

screen can disappear in a

course, there are several types of creature to

id onca the screen begins to
fill with teeming hort {
of Paul Verhg
enjoyable splatterfest, ‘Starship Troopers'.

Although thy ¥:

VIENY FEITINIST

on becomes

=
bolster def -
new capabilities then make your warrior more

mobile and aggressive. Evolution of the
exoskeleton eventually produce ol

and enhanced forward p

uniikaty 10 shiflt huge numbers

but Xbox gamers searching for

The boost function only lasts for a short period but
gives an extra dimension to the thirdperson shooting



_ Origin: Japan
Summer (Japan)

Concerns over the size of Xbox fade in comparison to the mammoth
sized peripheral for Capcom’s hardcore mech simulation title

i 1 Tthere's a singie title that
encapsuiates and embodies the
Japanese love affair for big, bipedal

robots, Tekki could be it. Taking the

distinctively intricate control schemes of titles
such as Virtual On and Armored Core to their
logical conclusion, it requires a custom-built,

50-button, peripheral that seems to make a

mockery of concemns regarding the size of the

reqular ¥box controller. But even taking into
account the techno fetishist appeal of the
controller and the Japanese mech obsession,

Capcom Is taking a significant gamble on the

commercial success of Xbox — particularly

given the prohibitive cost of the unit.

Caonceived by Hifumi Kohno and
Biohazard creator Shinji Mikami, Tekki is an
indication of the sort of flight of fancy that
might be expacted from Capcom now that
the Biohazard senes seems to have run its
course on PlayStation2. The title, Tekk, is a
derivation from two kanji: ‘tetsu’, meaning
‘iron’ or ‘steel’, and 'ki', which means ‘knight
So fiterally, ‘Iron Knight’, which, in addition to
being slightly more appropriate than previous
name, Brainbox, Is a faify accurate summary
of the game's subject matter.

The enormous peripheral, which weighs
in at an Impressive three times the size of the
Xbox itself, incorporates tuttons, joysticks,
switches and pedals — and even includes
an ejection button which is shielded to prevent
accidental use. Meanwhile, the onscreen
display consists of a dashboard display, HUD
and viewing screen. Together, they combine
to conjure an impressive simulation of the
interior of a mech cockpit, adding a visceral
thrill to the destruction of enemias and
buildings, and producing a sophisticated, if
complicated, control scheme:

Structurally, the game consists of a series

of missions that take place in a single, huge
city against an assortment of different
enemies, ranging from other Vs, through

to tanks and Infantry, and even aenial forces.
Different kinds of targets are susceptible to
different types of weapons, requiring guick
tactical thinking, as well as manual dexterity.

A nica touch, in keeping with the
game'’s simulation tone, is that damage to
your VT precipitates a gradual breakdown
of the mech's functions, culminating in a loss
of visual display — although interestingly it is
still possible to carry on playing using radar
alone to navigate.

Currentty estimated to be about 40 per
cent complete, it remains unciear as to
whether Tekki will be graced with a PAL
release. Compared to their Japanese
counterparts, western gamers have
demonstrated a reluctance to embrace the
convoluted controls and peripherals of
previous mech titles. But given Edge's own
fascination with big robots, it would be
a shame 1o see it restricted to Japan.

As these screenshots and pictures of the massive
control peripheral demonstrate, the emphasis in
Tekki is firmly on simulation, rather than immediate
arcade action, with the onscreen display and input
mechanism combining to produce instinctive
results. A limited PAL release remains a possibility

Western gamers haven't historically been too fond of the sort of complicated control scheme that Tekki
employs, but there has to be a first time for everything, and judging by these screenshots, this could be it



Format: PS2, Xb

Twin Calioer

An abandoned village full of undead monstrosities is hardly the most original setting for
a videogame, but a novel two-weapon aiming system promises something very special

. OOr QIO JOrn v Littie did he know that when he

— perfected the art of fiming men firing guns from the most

|_—| compromising positions = rolling under mortuary tables,
o

jumping over horses, even standing atop the wings of airplanes — that

on. Now

mMOous with any ki

promuses of
Twin Caliber is the latest game that attempts 1o capture the spint of
Hong Kong's maost famous movie director. At least it shows some
promise. Tha game’s USP is that the main character's movement is
controlied from a traditional thirdperson perspective, but eac
] tly a ed 1o an ¢
n the shoulder tx

of the

somes independe

presumably) w
pressad. This could, of course, result in less
than cool Magnus Pike-style gesticulations,
but it's hoped that clever targeting will prevent
arms from flailing around too wildly.

Graphically, the game is hardly pushing the
snvelope, but early footags suggests that Twin
Caliber contains the kind of gunplay seen in
Rodniguez's "From Dusk Till Dawn’. It's certainly
refreshing to see Rage trying something new

An interesting cooperative mode (with
both characters onscresn at the same time)
sees the unlikely partnership of a shenff and a
prisoner taking on an abandoned town
overrun by an evil cult. Early shots certainly
auger well for a title trying 10 dc

The singlescreen cooperative mode promises to
deliver some tense action, But it's still uncertain
It damage from friendly fire will be included something a little different

Shedowbare i —

May

Ambitious German publisher enters the massively muitiplayer
RPG fray, hoping to take on big boys such as Everquest

— he number of MMORPGs announced recently suggests

that wdeogame publishers knoy E at we don't

Law, stating that th

every 18 months. Or something like that. But

ed considerable effort to setting up a separate

ort for Shadowbanea

parable t

verguest
tion of statistics, character

as will dis

Sh

rom similar tities is a n

ol In-game commin

When it comes to MMORPGs, a lot comes down
to the quality of the playing community, the
technical efficiency of the game servers, and the
ongoing moderation by the game's creators. But )
Shadowbane’s mechanics are solid and attractive Iy

Shadowbane also features a
'timer-based’ nal system to maintain a

N different

clustel

e part of

Despite broad similarities to Everguest, it's
actually much more strategic, with formal
diplomacy likely tc be more pronounced

ly subscriptic

should cost around €12

040



Mat Hofmens PoBMX2

In an interesting move, Activision's second bicycle motocross videogame follows
a real life BMX tour undertaken by Mat and friends specifically for the game

The real tour visited the streets and skate parks
of Dallas, Chicago (right), Joliet, Kansas City,
St Louis, Elkhart, Oklahoma City and San Diego -
most (if not all) should make the final game.
Visuals continue to improve since Edge last saw
the game (all shots here taken from PS2 version)

oper Runecraft

excellent Hawk titles than prequel ¢

Attempting to bolster the title’s individuality, Actvision planned an

sight-city BMX road trip around the US for Hoffman and his entourage
to not only obtain footage for the game (conveniently, a full-length
reportage s also planned for broadcast on ESPN), but also provide the
game with its structure. As such, the game's main mode mirrors real life
happenings and hopes to furthar engross players in the virtual events by
allowing you free movement within the vast environments

A course editor allows customn tracks to be buiit and, if you're an

Xbox ownar, these can then be swapped
online with fellow garmers. (Other Xbox
exciusive features include the ability to

ViloE

d an extra level and character within

three months folloy
With the BM

crowded as, say, t

g launch.)

1 game category, i

somewnat reassun

The fiatiand tricks (the first for a BMX title) are
really wall implemented. The collision detection
remains unfinished but signs are rather positive

Phantom Crash

Microsoft does its bit for global unity as Korea and Japan
unite to release another mech-based blast 'em up for Xbox

Early video footage suggests that the game's
main tactical idiosyncracy is sheer fluidity
and speed, and the use of cloaking devices

I"'_"'-"‘ ot 50 long-ago it would have been unthinkable for a Korean
| publisher to release a Japanese-developed game for an
American console. In that respect, Phantom Crash is a sign of
the times: Mic 's entry into the home console market has made it

difficult for Japanese manufacturers to lock out Korean publishers and

developers, despite cultural import barriers between the two countries
Korsan publisher Phantagrar the first companies 0 benefit
developing tities internally as Napping LU op

titles such as Genki's mech-ba

t "em up, Phantom

The backstory is hard ing fairly famifiar o

themes and setting the achion in o

given over 1o gladiatonal compat bouts beh

piloted mechs). However, early pres

Post apocalyptic ruins form the backdrop to
combat encounters, with the B-movie plot
suggesting that Tokyo has been destroyed

tities, such a sea p3d) and J
, the inclusion of a Predator-lke

cloaking device threatens 1o add some spice

to the combat mix, and players can customise
the configuration and colour schemes
of their Scoobees.



~ Downforoe

Ignore grooved tyres, downforce restrictions, pit lane overtaking and slow circuits
— It turns out the future of Formula One isn’t boring after all

’ 000

Crashes are some of the more spectacular seen
in videogame form. Twoplayer mode is impressive

— 1 ownforce features a futuristic racing league that has broken
away from the sport’s goveming body. In it, 14 modified F1
cars (extra wings, air brakas, jet engines, elc) compete on 21
circuits from eight global locations (Singapore, Tokyo, Las Vegas,
Florida, Hong Kong airport, Sydney, Geneva and Toronto)

Crucially, the sensa of speed is good and the layout of the various
circults Edge has tried encourage high-velocity racing. This inevitably
leads to accidents which Smart Dog has worked hard to get right and
they're easily the game's most appealing aspect: upon contact
vehicles smash into a fiery shower of fibreglass with Impressive ferocity
- It's exaggerated, naturally, and all the better for it (a la Daytona, it's
straight back into the action once the crash is over). Good, too, is the

handling which prefers simplicity over realism
even if it's not the most elaborate system and
can perhaps feel a little too digital at times
But, if there is a valid criticism, it's the
lack of cars on the circuit. Only ten make the
grid and as the field spreads out it's possible
to spend far too much time on your own,
While this could be down to the difficulty level
used in the preview code, either a higher
number of vehicles or an artificial catch-up
option would make things far more
hectic and massively improve mattars,

Zettal

Seven play modes are offered, including fun
options such as Crash Arena where the idea is
to score as many points as possible from the
wildest accidents your fingers can come up with.
Now, if only the developer convinces the CPU to
display a few more cars on the circuits...

sume! Toshi (City of Desperation)

Set against a cityscape rocked to its foundations, Irem’s PS2 actioner looks
set to deliver survival horror adventure gaming freed of its zombie shackles

ention ‘survival’ in reference to contemporary videogames and
plasma-siurping zombies come to mind, sat against sombre,
| eerily It backdrops. But City of Desperation gives the genre a
spin; survival remains key to the expeneance, but it's an earthguake, not
the shuffing undead, that threatens your demise al every tum
kicks off following the quake itself, and you're faced with
king your way from a partially niined suspension bndge to
the relative safety of the mainiand. Further, smaller tremors ocour at
arvals, forcing masonry to rain upon your head, the ground
to give way, and even abandoned vehicles to come into play.

The game is an urbanised hybrid of Extermination and Resident Evil,
the sharp graphical style of the former lending a sophisticated air to the

The

tne task of

scripted in

search/puzzie/explore dynamic of Capcom’s
title, Aggression s conspicuous by its
absence, howeaver, giving the gaming
sensation a tangibly original air.

ar flicks, several NPCs rear their
ds t an especially
dangerous underiaking — is an obvious gaoal,
and a rewaraing one

Overall, City of Desperation looks like
ce that innavation on PS2
Is alive and kicking - in Japan, at least.

ampie svider
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Further tremors follow the initial quake: though
you can often see cracks in the architecture
around you, it's still possible to be caught
unawares (above). Falling doesn’t always result
in death, though - if you're quick enough (left)

Ongin: Japan
Radeasa: Spring (Japan), TBC (UK)

T
p .5

The partially ruined nature of the environments
means that you'll be charged with navigating
some particularly awkward structures



A qguality scrolling 3D beat 'em up has eluded the world's best game designers,
so it's with some hope that Edge views the latest title to attempt such a feat

for the scrolling beat ‘em up. Sadly It's not going to happen with thi
fitle. While it's still too early to be absolutely sure of the game's final

ndicate a title more in

Some fight sequences will mimic those in Lee's
more famous films, such as ‘The Big Boss'.
Fans will even get the opportunity to deliver
blows with nunchucka and a staff on later levels

quest
to go thro

Unfortunately ther:

: the grace and elegance of the world's most
Special dragon colns can be picked up to give 3
Lee a flaming fist attack at double speed.

Unfortunately, clumsy controls don't auger well

ed martial artist has not bean

ptured In the fighting seque S

At last, a game emerges with a unique aspect fuelling its core gameplay, but will the
elements of trust and fear be used to good effect, or merely complicate and frustrate?

orget the exploration of an arctic outpost, malformed DNA
' it

Ng's long-term success

are implementad intc

Can o

dress

3 y De d by authonsad pers
acline can be threatened with a gun to the 1, but afte
k has been performed the trust meter will rise dramatically. Just
how such elements will hang together during
me remain 1o be seen
>0de suggests
movement clumsy

The environments are suitably creepy and the
game oozes atmosphere. The lighting is
impressive with weapons like the flame thrower
(above) picking out detaiis from the surroundings

A good deal of tension is built up in the game
because the player naver fully knows if
colleagues are going to turn into evil aberrations



Format: Xbox

Publisher: Swing! Entertainment
Developer: Starbreeze Studios
Crigin: Sweden

Release: May 31

Praviously in E38

A Swedish developer sets out after the Holy Grail of swords and sorcery gaming:
how to develop a thirdperson slash 'em up that plays as well as it looks

ince Edge first looked at it, Enclave has continued to
impress visually. But after the unfortunate precedent set by the
| 1 likes of Rune and Severance, Swedish developer Starbreeze
Studios now has its work cut out making sure that it doesn't deliver just
another graphically appealing hack 'n’ slash 'em up that ultimately fails
to deliver fulfiling gameplay.
Judging by recent appearances there's still plenty of work to do

on the control interface which remains slightly twitchy and lacking in
subtlety, for example, and sadly it looks like the coin pick-ups are set
to stay — despite the fact that they sit uneasily next to the super
realistic environments and character models.
However, the prospect of multiplayer combat on an epic scale with
battlefields that feature massive engines of
war is still an enticing one. In addition, there’s
the fact that character classes are specialised,
with each one requiring a distinct tactical
approach. They can also be customised over
the course of the singleplayer game with new
weapons and armour, and a hub-like structure
that adds a modicum of strategic choice to
the order in which missions are undertaken,
And, owing to sophisticated level of detail and

A ; Players can choose from a range of characters,
atmospheric lighting effects, it clearly el sach of which requires a distinct tactical
looks nice. But will that be enough? “~—  approach to get the most out of their unique skills

Enclave is a brilliant advert for the significant
graphical scope of Xbox, Whether it will ever be
more than that, though, remains to be seen.
However, there's still time to hone the finer points
of the control interface and game mechanics

Format: PlayStation2
Puksner: Konami

Felease: June

No engines, no tricks, and definitely no nandrolone power-ups, Konami's new Gallic
licence combines arcade simplicity with the thrill of bicycles and aerodynamic lycra

t's not a game that Edge would expect much of, and the
simplistic dynamic seems like it might back up the 'licence

| first, game second’ preconceptions. Pressing the x button
causes your cyclist io pedal, so frantic bashing makes him go faster,
but also expends energy. Overtaking rivals must be done by combining
judicious use of the current incline with your rival's slipstream and well
timed bursts of speed. Tour de France sounds tedious, but thera’s
something compeliing about it, and it's relaxing too.

So, Arcade mode provides the quick fix, while Tour de France is the
game's centrepiece — a career mode which offers gamers the chance to
build up the skills of a novice cyclist and turm them into a Miguel
Indlurain beater, The obligatory twoplayer race-off and time trial settings
make up the remaininder of the competitive
game, while those who see cycling as a
leisurely pursuit can leam to race via the
Practice made. In other words, it has all the
options you'd expect of a big-narme racer,
without any of the engine noise.

Perhaps that serenity is what makes
Tour de France so pleasant, or maybe it's the
rhythmic nature of the control system, which
ties in perfectly with the subject matter.

Either way, it's a much cuter game than [ .=
Edge gave the concept credit for. 2=

The energy bar in the bottom left-hand corner can
be replenished by drinking a bottle of water, but
only on five seperate occasions. Using it wisely is
important, particularly since Edge's preview code
appears to be exceptionally difficult

Using the slipstream created by opponents is
vital. Its size and position is determined by the
the rider in front and the direction of the wind
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The arrival of playable code of Saffire's spiritual successor to the classic
8bit gorefest shows significant scope to become a sophisticated brawler

1 though some work needs to be done on the Al, the delivery of
a playable preview version of Barbanian has given Edge the
| opportunity to get a closer look at the game's combat
mechanics. And while it's too early to say whether the vanous
components will gel entirely successfully, it does display considerab
potential, Free roaming, interactive arenas combine with a dynarmic
guest structure, for example, and experience points can be used to
customnise characters over the course of the singleplayer game.

The mast interesting feature though, is the combinatorial special
attack structure. Performing combos, destroying objects in the arena,
countering an attack, or throwing an opponent each power up different
types of runes, which can then be used to initiate a certain type of
magical attack, Combos themselves are also
well conceived, with each combo producing a
different effect, from juggling an opponent in
the air to securing a quick knockdown.

Layered on top of the interactive
arenas, and factoring in the supported four
players (plus Al-controlled automatons), it
could be the key to the game’s success if
implemented well. Although Barbarian will

: initialty appear on PlayStation2, enhanced
It doesn't have the vividly charming aesthetic of

the PowerStone series, but Barbarian does have Xoox and GameCube versions
a sizeable number of detailed interactive arenas are aiso in development.

Format: F'SQ-..JQJUX.GC
Publisher: Titus
or: Saffire

Previcusty in E10E

Players with a multitap will be able to experience
a number of different team configurations, from &
fourplayer free-for-all, through to contests
between teams made up of two players apiece

~ Star Wars: Knights of the Old Repuiblic

Format: PC, Xbao:

Fielezse: Autum

A return to the halcyon days of the Jedi order? Certainly.
A return to the halcyon days of LucasArts? Probably

| iven BioWare's track record, it's inconceivable that LucasArts
could have found a developer more likely to do justice to an
— 1 RPG based in the ‘Star Wars' universe, Set 4,000 years prior
to ‘The Phantom Menace', Knights of the Old Republic eschews the
Isometric viewpoint of Baidur's Gate, replacing it with sumptuous 3D
visugls courtesyof a custdm buiit engine, and introduces a new
inte is optimised for either Xbox or PC. A new combat
system places greater emphasis on action than the Baldur's Gate titles,
and a series of minigames, such as Swoop Bike racing, Is included.
Players are able 1o create parties of up fo three characters, drawn
from a variety of races and character classes — such as Scoundral,
Bounty Hunter, and Jedi Guardian — and the action ranges from
Tatooine to the Jedi Academy on Dantooine
and the Wookiee homeworid of Kashyyyk.
Significantly though, BioWare is
promising that all the narrative hallmarks of
the company's previous BPGs will be
mplemented in the 'Star Wars' universe.
Throw in a dynamic alignment system to
mimic the interplay between the dark and
ight sides ¢ ce, and Knights
of the Old Republic should provide
Star Wars Galaxies with some
serious competition,

3, whic

suggest that there's a strong likelihood the game

+f the Fo mechanics and narrative will match the visuals
of the Fo
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Though these screenshots demonstrate BioWare's
incredible new 3D graphics engine, the company’s
track record on titles such as Baldur's Gate, would

By setting the game in a period well before the
movies, players are granted the freedom to
indulge their wildest Jedi knight fantasies
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hen Sega confimmed its

intention to move to

software-only status last
year, Edge's cover celebrated its
move from hardware failure to
publishing giant, The Dreamcast was
mourmed, but Sega was celebrated
as the people’s champion, arriving
from nowhere to challenge EA's
fterative publishing policies with new
vibrant videogames. Edge's first cover
after the big announcement? Crazy
Taxi 2. A year later, and producer of
the inevitable Crazy Taxi 3, Kenji
Kanno, meets Edge at Sega'’s
department in Higashikaojiva, Tokyo,
to dispel thoughts of EA-style annual
updates, and to discuss High Holler's
new features

Kanno-san's first words; "l would
not say there are any new features in
this seguel.”

Ah.

“At least not like what we added in
Crazy Taxi 2," he continues. “We wera
not all satisfied with the second
version. | felt we just added the jump
feature and that was all, and | really
believed that, with more time, we
could have developed the idea in
detail, made it more enjoyable. So
while | understand that introducing
new features makes sequels great, for
Crazy Taxi 3 making the jump fully

enjoyable was a priority - and, in a
sense, something new.”
Right. Mot just an update, then?
“Well, we didn’t want to displease

fans of the series, so we didn't make

too many changes, | mean toc many
big changes. They must feel the same
fun they enjoved in previous versions.

Format; Xbox
Publisher: Sega
:par: Hitmaker

cleasa; Summer

Crgm: Japan

If you look at the game from a
distance, you won't notice much

difference. If you play it should be

able to notice the evolution,”

Work began on Crazy Tax 3
Immediately after work on the previous
version had finished, with a team
predominantly composed of the same
people (*Actually,” Kannno-san adds,
“It's a bigoer team, about one and &
half times the size of the previous
one."). Since CTZ was a Dreamcast
project, the first step was to choose a
system to work on.

“We wanted to try 8 new
platform, and there were two
options, GameCube and Xbox.
Looking closely at both consoles, it
was clear that Xbox had the most
sultable image. Of course, there were

A trip to the space shuttle with what appear to be
humanoid rabbits implies that, this time, Crazy
Taxi's craziness involves more than manic driving
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certainly some concerns, since this was
American hardware and previous
American consoles were not very
successful, But you know, if you refuse
to try anything new because you are
afraid of something, you

never make any great things.”

Second step: finding your fest,
"When you start working on totally new
hardware, first you have to understand
what it is possible to do, and in our
case, we worked on the graphics to get
an |dea of what we would be able to
deliver.” But it wasn't simple.

“| know Microsoft is always telling
pecple it is very easy to work on Xbox
Hmmm... | don't know what to think
when | hear or read such things. I'd say

dto the ga

that Sega is very different from any
other thirdparties. We used to have our
own platforms to develop on so when
we had a problem, it was very easy to
get the answer from the hardware R&D
department. For the first time, we
understood what it was to be a
thirdparty. It's not easy.”

He pauses, and rephrases, "l don't
think it is that easy to work on Xbox,
not at all, We want to deliver something
great so we try to get most of the
hardware. It's not so different to any
ther console. There are no especially
easy or particularty hard points.”

So, was it purely a matter of
choosing a platform, then? Was there
always going to be a sequel? Does this
imply that Sega wasn't happy with the

O

last version of Crazy Tax, or does it
simply recognise a valuable franchise
when it makes ona?

*Hmmim... each time | try to deliver
the best Crazy Taxi and | think we've
included evenything we could come up
with. And then we come up with a
sequel. Crazy Taxi 2 was not a bad
game at all, no...”

The sentence trails off. Here comes
the 'but’

“At the same time, we had to
rethink what was so crazy about Crazy
Tax. So we've worked hard on our
game design to get the fun craziness
once again, and this time to combine it
properly with the jump feature. We've
also increased the size of the game,
especially the mini-games, as they
were very much appreciated by

users in Crazy Tax 2. And we've
introduced four new characters, as we
did last time.”

Plenty of time for fine tuning the
craziness, then, because whatever
Kanno-san says about the difficulties
of working with the Xbox, the transfer
from DC can’t have been that painful.
“Well, we've not made everything
from scratch. We've imported many
things from the previous versions and
optimised them. But even if many
things on the Dreamcast and Windows
are closs, they're still based around
two very different technologies. When
you jump on Xbox, which is far more

powerful, you have to rebuild a lot of
the game. Graphically, we used what
we could, and changed everything
when Xbox could offer a greater level
of quality.”

Aside from graphical improvements,
is there much the team has been
able to implement on the Xbox that it
couldn't in previous versions of
the franchise?

0, it is very much the same.

The game modes will be the same
as they were previously, It won't be
online compatible, and as for the hard
dnive, we use that to give us more
options. For example, in the previous
Crazy Taxi, you were sble to save a
restricted replay; now you can enjoy
a longer replay.”

A longer replay. Not 50 much
evolution there, then, although it's worth

As the subtitle ‘High Roller' implies, Crazy Taxi 3's vehicles' suspensions
will take as much punishment as they did in the previous two versions




While the Crazy Jump isn't a new feature, Kanno-san hopes to use it to
better effect this time,without unbalancing the game’s instinctive controls

remempenng that such things are

dered far less peripheral in Japan.
it's probably not likely to convince
westerners that CT3's taking full
advantage of the Xbox hardwars,

tions the possibility

S

\ar
that he intends to
on Xbox in all three markets during this
summer. Where will Crazy Tax 3 take

they've not been able to

gamer

go before
“Las Viegas.” deadpans Kanno-san,
2y Taxi 3's Glitter Oasis

"‘However, this won't be

you're able to drive. Until

1 & single city and two
different courses within it. That doesn't
offermuch difference in tarm of

ever, | can't tell you much about

this yet. Anyway, uni r you had

only a blue sunny sky in Craz)
time, you can drive by might.”

And that's substantially more
revolutionary than bigger replays, given

Tax's pervasive blua/yelio

“| mean we had this stark blue sky
iri the first

0 VErsions, S0 making such

was difficult. | wasn't sure this

a change

a new image for the third
version. The designers wanted to take
advantage of the new hardware, so, the
ed

enmc

two approaches met and we pro
this environment. They've done

job using what the Xbox offers them in

term of technical features for night-time
We have been able to do somea very
impressive effects. | think this takes the
game to new levels of achievement,

visually.”

But not necessarily 10 new levels

of entertainment. As wonderful as
Crazy Tax's core gameplay is, High
Rolier doesn’t appear to be a step
forward, more consolidation in the face

of pale imitators like EA's Simpson's

Road Rage.

‘I mean we had to adapt,” says
Kanno-san. "And we searched for more
ideas in order to
bie, fun and cool. But in the

the game

d

NCe

all about bala YOu enne

one thing, you have to keep the
harmany between everything else.”

True. There's still plenty of time left
it perfect

betore summer to find tf

hammony. And after that?
"l have no Idea, | mean, | don't

mind. Time will tall. | think Xbox will do

well, PS2 is still the main platform, but

the Xbox is ra

it suits the crazy aspect of Crazy Tax 3

quite well, which is why we decided to

Jer our
ch platform will
t could be another taxi
game, or it could be something totally

new. | don't know yet."

As expected, four new drivers make up
Crazy Taxi 3's cast. The soundtrack, a key
part of the original’s success, has yet to be
finalised, though fans of skate punk are
unlikely to drive away disappointed
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Learning curve

Is the academic community finally accepting videogames?

w7y ideogames are currently the easiest

V target for the moral police. Rock 'n’
roll hasn't threatened anyone for years so
videogaming is now perhaps the only
modemn adult pastime that is still
occasionally misunderstood. Still,
perhaps it's better to be misunderstood
than ignored. In the 40 years since Space
War appeared on MIT's PDP-1 mainframe
in 1962 (arguably the first computer
game), the arbiters of intellectual
acceptance - the academics - have
consistently given games the cold

In March 2001, the Information

Technology University in Copenhagen
hasted the first international scholarly
conference on computer games, swiftly
followed in July by Bristol University's
‘Game Cultures’ (See News, E101).
That month also saw the launch of
‘Games Studies’, the first academic

journal dedicated to computer game
research. Espen Aarseth, 'Games
Studies’ editor-in-chief and associate
professor in Humanistic Informatics at the
University of Bergen, recently labelled
2001 “Year One’ in the academic study of
computer games. But why has it taken so
long for games to be considered worthy
of intelligent study?

The delay is partly down to the
generation gap. Prolessor Henry
Jenkins, director of the Comparative
Media Studies Program at MIT, sees a
divide within the academic study of
games “between younger scholars who
grew up with games, and older scholars
who came to games through the filter of
other media.” Jenkins, an elder
statesman of computer game theory,
confesses to having come across
videogames indirectly, through his son.

“I had played Pong and Atari when | was
a teenager but | hadn't really paid
attention to games... until my son wanted
a Nintendo system for Christmas. | found
myself astonished by the extraordinary

EDGE 00

leaps forward represented by Shigeru
Miyamoto's Super Mario and Zelda
games, and was even more astonished
that so little serious criticism had

been written about this medium. | have
been writing about games off and on
ever since.”

The division is still strong within the
academic community. “There's a classic
issue,” says Geoff King, at the Media
Studies department of Brunel University
in Middlesex, “are you a real gameplayer,
or are you an academic who's dabbling?”
Indeed, the academic worlid is so insular
and competition for posts so
oversubscnbed that the blossoming of a
new field of study opens the way for
individuals to branch into a field which
they have little expertise in. But Henry
Jenkins acknowledges that the
groundbreaking academic work on
computer games will be done “by the
generation that can rattle off game titles
the way | can rattle off movie or television
tities. | am helping to prepare the way for
that generation.”

But the new academic limelight
stems from more than just a generation
of professors with blisters on their
thumbs. As virtual spaces become




Critical mass

The parallels between academic
attitudes to gaming and to cinema are
surpnsing. In the late 1800s,
kinetoscope parlours — arcade-like
rows of coin-op cinema machines —
already had a seedy image with the
middle classes. The first Lumiére
brothers film, "Workers leaving the
Lumiere factory’, was shown in
December 1895. Fifteen years later,
26 milllon people a week went to see
films, but cinema was still subject to
moral anxiety, and had yet to win
critical acceptance, Comments made
by moral-panic stricken society figures
will be familiar to any videogamer. In
1820, a member of the Canadian
parfiament deciared, “[Movies] bring
disorder into the country. Thank God
there is not a moving picture show in

any town or village in my constituency.”
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central to our working lives, games are
dernanding attention for their cutting
edge role in world-modelling and interface
desian. “Unlike most other computer
applications,” says Aarseth, “a computer
game lives or dies by the effectiveness of
its user interface design. A game that is not
intuitive and easy to use will simply not
become popular.”

Although much funding has gone
inta research on computer applications
some belisve that much of it has been
frittered away. It seems that there is a
practical value in videogames — simply
because they are focused on entertainment
alone — which computer scientists and
research labs would do well to remember.
Dr James Newman, New Media lecturer
at Edge Hill College, sees computer games
as "“the paradigm of human computer

interaction.” Newrnan was involved in

Narratologists versus

the ludologists

As academia begins to get to grips with
games, some key ideclogical fault-lines are
already emerging. The maljor difference of
opinion within academic games re'searcr. is
between the naratologists, who believe
computer games tell storles, Ina similar
way to prose fiction and cinerna; and the
ludologists (from the Latin for ‘| piay’), who
see the demands of computer games -
motion, skill, strategy — as more ke the
demands of games in general, along with
snooker, chess or football,

Despite (or perhaps because of) his fond
memories of playing The Hobbit text
adventure with a friend over the phone,
Aarseth — who coined the term
"ludologist’ ~ does not believe in the
primacy of stories in computer gaming.
“The tendency to see games as stories is

“For all the millions of dollars of SGI equipment | was being
shown, none of the experiences were as compelling, none of
interfaces as well designed or usable, as my £50 Game Boy”

the study of scientific applications of
hi-tech total immersion VR, until he
realised “for all the millions of dollars of SGI
eguipment | was being shown, none of the
experiences were as compelling or
believable, none of the interfaces as

well designed or usable, as my £50

Game Boy."

an intellectual short circuit,” he says, “which
confuses two fairdy useful but complex and
orthogonal concepts; stories and games.”
Jesper Juul, lecturer in Digital Aesthetics
and Communication at the University of
Copenhagen, believes narative “tends to
be isolated from or even work against the
computer-game-ness of the game.”

Early games, such as The Hobbit (left) relied on narrative to propel the player along, but the advent of 3D engines gave designers more scope for exploring
game space. Examining narrative is a 'dead-end' argue ludologists, it's the ‘play’ in titles like Donkey Kong 64 (centre) and Tomb Raider (right) that counts




According to Newman, another ludologist
Tl

| Writers’ block |

achon — not story — maxes the game.

“When recounting their experiences of

Are videogames culturally relevant?
Edge canvassed some opinion... )

Tomb Raiger, players ot talk about the

‘story’. Instead, they talk about trying to
escape from the wolves, running and

shooting. Good games can have lousy John Lahr, ‘New Yorke:' magazine's

SeMor crama critic

“Computer games are very much a sign of
the nihilistic tmes. Bacause they absorb the
mind so completely, they ans & way of not
desling at all with reality; a way of losing the
saif, Unlike art, or through fiction, wheara we
are working through problems and drama,
the stones in computer games don't take you
a mine cart.")" our expectations of narrative form. The zooms and pans, external views of on any numanising trajectory, You don't
exgand with them, you smply pass tima.
They kill time, rather than inform time, or help
many In the industry. Dino Dini, Kick Off such boundaries which are not available to story, And at the very least, FMV cut- you deal with your time. They take you out of
time. In that sense they are a form of benign
dnug, and an addiction. | think that they ame
agrees. "We are in the business of making f course, links between cinema and film. But even here the comparisons are not symptomatic of the culture, but | don't see
anything redeeming in them at ak. | know
some pecple feel games are a way of taking
Aarseth calls “The Nintendo-Holywood theorist from Brunel University in Middlesex, part in danger vicariously, and sohing
problems without hawving to risk experience. |
suppose the answer to that is, that's the
ACES - Viewpoints, camera angles cinematic. “When you see a Hollywood probiem with them These's nothing which
has anything to do with actual expenence

stories,” says Newman, "but there aren’t

too many good games with lousy controls.

Narratives often do little more than Both Deus Ex (left) and Shadow of Memories (right) borrow heavily from films, but while a movie
attempt to justify a hackneyed gaming attempts to seemlessly draw you in, cut-scenes only jar the player away from their involvement

situation. ('Oh, so that's how | endad up In

The ludologists’ position is shared by videogame has a unigue ability to push characters - 10 convey key alements of

creator and founder of Abundant Software, other forms of media. scenes point to a familial relationship with

games,” he says, “not telling stories. The videogames will always be made — what straightforward, Tanya Krzyswinska, a fim

very best games are those where the story

s 'written’ by the player.” The debate Ny games use cinematic sees cut-scenes as inherently anti-

between s

academic, As Dini points (

similar battie reflected In tt Julie Burchill, aut
1 love computer games, bul
ones. ['ve got five difierent versions
for Garne Boy, Nintendo and PS2. | wor
say in my defence that thase machines
belong 1o my 15-year-old son. Somatimes my
boyfriend and | play puzzie games for hours
for money: | often win, which s quite good as
he is 28 and grew up with games, My
favourite game is a Japanesa one for
| il iy PlayStation called Magic Drop, though mine
. isn't as good as the arcade one we used o
play, whera if you wers very good, the
goddess showed her behind and said, 'Seal'
They're too much fun 1o be art, Art's not fun,
it's gnef and boredom,”

Somelimes more money is spent on the

FMVs than on the game it

Dancing to architecture:
games and other media

In responsea to the ludologists, the

narratologists argue we can benefit from

dialogue between games and other story-
telling forms, Gregory Smith, at Georgla
State university, points out how a new
medium oftan “helps us realise what's Will Self BN i
s Wrilar @ adcaste
“Games don't interest me so much. I'm pre-
games {remeamber, when | was a kid Ping [sic]
was the demier cri in computer games, and
during adolescence it was Space Invacirs)
did a consuitancy in the sarly "90s for the
Dutch slectronics giant Philips on the
potantial of computer games as an
enteriznment medm and what | said -
‘when reaftime viclence realistically enacted
a possiDity, they'T take off big time’ - has
satisiyingly come o pass.”

distinctive about old media. Photography

made artists and audiences rathink what

painting 1S about, and game storyteling can

help us rethink the ¢

storyteling.
chosen 1o take the linear approach 1o

namative (admutt

edly, this has been largely
due to financial constraints). But there is a

feeling that the kind of Modemist Eamonn McCabe Awart-winning
graphar and fo
w of ‘The Guardian'

h computers all day, and
last thing | warted to do come the
as play games, | see people piaying
cards on the screen, but | never think, ‘how
doss that work?' I'm not of that generation, |
was womed rmy son would get hooked on
games. But they seem 1o grow out of them,”

N piciure

expenmentaton wihch occurred at the tum

of the 20th century in prose fiction is now
teg.n,-'l"n
such as Deus Ex, Sllent Hill 2, Sh

1 videogames. Tities

evening
gow of

Memones and the forthcoming Xbox game

Project Ego are exploring the unigue

videogame space with expenences which

seek to jar, surprise and generally confound

0e7 »




(Above} The use of 'bullet-time’ in titles such as

Max Payne is a device taken directly from movie
making craft, but some argue that videogames will

influence the next generation of film makers.

(Right) MIT's ‘Games to Teach' project, headed by

Professor Henry Jenkins, explores ways to use
gaming technologies in Advanced Science,
Engineering, and Mathematics education
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menie, It's seamiess and continuity editing
warks towards making you not notice the
mechanics of the movie. When you're
playing & gama, and a cut-scene cuts in,
it's a change in form. So it seems to me
guite anti-cinematic. It disrupts the
seamlessness of the game.”

King and Krzywinska see games as
explicitly cinematic in more obligue ways.
They point out that Max Payne's
‘bullet-time" is a reference to John Woo
and Matrix-style slowed-cinematic gunplay.
Says King: "Max Payne is also sold
on the basis of providing fast-paced,
story-driven gameplay with cinematic
cut-frame seguences more tightly
integrated intc the experience. .. each of
these selling points is predicated on the
assumption that, in a case such as this,
‘more cinematic’ equals 'better’ and more
distinctive gameplay.”

To some extent the influences go both
ways. Jenkins believes “cinema seems
10 be borrowing more and more from the
narrative structure and visual vocabulary
of games.” Krzywinska and King are
suspicious of the scale of this influence.
“There is a lot of loose talk about games
influencing films,” says Krzywinska, “it's
very easy to say that movies are
becoming more like games. I'm deeply
sceptical about that, in general.” Even
direct game-to-screen conversions, such

as the recent 'Lara Croft: Tomb Raider’,
seem to Krzywinska and King to actively
shy away from any game-like elements —
perhaps, Krzywinska surrmises, out of a
ganeric jealousy. Instead the pair find direct
structural echoes of computer ga‘rnes in
films like ‘Groundhog Day' and 'Run Lola
Run’, where the protagonist gets repeated
opportunities to prevail.

The ludologists are cautious about using
existing vocabulary to theorise about the
nature of computer games. "Making room
for & new field usually means reducing the
resources of the existing ones,” says
Aarseth, “and the existing fields will also
often respond by trying to contain the new
area as a sub-field. Games are not a kind
of cinema, or literature, but colonising
attermpts from both these fields have
already happened, and no doubt will
happen again." Even those who believe
there is much to learn from the
comparison between games and other
media are keen not to be seen to lecture
on the subject. Krzywinska: "We've all got
our axes to grind. And there are so many
competing interests. So games studies is
ftseif a contested space.” All agree that
care shouid be taken not to steam-roller
videogames into existing categories.

“We need to be careful to define the
scope of our studies,” says Newman,
“to ensure that we are sensitively
encountering videogames on their
own terms.”

Space and Time:

Narrative Architecture
Something both the ludclogists and
narratologists agree on is that games are
first and foremost a spatial medium.
“Game designers don't simply tell stories,”
Jankins argues, "they design worlds and
scuipt spaces, It makes sense to think of
game designers less as storyteliers than
as narrative architects.” Krzywinska and
King, whose joint book ‘ScreenPlay’ is
published in 2002, wnte in the
introduction, “The possibility of seeming o
move ‘inside’ the fictional world on screen

is sometimes seen as a defining



characteristic of games, especially those
based recognisably on individual films,
franchises or film genres.”

Academics are beginning to theorise
that, where traditional narrative is about the
unfolding of time, computer games are
about the unfolding and contesting of
space. From the word go, space invaders
were invading us from space, but they were
also invading our space. Even in our greatly
evolved nations of cyberspace, the key
word rermains "space’. Jenkins: *When we
refer to such influential early works as
Shigeru Miyamoto's Super Mario Bros. as
‘scroll games', we situate them alongside a
much older tradition of spatial storyteling:
many Japanese scroll paintings map, for
example, the passing of the seasons onto
an unfolding spacs.”

Jenkins believes there is a causal link
between the popularity of games and the
restrictions of urban society. We no longer
have access to once-common shared

Both Shigeru Miyamoto and Hideo Kojima modelled game space around their childhood experiences.
Exploring woods inspired The Legend of Zelda (left) while hide-and-seek resulted in Metal Gear (right)

this change? What can those in the thick of
the games industry jungle learm from those
in the vory tower? The famously poker-
mad Boston playwright David Mamet once
wrote of an exchange with his father, in
which Mamet Sr denounced his son for
playing the game: “You're not still using
cards, are you?" Mamet's father seems
unforgiving — we all use games to prepare
ourselves for life — but society often haolds
videogames in similarly unfavourable regard.

| think in this time in which games are

attacked by society, sympathetic

acadsmics can help provide context.”
Media departments have become the

first to champion videogames, but other

departments are lining up to make

new contributions to the discussion.

TL Taylor, assistant professor at North

Carolina State University, believes

significant contributions will come

from “fields of study like Saciology,

“Game designers don'’t simply tell stories. They design
worlds and sculpt spaces. It makes sense to think of game
designers less as storytellers than as narrative architects”

physical spaces, so we now explore and
contest within virtual environments. “When
you talk with game designers,” Jenkins
says, “they-are often very explicit-about the
degree to which they model these spaces
on the kinds of physical play of their
bayhood.” Indeed, Mivarmoto-san famously
modelled the Zelda worlds on the gardens
of his youth; and Hideo Kajima explained
recently how the sneak-tactics of the Metal
Gear games stem directly from his
childhood love of hide-and-seek.

What can you do for us?

Having been spurned by the establishment
for so long, games don't yet care about
academia as much as academia Is
beginning to care about games. But should

Mario Land can act as a refuge, and a
place to practise our skills; but to those
outside them, our time in virtual worlds
aften seems like infantile escape. Academic
approval might help promote gaming to a
society sometimes mistrustful about the
whole enterpnse. “It is traditional in our
culture to deride as trivial anything that is
associated with childhood,” says Newman.
“This is why terms like ‘game’ and *play’
are so difficult far the industry to use in
relation to their activity — hence

‘interactive enterfainment.™ Academics
are in a good position to help give games
credence in the eyes of society. Says
Smith, "Historically speaking, popular
media can becoms accepted as 'art’ when
academics take them serously, and so

Communication, English and Comparative
Literature that have a long and rich
intellectual tradition in dealing with issues
that go right to the heart of games —
theories of play, community, narrative,
identity, embodiment to name only a few.
We need toals to think refiectively and
critically about the kinds of spaces people
ar®inhabiting via games and we have these
strong traditions to draw on."

Jon Dovey, who helped organise the
Game Cultures Conference in Bristal, July
2001, was delighted with the wide range of
attendant disciplines: “all kinds of
academics, anthropologists, linguists,
historians.” This range of focused analytical
opinion can only help make games richer
Jenkins: “any understanding of games
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Mark Lawson, writer and broadcaster,
presenter of ‘The Late Show’
“I have played every one of the FIFA football
games since the "37 variety: first on Sega
Mega Drive, then PlayStation, now PE2. |
grew Lp playing Subbutso fick football and
cricket, and was very sad when propnety
demanded | gave them up at around the age
of 18. Video and computer games can be
played respectably into middie-age and
beyond which Is their great advantage; they
are toys which have been miraculous!
reclassifisd as adult relaxation. Also —if you
grew up on Subbuteo — the level of realism in
sports simulation games s £ is
| am happy for s ilciren to play games
sultabe for thelr age: its good for motor skills
and | think the batter games stimulate the
agination, With these avaiiable, I'd never
‘wish Subbuteo or table football on anyone
now. | think for the immediatety future
generations, games will be as natural as
cinema and felevision weare for us.”

Suzanne Moore, writer and journalist
"l played Space Invaders when | was young,
and | haven't progressed beyond that. I'm
more invoved as a parent, | have girs, but
girls aren’t as autistic as boys: they'll play
games, and then stop. One of my girls, when
she was about sight, went on a Virgin fight
and playad games the whole time — she got
games rage, Went red-eyed, refused to sleep.

| do think more and mone peopie have the
lusion of control over a physical space,
They're in a tantasy word, they're kiling
dragons; but in actuality they're dong nothing
at all. They're kiling time. | am concerned
about the ilusion of freedom. There's the
argument that we're breeding fighter péots,
but | just think we're breeding factory
workars, All technology s neither radical nor
canssrvative; its how we uss i, There’s VR,
but we're not using it to expand our sexuality:
estate agents ane using it to sell houses.

| don't know if games have had much
influenca on movies, Thens are fricks, but
whien you get used to thoss, you need
acr] character stories — games don't have
those. It's action, not narative. That's why
Doys love them.”

Sanjeev Bhaskar
Witer, broadcaster and comedian, co-star
in ‘Goodness Gracious Me'

“Games have changed so much insuch a
short space of time, from driving and shooting
night through to Interactive: stontelling. | own a
PS2, 1| don't think it's unneaithy. Films, books,
music, anything seen as leisure; to say it's
unhealthy is kind of pointiess. Are films
unhaalthy’? When | was at school, there was a
Iot of fear about computers. Now, Kids anen't
barn with-that fear of technology, and games
are a big part of that change. That image, of
the kid with the glazed eyes and catatonic
gaze, prassing buttons in fro athode
ray wbe — that ssems very dated.”
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needs to include an awareness of issues of
spatial design (which may borrow on such
fields as architecture, city planning, and
amusement park design) and expressive
movarment (which may bomow from dance
and performance) as well as narrative
(which may borrow from cinema, theatre,
television, and printed texts).” Jenkins
guotes Don Carson, an ex-senior show
desigrer for Walt Disney Imagineering,

who believes game designers can leam
from Disney’s theme park techniques of
‘environmental storyteling’. Carson
explains: “The story element is infused into
the physical space a guest walks or rides
through. It is the physical space that does
much of the work of conveying the story
the designers are trying to tell.” In other
wards, every object and environment in
your game has significance.

The combined weight of academic
discipline might also add a line of defence
against the erosion of our cwnership of self
Corporate controf of online worlds will no
doubt lead to issues of liberty a.ncil freedom
of information, and research like TL Taylor's
might halp us when what we do with our
in-game characters becomes somebody
else’s concemn. “Unlike most MUDs," says
Taylor, “new MMORPG spaces are

“Eventually we will have games which encourage
problem-solving, enable peer-to-peer learning, motivate
learning, and provide teachers a chance to monitor results”

—

Biographies

Professor Henry Jenkins
Head of the Comparative Media
Lab at MIT, Jenkins sees most
computer games as a new kind
of spatial story ~ ‘narrative
architecture’. “The art of game
design is the art of designing
challenging worlds."

Timothy Burke

A social historian at Swarthmore College, Burke studied
consumensm in Afncan material culture before tuming his
attention to computer games. His recent research has
focused on the similar process of evalution of economic
practicas and structures within MMOPPGs.

Tanya Krzywinska and Geoff King

Waorking in the mechia department at Brunel Liniversity,
Krzywinska and King both have a background in film theory,
afthough, says King, “We'ne saying very carsfully that we'ne
not trying to reduce games to film.” Their farthcoming book,
‘ScreanPlay: cinema‘woeogames/interfacas’ (Wallficwer
Press, 2002), examines the complax inter-relationships
betwesn cinema and computer games.

Espen Aarseth

Associate professer in
Humanistic Informatics at the
University of Bargan, Aarseth
coined the term ‘ludologst’
“Narratology is hugety ovarrated
as an entry-paoint fo games in
general, in my view. It Is relevant
only to a small subsst

of games, but even there it's not very iiuminating.”

Gregory Smith,

Working at Georgia State Universty — Smith is the editor of
'On a Siver Platter: CD-ROMs and the Promises of a New

Technology'. He worked as a programmer for several years

before re-entaring academia. He believes games and other
media have much to lsam from each other. “New media
forms always borow from older existing media; that's the
wiay they develop a distinctive language.”

TL Tayior

Assistant professor at the Department of Commumication,
North Caroling State University, Taylor focuses her ressarch
on embodiment in online mulli-user spaces. "Bodies are
ways we madiate identily,” she says, "and sooial space and
worids that ame built with this in mind are tapping into a
powerful evocative tool.”

Jesper Jull

Lecturer in Digital Aesthetics
and Communication at the
University of Copenhagen, Jull
believes that computer games
and narrative are at odds. “A lot
of the devicas usad in storyieling
ars awtul In games. Nobody is
gaoing 1o play Hamiet — the game:
“Your father has been murdered. Fall to avengs him, ™"

Jonathan Dovey,

A senior lecturer n Cultural Studies at the University of the
West of Englana and organisar of the ‘Game Cultures'
conference in Bristol, July 2001 (ses News, E101) -
Dovey was once a researcher for "Spitting Image’. "l got
interested in gamas from my background as a film maker
and starting to think about what kinds of possibilities
interactity cpened up for us."

Dr James Newman,

When Dr Newman, at Edge Hill Collegs, was bought 2
Dragon 32 at age ten, ha malised “the only legitimate uss for
& computer was 1o play games." Newman acknowledges
gameas have backstones, but beisves they have a very Imnad
role. “When | play a Super Mano game, Fam not helping
Mario rescue the Prncess. | want to get to the end of the
isval without falling down a hole or being killed.”

EDGE

commercial ventures with particular
stakeholders and this is already posing
new challenges to the boundaries betweer
the private and corporate. Who exactly
owns the bodies and identities in these
worlds? What rights do users have, given
their role as authors?”

The rigour of academic method could
help developers do their homework.
Where developers often barely have time
to eat, academics have all the time in the
warld to consider: what are we doing
when we play videogames? (Krzywinska
calls games "a luxury; a kind of excess
that's work and not work. It's a denial of
death.” Try coming up with that cne at four
in the morming with a head full of code and
cold pizza.) Without effective training, Dini
believes, the next generation of game
developers “will be much like the last; self
taught and re-inventing everything again.”
This dialogue between academy and
industry is already happening. MIT recently
hosted a two-day conference which
brought together game industry leaders,
including Warren Spector, Tnp Hawkins an
Peter Molyneux, to discuss the "curent
state and future potential of the medium.”
Jenkins holds regular detentions (somy,
‘seminars’), with leading games houses,
most recently some of Blectronic Arts'



top creatives, to promote his narrataiogist

ole of violence in

agenda: "looking at the
Homer or examining the functions of music
in silent cinema, trying to see both parallels
and differences between games and earlier
storyteling medium.”

As always in academia, although there
are major ideclogical rifts, no ane claims a
monapoly on the truth. All the academics
are aware of the fragility of their newbom
field, and are quick to siress how the
differences of opinion are more useful than
hostile. Refreshingly, the major thrust of
these new academic perspectives on
gaming Is about making games better,
“Each of these are false oppositions,” says
Jenkins, “since both sides have a great

deal to learn from each other.”

Sir, can | have my

Game Boy back?

As Joe McDonagh, Elixir games designer,
pointed out in his Diary of a Videogame
(E108), one of his main sources of new
recrults already is university graduates, At
Teeside University this year, the first
students will graduate from the BSc in
Computer Games Programming and a BA

in Computer Games Design, both courses

designed in cooperation with the industry.
So the classroom Is already teaching us

about gaming. What can gaming do for the

class? Can we expect computer gaming to

appear on the syllabus? Jenkins, foundsr

of MIT's ‘Games To Teach' initiative for
educational videogames, seems to think
50, "Garmes will teach best if they are fully
Integrated into the curriculum and

meaningfully supported by other kinds of

The Legend of Zelda: Ocarina of Time (left) hinted at the complexities temporal game space offers
designers. Hopefully, Project Ego (right) will show the advantages videogames have over the novel

References for courses including gaming components:

Software Engineering courses with games development components:

At the Unaversity of Essex: BEng in Computer Games and Intermet Technology

Specific games development courses:
John Moores University, Liverpaol

MSe Computer Gamas Technology

k/courses/cgt/Defavt.him

Leads M
BSc (Hons) Computer Entertainmant Technology

an University

37 Blattendance=1

nitp://prospectus.imu.ac.uk/clpphp3/detall php3 Poourse_id

of Tesside ofiers BA and BSc courses

The University
with a practical focus on gamas design:

[itp://www-scm.tees.ac

Ccourses/cegres/compgames.htmi)

and coding fhitp:/fww m.tees . ac. uk/courses/degrea/compprog, hitmi)

A comprehensive list of games-related courses
is maintained by Steve Maddock at Sheffield University:

www.des

an.uky/-steve/games/gamesCourses, himl

educational activities.” But the pupils of the
future won't just be left alone to play Metal
Gear 6 on their PlayStation3. While at the
moment “most educational games have all
of the entertainment value of 2 bad lecture
and all of the educational value of a bad
game,” eventually, Jenkins envisions, "we
will have games which offer vivid
simulations, encourage problem-solving
and the rehearsal of core skills and
knowledge, enable peer-to-peer teaching,
motivate learning, and provide teachers a

chance to monitor results.”

But will the time when a homework
assignment consists of contemplating the
ontological problemns raised by the secret
spaces In Super Mario Bros. ever arrive?

Edge will have to sit down and think

about that one.
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Why the mainstream media refuses to accept videogames
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Quote/Unquote:

Steve Boxer,
‘The Telegraph’, June 2000

“Hogs Of War 1= uttery trivial, shamafully derivative and

somewhat rudimentary, But that's of no conseguence,

because it's genuinely hilarious and fantastically good fun
1o play. The perfect antidote to &l those games that take

themselves so sarously that it's almost painful.”

‘FHM's coverage of videogames is getting better;
some might say it could hardly get much worsa

While 'Loaded’ revels in imeverance the reviews

leave a lot to be desired. Top Gun - 8107

<€ 066 ©

those publications then respond 1o news of this
cultural shift by taking the game reviews out of
thesr derk comers in isngs miags and (T
supplements, or ghving thes reviewsrs more than a
matchbox-sized column 10 discuss a new title in?
Ot course not. Indeed, two broadshest sections
devoted to technology and gaming concerns have
folded in the manths sirce

“Games do guite badly givan that the industry
I bigger than the onama and video rental

L * 53y5 Jon Cunningh of The Rad
Consultancy. the PR firm which has spant the iast
six months buliding up media swereness of the
Xbox. “The national press is broadly spiit into thres
camps. The first group is those papers which did
cover games but don't anymare - the demise of
big crcutation national supplemants ke Times
mamples. Second ame fhose whech don't and
show itfie Sgn of changing, except 10 cover
‘cross over’ stories ke the Lara Croft
phenomenan or David Backham's football game.
And third are those which do cover games and
to their credit are becoming Increasingly weill
Informed and devating mane space 1o it, but
thess ars in the minority*

It's not just the imited space that's the issus,
then — it's the way in which s usad, 100, “What |
ahways fina funny are canan magaznes where
they dive right in there ke it was ‘CAVG' in 1986,

cost $500,000. “You can't do this halt-hearted. Its
& long-tarm investment and wea iake it vary
seroushy ™ It may oniy be & typo, but s the kind
of mistake that would surely have been spolted f it
had been made about Ford's, Sainsbury's or
Drsney's spend on a8 maiar new launeh.

Alernatively. thera's the downnght inscrutable.
like: Nigel Pizey, sub-edtor and games reviewer at
the ‘London Evening Standard's 'Hot Tickets'
listings magazne, who in Novamber 2007 wote a
joint review of FIFA 2002 and Pro Evolution Socoer
- an ape-okl garmes mag device, Of course, but
Pizey's conclusions are guie unique. "Waddya
want?" he asks. "You want quick, simple play, an
aftar-the-puts bit of fun? Try Pro Evolution Soccer,
It doesn't mess about, but gets straight (o the
aotion, evan it spunous teams, such as London,
are included. But f easy is a word you scoft at,
then EA's AFA 2002 comes with & padignes that's
hard 10 match. Thomough, mpressive and with
subtie nuances buit in to gve the real flavour of
footie. this takes a bi of ime and patence 10 get
to grips with,”

Afthaugh the national press tands to make
the most epectacular blunders, I is Hestyle
Journalists in panticular — those from the men's, and
tashion and music tiles that began covenng
games on the back of PlayStation's mid-90s
success - who come in for special scnutiny from
thew paers at specialist gaming Magazines.

“They use all the hackneyed phrases. Theyl
say, ‘the control system is fluid" and you just
think, what the fuck does that mean?”

says former ‘Computer & Video Games' editor
Paul Davies. ‘They use all the hackneyed
phrases, They'll say, ‘the control of the characiens
is really fiuic” and you just thenk, what the fuck
doss that mean? ‘Playsbéity s good, but ths
grachics could be better’ t's a bit of a waste of
tims, really - they'ne paying & senice (o it
because they know PlayStation made it coct and
that a jot of thewr readers am into it."

Writing in ‘The Guardian' last Octaber, writar
Mike Anderiesz reviewsd tha PS2 port of
Resident Evi Code: Veronica and @xplained,
“Uinike the Dreamcast version, hare the
backgrounds are fully rendered In polygons ather
than fiat textures. But ofher than that it is the same:
game with all the sarme flaws.” This was news 10
anyone whe'd played both, of course, but also a
textbook sxampie of the unnecessary and
omnacus way In which malnstream ravewers
often abuse teminclogy.

in the same paper, a year before, the Oniine
saction quotad Robbie Bach asserting that the
¥bax would “be tha bigges! launch Microsaft
have ever done.” Tha 18-month marketing blitz will
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Sony worked out long ago that an sxotic vacation
I8 & greater temptation 1o the average ifestyle
fournalist than a rainy aftermnoon & & developer in
Croydon, and the sactor has been taintad with tha
suspioion of fresioading and fakery ever since.
“The constant moan,” adds Davies, s that
festyls magaznes get treated well and et nice
things, whereas the people who work on the
games mags and spend much mors ime working
for games, and really care about them, don't.” Tha
maan used to be that the mainstream never even
acknowladged the existance of videogames at all
- a5 Aison Beasley, who has worked in the
Industry for 18 years, recalis “We all used to get
very excitad If & game or a deveioper made the
mainstraam press. If someaons found a story iIn the
paper, wa'd all gather round and talk about t -
avan though it was nearly always negative, Back
when we were working on Spectrum or Amstrad
games, If there ware any stories going in the
NeWSDAapers or the style magazines, everyDoay
would know about them and we'd o be fighting
over the space. Even though they always seemed
1o focus on the viclence of pracy o some othar

moral lssus, wa'd all want to gst a mantion of the
gaMa we were working on into them because the
was all there was.”

“ wrote for ‘For Him' magasine {the original
incamation of what s now FHM'] in the mid-late
'80s,” recalls Tim Wapshott. *| wrote a spiit
column - ana month video relsasas, one month
games. Al the lime, both of them werg seen as
crazy things that would never take off."

Givan the brutal crticism Sega’s promotiona
shrateges have been subject to since 1he Bunche
of the Satum and DC, it perhaps pognant that i
company's aarker efforts ane sngled out by Alison
Beasiey as making key strides in bringing
videogames to the attention of the mass meda,
“With the: Master System and the Mega Drive,”
she recalls, “Sega spant a kot of money. Thay wis
out and got the high street retallers and the indie:
They wera tha first ones 1o make the effort and
fhat had an impact. Once peopie ke Wookworth!
ae wolved. then other peopis, Including the
press, will jurmp on board,” Even if it was Sonic's
streetwise status and Sega's investment that
helped cpan the door to the mainstream in the
garty '80s, though, that shrank inta insignificance
once Sony and thelr PiayStation burst right
through It

“Before PlayStation, It was impossible 10 get
nto the Mestyles,” says Danielle Woodyatt, who
now nurs her own games-centred PR agency,
Lunch. “You just didn't see it It was Jefl
Gisndanning any Alan Wellsman [the PR and
marketing figurshaads at SCEE at the tima] who
changed all that "

Cool crowd

The story of the creation of codl around
PiayStation via Ministry of Sound, Wipecut and
Lara Croft's appearance, n virtual Gucdl, on the
caver of Tha Face' magazine in 1997 has been
repeated oo ofton ta nesd examining agaln here
but it's no less important for that. Sony's PR
methadology consolidatad the next-gen wonden
of 30 graphics and CO sound. To the notonoush
cash-strapped young decision makers at Britan)
then g style magazines, these people wit
their parties and thee ioensad dance soundtrack
and thair frea toys were good rew friends 1o haw
Evarybiody knew the first names of a handful of
kay PlayStation PR personnel. In a worid of
bewiidenng new technology, they were seen as
trustworthy and honest about the games that
mattered. They wemn seen more as club-style
promotans rather than gadget frsaks, and they
ahways seemed 10 bé having big, free parties, an
better things to do than stay in all night playing
videogarmes, But winning over the cool orowd wi
just part of It In relation to the wider print media,
wooing editcrial sttention was simply a mattar of
acknowiedging thes exstence

In only the beginning of 1997, however.
Welismann explaned that much of their suppose
PR ganius simply boded down to getting games
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Quote/Unquote:

By Steve Boxer on the PS2 CPU,
'The Telegraph', Sept 1998

“The bespoke chip uses full 128bit
architecture throughout, meaning you get
not just a four-foid increase In speed, but
potantially a 296 increase in subtiety.. "

Quote/Unquote:

LTI

Magazines such as ‘Ministry’
still refuse to discuss games

“The Guic

than average

< 068

€ everbio

ncanabily be interested

y Who rmight oo

rather than preaching 1o the comvaned. "its aimost

Fritorgrvabie nod |

madia.” he toid . “Even Including
ocal newspapers and the ke, we've got
something ke 90 people on our UK mainstresm
maiout list. To send out copies of 8 new game o
evary single one of them, you're shil talking about
well uncles £1000, which is nothing really,
especially when t's bingng you 1o a potential

audence of mary my

Yo spend that

thing & single pel speciaks!-prass jourmakst 1o

itornia for a preview,”

That logic fed Sony's biggest long-term PR
triumphs: ubiguaty and accessibility. Their
importance cannat be overstated, and they

haven't been matched by any subseguant launcr

When Drear units werm first ¢

satched 1o
selected editonal staff from the ilestyle secior in
the summer of 1999, they were supplied wih

European two-pin plugs, composite leads and no
nstructions. The average gamer would quecikly
have msolved such minds technical complications,

But lor many non-initsatas 0 he magazine world,

the absence of a genuine plug-n-and play

opportunity out of the box was endugh to stop

them ever ¢ 1o gétting to low the

defights thes DCs offersd, In tact, the last real

burst of excitement Bbout games in e
rmainsiream press came with the buid-up 1o the
PS52's launch and carahully-plotted PR trips to
Tokyo en route. Given the way they fathiuly
repealad promises of “Toy Story'-quality graphics,
seffecis powerful snough 10 save George Lucas
millons on neadt “Star Wars' S and ‘real
emotions al the ime, & & parhaps undarstandshic

it the marsteam h

Men only

Eithar way, today's readers & left 1o make do

with the prirted legacy of the mainstreaming of

ar review columns, 8

reguiar nun of competitions, the OCCASIONSE NEWS

Ng: 5 scatiershot mnge o

srppet an veTy oCcasiona game-relsted

e rasim Of glossy magannes, it's only

feature. &

in tiles aimed at feenagers and young men whem
@ regular monthly review column is the norm. In
recant years, some suppossdly higher-end men's
magazines such as GO have even stopped

e

NG gaMes, a5 hough e associabon would

SOMEnow esh thee sophesteited mage. But

thats nothng compared 10 the attitude of e
WOrman's gossy saCior

"What | find amazing,” says Alison Beasley, “is
that there are women out there who play games,
and aff these women who program, design and
play games and are successiul In the industry, but

fhe wormen's magazines ignom them compiatal
Most

gnone games — intarmal msaarch for one popular

afiord to

MAQATNGS know thiny ¢

tast-Car magazine, for eampe, revealsd th

per cent of is readarship played conscles - but

thery don't warnt &

e seen 10 be paying 't

much attention 1o them either. “We know we'd be

one leading gin- and gadget-heavy men's

magazing, "but no one cares about i, if the

music reviews came in and Enrgue Iglesias was
glbum of tha month, than everybody would argue

with It, because wa know who fits the magazine.

Our aditor really doesn'l give @ shit about tha

COMmes iIn, IS no

games page ~ as long as

and makes basic sense, thats enough. A Iot of

peopie in our office play games - which

proves that the demographic is a lot broader

Than pecpia generally gve credit for — but they
don't talk about it or necessarily want to be seen

10 be imao them.”

“Thera's almos
them.” says Nick Gillett, who w
gameas page for The Guardian's 'Gude

supplamant. © gh there's Some really

interasting stuff going on in that ama, peopls tend

to sidelne the whole thing as a minorty Interast.”
Dawn Beasley puts it more simply "Thane was an
incicient last year whers a review ey went, ‘|

1 off with 4

pildryed | minites, o

and put it down." Whene eise would it be olay to

Say at’" In the case of "Loaded’, s dficult to

complain that games are traated much le

respectiuly than fims or records - this s, after all

a magazine with & music-reviawing monkey which
oncE Wiote LD its screen review of The
Gingarbread Man' as a sequence of encounters
batwenn difierent biscuits. Reviews editor Piers
Towniey

magazing for five y

Dean Wi

g about games in the

about posl X. Y. Z

people expenence hess games
shout apout are especially relevant 10 our réadears,
but we're not going 1o shout about tham (n

specific, technical tarms. They just want to know

whal it's ke to gat m the tank and shool the
heiicopter, or to play as Dawd Backham.*

Or. &= Ciaran Brennan, wno began writrg
about games & “Zzap! n 1888 and & how
denctor of Bastion PR, puts it, *If you don't want
1o loge them, you've just got 1o talk about what's
on people’s screans — nathing below the telly,”

There are definite limits to what can be done with

the small space allocated to most games sactions,

I the

wd tha

Bnguage of manstream ewews 5 a supective

ond compkcated issue What is a ot mone ch

-

cul, Nowever, s the fact that some magazines and

nEwspapans review gamaes that make no sense in
the context of althar ther maders or the market
“Sometimes you gel the impression that the

selection of S 5 jJust down fo whoever 100k

the reviewer out 10 lunch that wesk,” says Davies
‘it you really don't care about i, you really haven'T
gol a clus, you've got to be careful, You wouldn't
get a Val Doonican re-release reviewsd in the

music section of & men's magazne, but if you loo
al the games selechon and the selecthons are

really odd, o 15

out-of touch with the culture. ™ It’s this kind of

. Il suQgests hat garmin

msrepresentation of gamng’s potential wheh 50
oftan frustrates obseners of mainstream games

coverage. Worsa still than choosing 8

salection of games is choosing lerible games anc

then saying they'r good - o vice-varsa. This is

whars any other gualiications or justiicabions

fegarting Qames covernge Cease iler.
Recommending a poar game because of s

omcsal icence, abscenity count or because 1 cam

from your favourita PR, despite the fact that it

o

dog to play, & the biggest ciime in the eyes of
it

f mainstream coverage. “Take two Qames
&t the morment,” says Gillett: “GTAN and

Hidden invasion, They're both £40, but one will
give you hours of complete enjoyment and

surpnses, and the other will give you 20 minutes ¢

frustration. It's impartant that we do the job of
latting pecple know that.”

In case soma of those wha criticise
newspaper and (lestyle magazine reviewers
havan't benn paying atlention ately, it's worth
noting that some Mestyle revewers do make a
concerted effon o look beyond the nearest prass
redease. In the two yers he has wiiiten “The
Gude'’s game reviews. Gillett has been a constan

champion of the neglectsd glones of the DC and

recantly reviewed Advance Wars twice,
remind people how good it was. Over at 'FHM'

the Decembar 2001 Issue managed to cram thee
FEVIBWS, AN SccEES0nNes guide including Bleemca:

™

ind a bried introduction 10 iImporing CONSE
troubie & that, ewan whan they are makang an
fior to exposs their readers 0 new gamng

horizons, wiiters who cam about getting it nght
can find that tha industry tself is as much of an
obstacle as any games-hating editar,

For starters, thara's the issus of disappearning
games coverage. The demise of many newspape

is N0 Mystanous conspiracy, but

gaming sec

of aconomics. As Brennan

ITE DIOcuC
puts it, *The Sun’ startec 2 Saturtiay centre

spread on games & coupke of years ago
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New console coul
e an alien
spacecratt

@ Page 24

-
A relatively unknown computer B by DIRK WAHLBECK
omn “ er programmer took away the top prize
on telly’s ‘Who Wants To Be A Manic Miner?" for the million pound

Millionaire?’ last night. In a dramatic prize. Smith vowed to buy a mansion
twist Matthew Smith — who wrote the with his winnings and fill it with a

= = = — popular Spectrum game Manic Miner collection of weird...
In WIns ml Io n - was asked the question: “Who
wrote the classic Spectrum game, Full story: Pages B & 9
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Quote/Unquote:

By Simon Munk
an Red Faction, "Maxim', Aug 2001

“The possibiiities are innumerable. and it
all makes for an involving and unique
proposition. In fact the twists and the plot
line are anough to make this an above-
averaga shoot "em up on its own, but the
Geo-Mod technology turns this into
somaething great.”

QUOTE/UNQOTE:
By Harriett Messenger,

‘The Evening Standard’,
January 2002

“Don't get me wrong. Breath of Fira
isn't & bad little handheld at all, but
thare is one foature that drves me
mad. | have experienced this in other
games, Zelda in particular, and it
roally makes me rant like a mad
woman. Why do | have to sufter the
constant stopping and starting of a
game just to read mindiess taxt that
drivels on and on? “You'll perish if
you don't wake up,' ‘We must go,’
and ‘Fancy a shag?" Somy, wrong
game. These little imitating
intarruptions don't help me in the

‘Front’ reviews may soon get a tips
tion. Or is that a spelli istake?

< ot it only lastad a few weske. There just werent

any ads coming n—and if they can't gt the
revenue, they can justiy the coverage ” Fim
companias are much hesier rvestons in news
paper advertisng fhan games pubishers, and the
greater coverage they recave refiects this

ames magamnnes nesd games adverlisng
o survive.” aobsarves Tim Wapshott. "Newspapers
don’tl. Newspapers have been pleasanily surprised
coms Novernber and December when ad
revenues come in from games, but it's stil not the
same as Ford taking out a full-page ad evary
Saturday." The next mitigating fector i that games
don't generate celebrities in the way that fims and
music do. “Developers arm faceiess as far as the
nationals are concemed,” says Alison Baasley,
“Nobody at the papers wants 1o talk to them,”
When PRs ar2 able to promats a game with a face
that's ubiguiicus In the wader cutture — & Britney
Spaars or a Dead Beckham - It's a different story
“We announced that Bam| had the icence 1o
make games basad on Asrdman fiilms and they &l
wanted to run a pictune of Waliaos and Gromit.”

Brennan says tham's another deep-rooted
reason why games sirugge for space in the
manstream. “Videogames are sssamaly af the
same Just ke thers are only six jokes, there arm
only six kinds of gama: ATS, foothal, driving
shooting. fighiing and platiorm. You're gaing 1o be

wriling more o less the same thing about ditfemsnt

tha gama hasn'T tumad up, you'm gong o do

sometning eise instead, Someones not gong 1o

be & hero at deadiine time and hold everything up

st 50 they can get hold of an important game

and say ‘it’s the best game ever.” They're going 1o

say, ‘Lat's just st dy Woodpeckar Racing

in. Somebody wil ke it

and i not, we can st
make the review unmy ™

Although PRs are usualy at the marcy of
publishers and developers when promised code or
dabug harchware fais 1o materisiise, thers are
olhers who mainstream reviewers tlama for
pampetuating some of the prblems with
mainstrasm coverage, ‘There are some PRs who
s@aim to have bean brietiad by publishers only to
gat good coverngs,” says Gllstt. “They ring you
up and harmngue you If you criticise a game, sven
whan it's claarly terible. One company seem 1o
aclualy sesm 10 speciaiss in bad games and
getting tham reviewed by peonle who don't know
any better. | quta often get PRs nnaing up and
saying, ‘Whan's that game | sant you going in?"*
'l say. "But you only sant me the demo level,” and
they say "Why can't you just reviaw it from that?™

Dawn Baasey rocalls another incident “whare
SOMBbOCl oM 8 Men's Magazne was 1aken o
jame and the PR
offered them all the cocaine and prostitutes they

LA 10 write & piece sbout

wanted, just bacausa that's what they thought
paope from the lad's mags expectad,” Other

————

il

'games am so coal, sveryong's inta tham,” but
pecpls oo still sse it as a bl trainspottarsh.”
“Gaming doasn't teal as edgy as whan
PlayStanon starteqd,” says Dan Stevens, whose
music PR firm the Darling Department was
recruited by Sony 10 spread news of Raz within
difsrent crclas. “With the backing of gamias like
Rez, | think there's a concanad sfior to do
something about that. They may not be the
agoest sellers, but &' important that they help
estabish which s the coolest consoia.” Daring's

promotional push saw Rez covered by dance
music mags and dasgn journal ‘'Crestive Review

“GAMES ARE GOING TO GET TO THE STAGE WHERE THEY

COMPLETELY OVERWHELM FILM AND MUSIC, AND THEN THI

MEDIA WON'T BE ABLE TO IGNORE THEM ANYMORE”

games avery week, which i why they don'l make
good copy for the national prass.”

If games companies and gamers want thiir
software treatea mors like fims and music are in
the mainstream, they will conbinue (o struggle as
long as the process of oblaming code 8 80
gifficult. Important albums are sent to music
magarnes in time for their reviews 10 beat the
record o releasa, big fims are prnviewad 10 ontics
montis n advance, bul games are, In the words
of Towniey, “a eghtmare, a compiets nightmare.”
R=lease dates sip at the last mnute, agan
and again, and PRs are ieft red-faced hawng

promsed matena for magasne deacines,
some of which work two months ahaad of

Thewr newssiand sppearances

& third of all the games you ¢
“Tne PR will leave a message an your phone

saying “You know that code we were gaing 1o get
you on Maonday 7 We haven't heard anything yet,'
That means you won't be able 1o get them on the

phone for the next week. If il's deadline time and

Westyle wiiters say thers am stil some compianes
wha patronisa tham, ignom them, get code to
low-saling spacialist tiles first, some have alrsady
received GC review code, but thus tar hava no
idea whathar Nintendo Elrops will ever gat them
tast machnges to piay it on. Others contend that
there sre stil simple means of helping them out
that ars ovariooked! thay'm oftan stil sent games
without Instructions, or game images they can't
opan on thes humby-spacoed computes
Thera is ona final, less tangible factor be

the curment naglact of games in the UK prnt

s

mada the tact. despite
UKs gaming cufture has
n parceived coolness since the P

ynercal gans, he

s Not seen a parallel growth

heyday. If anything, Thers = a san:

pubisher consanatsm

games. and that nothing nas done ol

consola landscape of 2002 w

vipeout and
PlayStation managed in the iate 1990s. “As soon
as t's not & oult any more,” Gillett contends, "lazy
fucker journalists con't want to do it because
tham's no cachat in it anyrnore.” TE'I\NI"JB',' agrees,

"Il you works in the industry (s easy to think,

*I'm not a gamer,” says Stevens, "l bought my
PlayStation on a Saturday aftermoon because It
was only £60. But people in the gameas incustry
do say there are more of thess kends of games
bemng made now. Provided that happens, we wil
have more covarape and wider cullural relevance
for games " Parhaps mare pulblishars shouln foc,
on broadening the appeal of gaming in the way
rather than GEsappoINting ManSiream Consumans
with giossy loolang products whaoh only Ceslver
biand gamng expenences.

Despite the maksiss currently affscting the
mainsiream coverage of gaMes, oner cbsenvers

are smisry upbeat. "Games am overlappng mor

and more with fims and music now.” says

7 will gt mone

Townley, “and t's inevitabls that

attention as that proces: * Brennan ha

an even grander vison of the future *Look Bt Xbo

ana PS2. The games oo e, S0 can you
imagine how they're going to ook N 1en years
tima? Games are going 1o g&t 10 tha staga whisre
they complately overwhelm fim ana rmusic,

and then the media won't be able to

Ignora tham anymare, =



New exhibition opens!

300 tickets have to be won
for the wacky new videogame
exhibition at the Tate Modern

Saturday, March 30, 2002

YAMAUCHI
ATE MY
BANDICOOT.

ANGER AS SONY BOSS FINDS
HALF-EATEN MARSUPIAL IN BED

www.thesin.co.uk

By RedEye EXCLUSIVE

The Godfather of videogames, Hiroshi  the Nintendo boss of more dirty
Yamauchi, sparked-off a new console tactics leading up to the next console
war as news emerged of another battle. | just woke up this moming
bandicoot fatality. In a new devasting and there was a furry animal in my

claim the father of the Sony bed. Its body was missing," said SEE PAGES 4 AND 5

PlayStation, Ken Kutaragi, accused Kuturagi from his home in Japan.

FULL STORY PAGES 6 AND 7
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Ut some OF videogame's mos

ecrets in its Easter egg special

ndocumented secrets are now a staple
U part ol the videogame experiance, but the
Easter egg has not always been
encouraged by publishers. Although surprise
elements are almost demanded by gamers today
! the very first Easter egg was conceived out of fear
and frustration. The story begins in 1979 in a small
coders workshop at Atarl Inc.

“Those of us who stayed at Atari called ourseives
the Dumb Shits Club,” recalls Warren Robinett, the
man credited with creating the first Easter egg. “They
made $50 million and we made $20,000." Atari's
decision never to credit its coders, either within the
software or on the box cover would eventually prove
disastrous. While many of the most talented
programmers left to join rival companies, the
founders of Appie (Steve Jobs and Steve Wozniak)
inciuded, Warren Robinett was to exact his revenge in
a more subtle manner.

Created on the Atarl VCS In 1979 and released in
1980, Adventure was a simple arcade adventure
which required the player to pick up objects in one
room to overcome obstacles and defeat creatures in
others. But five per cent of the space taken up on the
2K cartridge was dedicated to a secret room bearing
the phrasa, 'Created by Warren Robinett’ — in strobing
hues. Later the coder would admit, "1 just wanted my
name in coloured hights.”

Robinett never axpectad anyons to discover the
secret room; and he certainly didn't make it easy. -

IR Q77 >
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Only if the player made a map of the entire maze would
they discover a tiny chamber which was inaccessible
until an obscure bridge was crossed. In

the chamber was a grey wall containing one ‘Invisible'
grey pixel. The grey dot could be picked up and carried,
but only if it was placed in the exact location in the
centre of a wall at the other side of the map would the
secret message reveal itself. Just weeks after the game
was released a boy from Sait Lake City sent Atari a
letter about the credit. Fortunately, Robinett had already
ieft the company.

Although developars now base
whole games around the concept of
hidden surprises, Robinett's wilful
mischievousness is probably the
overriding reason developers
continue to add elements into their
games which 89 per cent of gamers
will never discover. Here then
accompanied with some developer
favourites, are a few of the more
memorabile - and obscure -
videogame Easter eggs which have
been inspired by Robinatt's
moment of rebellion

Dark Star, Design Design
Soect

Keen fana of the Easter egg, Mancunian
codeshop Design Design Included one of the
finest exampias of the wrt in Dark Star, a 3D
shoot "em up. By entering a password -
initiaily very hard to discover, but later revealed
by magarines - players could peruse
Spectacke 3 teletex-thermed collection of
over 100 pages of okes, thoughts on game

design and ariticism of videogame jourmalists:

You can downioad it at

hittpx/ih Ternse.
spectacie.shtmi

&>

SEURE WMEHR

Entering the password 'DUX" enabled access
1o a hidden, and highly competent, recreation
of the arcade machine Carmival, it's odd, then,

that most vetaran gamars tend to first recall

Lotus Turbo Chaffienge 2's other, non-
mieractve egg. Listening closely 1o the
opening Musc revealed a near sublimanal
gruff-volced message. ~You will not copy thes

pame.” Lensiock, aat your b

Home to some of the most amusing &ggs and
sly refersnoes to grace videogamse history, the
Monkey Isiand quartet is a veritable treasure-
trove, Edge's favourites Include the

undarwater saquance in the debut adventurs,

in which Guybrush - contrary o LucasArts
point ‘n’ click doctring - actually dies ¥
mmersed for over ten minutes [see insaf], and
the famous "stump joke’. in the floppy disk
version of the first Monkey lsiand, cliclang on
an obscum tred §tump in a forest mare led to
a wickadly funny practical joke in which
players were askad 1o nsan nonexistent
digks in ordar 1o visit &n axciting underground
world. In the third game, in a pleasingly
cyclical gag, a similarty nondescript area of
scenery led to Guybrush popping up through

that very tree stump.

Unfortunately, the BBC Micro version of Elite
had no extra missions, partly because of the
Generation ship which took up nearly Tk of
the 22k of space available. The ship could
only be discovensd If a rare object (the Hom of
Stokes) was picked up from Alioth and feried
to Usatgura without the Cobra Miill talang
any damage whatsosver, The Generation ship
would then appear in random locations
throughout the eight galaxies

aobling, Capcon

This one ia dedicated to all the lonely coin-op

obsessives who did nothing but try the silliest
joystick/button combinations to uncover
hedden secrets. Hit a tombstone 14 times and
then wait until the timer has aimost run out. At
the last morment hit the tombstone for the
15th time and a spelicaster will tum Arthur mto
a frog. Once the spell wears off Arthur will
reappear with infinda tme 10 reck up points.

Metroid, Nintendo

Reach the end of the anginal Metroid and
Samus reveals hersell in all her glory,
providing one of the greatest surprises in
wideogarme history, But it is possible to play
through the entine game as the scantily clad
Samus by simply typing “Justin Basey' into the
option screan. A cheap Bba thrill, but still
amusing nonethakess.

Possibly the most Easter agg-iaden game in
existence, the orginal PC teration of Duke
Nukern 30 is a completist's delight. From
secrets invalving “The Terminator” to The
Simpsons’, Quake 1o '2001; A Space
Odyssey', Doom to Indiana Jones, 30
Realms' much-loved FPS |s replete with
cunningly hidden treats, One level, for
axampie, js actually - whan viewed in a bulld
angine mag edior - a crude (yet recognisable)
model of a ‘Star Trek” spacecraft

Daom I, d

Doom if's final leved containa a short piece of

spesch and & cameo appearance. Given the
lack of sound software (and, indeed, sound
haraware functionality) avaiable at the time,
it's quite remarkable that a number of gamers
not ondy recognised it as o roversed sentence,
but actually deciphered it “To win the game



you must kil me, John Romean.” It's true -
firing into an awkward-1o-hit hole is the only
way to finish Doom I, with a ‘'noclip’ cheat
revealing the target inside to be Romeamn's
severed, digitised head on a stick. Oddiy
proghetic, in & sense

Battlezone 2000, Atar

Originaily developad as a mom complex
updata of the arcade hit, Battiezone 2000 was
also developed with 'solid’ 30 graphics. Atari
lncked confidence in this mworking of the
oniginal. however, and altered It to adhere
closer to the classic bhusprint, including a
fetum 1o vector 30, However, in a highly
unusual move - it being & cartridge gama -
thay agreed o inciude the former Battlezane
2000 candidate as an Easter agg. With 2000
levels to play through. It's probably the
biggest egg ever There are instructions fand
noles from one of its programmens; at

- atar l- i

biz2krob. txt

Various titles, created by Tom Hall

A sprite created for the Commander Keen
games by erstwhile id stafter Tom Hall, the
Dopefish should have passed - ke its
countiess thousands of peers - info absolute
nbscurity. Unusually, though, Dopefish has
become one of the most renowned (and
prelific) Easter eggs in PC gaming. It has
made appearances in Dafkatana, Max Payne
and Quake 2, among many others, ana even
has its own fan sites and Usenat group. Visit
www.dopefish.com for & ful history.

Star Fox, Nintendo (SNES

One of Edge’s favourte eggs in Ster Fox is
the warp hole which takes MoCloud to the
socret slot maching boss, Simply take the
bottom course to the first space stage then
bomb the huge meteor until the huge bird
appesrs. FAam into the bird and you will be
transported to a stage containing a huges
one-anm bandit. Shoot the lever 1o produce
& number of amusing effects.

er Metroid, Nintendo

In the final dash to escape the planet, it's
possibie to take a detour and save the friendly
allens from eariier in the gama. This has no
bearing, alss. on the ending sequence —
players sdill have 10 complate it in under three
hours to see anotner scantily-clad Samus.

Broken Sword Il, Revolution

Giving a chocolata bar to a ghost in the
London Underground aliows accass toa
hidden exit on the lefl-hand side of the ares
This isads to & screen from Benesth a Steel
Sky - a previcus Revolution adventure.

Anather egy [ses Inset] involves finding a
precise point on & wall. Clicking it makes
your onscrean chame, with her back to the
screen, lift her 1op = immediately solving,
by unorthodox means. an ofherwise
awiward puzzie.

S — o

In terms of long-term value, this giff to Satum
owners could well De the best Easter egg
ever created, With a save file from fellow
Lobotomy port Quake inside the Satum's
internal memory, an additional option would
appear on the Duks Nukarm: 3D option screen:
Death Tank Zwei, one of the most simple yet
utterly absorhing multiplayer games sver
created. Think Worms, but realtime: single
screen and magnificently frantic; ssmple
deformabile scenery ablaze with elementary
yet thoroughly apposite pyrotechnics. Sadly,
the proviso of buying two Satum games
limited & to a tragically narmow auckence of
senously hardoors Sega aficionados and
games journalists.

System Shock 2, Looking Glass

As the gama begins, 's possible to find &
hickien baskstball. Later, in the gym at the
recreation deck, using it 1o hit the basket
{aithough not durking the tiall - it's
impossible) eads 1o a mysterous message,
It’s from a group of monkeys: "While you've
bean stockpiling ammo, med hypos and
hi-tech gadgets, we've coliected every last
prace of nuts, baranas and coconuts on
mmmmm.wmﬂrwm
o eat, an attractive hirsute companion, and a
tyre swing of your own, I the end, isn't that
what really matters? Quite




Jonathan Smith, chief game
designer, Codemasters

1. Dark Castie (Mac)
Aetreating from ho turkey 1able
on Chistmas Day, 1888 or s0. |
found this neatly-ammated

with the complelsly unaxpected
addition of a Christrmas tree in
the castle entrunce hak.
“Wicked!" | said - because | sald
that sort of thing back then.

2. Operation Finshpoint (PC)
Having spent most of last year
working on this gama, | thought |
lknew its every socrat. But

( Eve brought d
Christmas troes and a touch of
gliter to the Maiden lsiands,
reminding me of Dark Castle and
Irrvoking childish glee.

3. Sanic 2 (Mega Drive]

As staff writer on ‘Mega’
magazne, | had to test all the
cheats which got sent n - and
this was definitely ona of tha
best. An unfeasibly arcane
process of option-fddiing and
butten-holding resulted In the
ability to edit level data by
placing new sprites &1 will. Mours
of entertainment ensued.

4. Counter-Strike (PC)
Locating the hiddon crodits
Texture nas enitvened death-
MUNUTES ON every map; but my
tavourits is definitely Offica,
smartly sltuated behind a
breakable wall.

5, TOCA 2 (PC)

"Does the ***ing scriptwriter
sver I*ing mad thesa out loud,
or does he just I ing write
them? Bastard!" THI Needel| aftsr
one commentary stumble too.
many, i 8 not-very-weli-hidden
PC data file,
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Freespace 2, Volition (P

drawbridge — on to the castle’s roof, There he
finds Yoshi wno ghves him a special winged
cap, 100 ves and a double-jump. But these
abiities are completaly redundant leaving
s0me gamens to speculate that 8 special Star
Road saction was left out of the game due to

tme pressures. Of course, more nimble
gamers will have discovered another
way to reach the roof without any stars
whatsoever

Still & prece of cholos aye candy even now,
\ioliton's space-based shoot 'em up features
a large number of cheals, The best, though, Is
an egg accessed by typing ‘arrrwalktheplank
during & mission. A pirate ship - that is, ship
in the traditional sea-faring sense — drops out
of hyperspace and procesds to fight for your
causa, uniess you fookshly open fine upon it
fis crew, visibia on it dock, are Freespace 2
cevelopment 1Bam members.

fect Dark, Rare

in a nod o & similany conspiracy-onented
narrative work, Deus Ex features a clever sgg
paying homage to The Matrix’. With cheats
enabled - and, importantty, with a game
loaded - it can be found by visiting the
Credits screen and typeng ‘therelsnospoon.'
Thers truly isn't, as the Deus Ex angine
attempls a worthy recreation of the "Matrix
cads’ special effect from the movie's

A sampls agg, but & populsr one. Hidden
throughout Ferect Dark's levels are vanous
smaill pieces of cheesa. Finding thess - and
some, without the assistance of a guide, will
take a fair while 1o locate - leads 1o the grand
ponus of... nothing at &l They're just thams.
Incidentally, aithough not really an egg per se,
you can also find a BAFTA statue inside the
safe dunng the G5 bullding level - a reference
12 the one Rare got for GoldenEye and,
perhaps, to the company’s hopes for Perfect
Dark &t the tima of launch.

Machine, LucasArts

Lucasirts has an obvious penchant for
countiess references and pleasing. well-
worked Eastor egge, which are arguably
worthy of a feature in their own right. in the
PC version of WATIM, level 16 contains a
secrat exit that leads to the Monkey [sland
world, with Indy becoming & thse-
dimensional Guybrush Threepwood. In &
bonus level, playing the tamead five-note tune
from ‘Close Encourtens of the Third Kind”
opens a “ribute’ 1o Splelbang’s apic

64, Nintando ¢

Super M

This is not sinctly an Easter egg but it
provides & purzing conundnum 1o thoss who
complate the game. Once all 120 stars are
collectad Mario can shoot himsedf out of the
cannaon - found in the felds near the

T

B-17 Flying Fortress 2, Rage

Sometimes, the process of finding an egg can
bbe more enjoyable than the actual message
or visual effect It leads to - as was the case
with 8-17 Flying Fortrass 2, If its disk is
played as an audio CD, track 8 is a series of
beeps, Members of the www.bombs-
away.nat forum - a popular haunt for players
of Rage's sim - later discoversd that this s
actually Morse cooe, speling L-Y-M-E-R-E-
G-+5. Fiying 1o the English resort town

Serious Sam, Croteam (|

Early in its developmant period, following an
earty playable demo and before most
Websites and magazings caught on,
Croteam's Serfous Sam was championed by
satincal site Old Man Murray and Ritual staffer
Levelord. By way of thanks, they — along with
Croteam staff - appear in a secret ansa found
by backtracking from the start position. Some
have opined thal as shooting thair
oedemalous heads increases your kil count,
this can't b an egg. Sophistry, replies Edge:
this is & worthy example of the art.

Black & White, Lionhead

The best egg in Lionhead’s apus invoives
tracing an undocumanted gesture with the
mouse on its first istand - it's
approximately cown, nght, up, nght,
dawn. You are than informed that




you have activated a hidden holy script

A traditional red telephone DOX Sppears on a
far peninsula. Answenng it causes five other
boxes 1o appear, each containing vanous
messages. The most interesting, though, is
the one found in the second phone box:
*Sorry, the boss removed the cheat.”

This remarkabie epg was, apparantly,
developed by a Mucky Foot coder iate one
night. and can be accessed by holding F11
whila typing ‘CLIVEROOLZ’. Effectively, it
changes the way Startopd presents visual
information in such a mannar as to roughly
amiiate the Spectrum's EhoSyNCTEIIC CEpimy
system — you can find a full explanation of
howe it works at waw.muckyfoot.com. Think
of it 2= a window, if you e, into & workd that
could have been wers the Spectrum o be
32,000 times more powerful

Max Payna

Remedy/3D Realms

It was perhaps a givan, with the invalverment
of Duke Nukem 30 creator 30 Reaims, that
Mazx Payne would contan a number of worthy
aggs. One can be found in a secret ama in the
third chapter, kst before the car park, whemne a
radhio can be used 1o hear messaes from the
developers Later, 3 switch allows access o a
hiddan room contaning SAM apparel and a
TV that piays a spool sci-fi sketch. Best of all,
though, is Wer of the rats - a concealed
sub-game in which Max participates in a
gunfight between two rodent factions.

it
b

Medal of Honor: Allied Assault,

2015

This Qg rewards players who go beyond the
call of duty and - desplte seriously stacked
odds - finish the first two levels of the fourth
chapler on the highest difficulty setting while
kisaping avery allked soldier allve. When
players raach the Tiger tank having fuffilled
this, they are given (in a departure to the game
proper) 60 seconds 10 hide, before the view
switches 1o Barooka Med ~ a medic camying
a bazooka - as he hunts them down. Afied
Assauft also contans a hidden singiepiayer
map, calied mdlo.bsp, which can only ba
accessed via the command console

Hala, Bungia

What foliows ia not really a spoiler, but purists
might want to skip this text. Moreover, it
probably won't mean much to people who
haven't playsd (and finished) Halo yet, Sull, for
tha enjoyment of those who have: in the last

minute of the gama, you can teke a game-
losing detour 1o meet a non-aggressive Grunt
who says: "Good thing that lood nipple’s
waitin' for me on the starship, 'catse, man,
have | worked up a big, grunty thirst!”™

Metal Gear Solid 2, Konami (PS2

Among the mons entertaining secrets in Hideo
Koima's imtest game is the hidden shaver
which Raiden can find and later give to Snaka
On the second time through the gama the
shaver fias 10 the right of the first room in Stnut
A Deap Sea Dock in the plant chapter. Just
hang from the railing move right and climb up
to find the razor. Give 1t to Snake and he will
shave off his whiskers

Mini€gJdS

Ridge Racer (PlayStation):

Simply race to the first corner. tum
around and speed right through the
brick wall behind the starting grid to
mirror the track.

Venus the Flytrap (Amiga):
Contains the secret game Chrome.

Zub (Spectrum 128k): Has a secret shoot "em up knocked together by
coders Binary Design in an afternoon.

Zero Divide (PlayStation): Has a hidden version of the SNES game
Phalanx.

Mega-lo-Mania (Mega Drive): Has a hidden version of Sinistar.

Lunar Jetman (Spectrum): Many much-discussed and long-
remembered eggs are apocryphal: the trailer really was a hoax. Period.

Ballblazer Champions (PlayStation): Contains the original Baliblazer,

Day of the Tentacie (PC, Mac}): Contains the full, playable version of its

Defender 2000 (Jaguar): Entering ‘Nolan’ as a high score opens a new
option: Plasma Pong.

Pitfall: The Mayan Adventure (Mega Drive): Contained the onginal
2600 Fitfall game, but only after 27 consecutive keypresses.

Final Fantasy VIl (PlayStation/PC): In the highly unlikely event that your
character's heath should fall (or rise) to 7777HP during a battle, the
‘Lucky Sevens' effect begins, in which your character lands blows of
T77THP damage until the enemy in guestion falls - yes, even during the
final battle with Sephiroth. Apparently, the vast majority of FFVIl players
didn't encounter this at all.

Combat Flight Simulator (PC): Above Amesbury in Wiltshire, England,
you can find a flying pig. Amesbury, remember, Is the location of
Stonehenge.

Mercenary (Spectrum): This egg may have appeared on other formats,
but It was possible to find a piece of cheese in the Spectrum version
that, while it could be picked up and carried, had no apparent use.
Accidentally pressing the 'board ship’ key while stood above It, though,
revealed its hidden power: it could fiy. This proved very, very handy.

Blade Runner (PC): Entering the code 'Sitcom’ enables a laugh track
and audience applause to accompany events and conversational
exchanges. It's eerily surreal.

Resident Evil 2 (PlayStation): In the police chief's office, search his desk
50 times, ignoring the message that appears. Eventually, you will find a
roll of film. Developed in the darkroom visited later, this rewards you with
a picture of Rebecca from the first Resident Evil in what is apparently a
basketball outfit.

Dark Forces 2: Jedi Knight (PC): Steve Purcell's Max — of Sam and Max
fame, obviously — is hidden in level 5. Free him, and he embarks upon a
characteristically murderous rampage.
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matter of luck, hard slog or sheer dogged
persistence. For Jaime Griesemer His rise up
the ranks at Bungle owed a ot to all three.
After designing a Myth news Website at
college the company took him on as a beta
tester far Myth If, but he was soon designing
multiplayer maps in his own time. Myth (|
eventually shipped and Bungie didn't require
testers any more. “But | kept coming into
work anyway, so they put me to work on
other projects.” Halo came next. The project
was so labour intensive that Bungie required
every bit of help they could get. Griesemer
was soon involved with every design decision
and provided the fresh perspective necessary
to bring the FPS up to date for the 21st

‘cantury, making it one of the greatest

videogame experiences of modem times.
(Waming: contains slight final level spoiler.)
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When you were developing and testing the
| game did the Al surprise you at any point?

l,"- There was a point where Chris Butcher, who
i was our Al programmer, started working full
""" "". The Al seemed very sophisticated. Could time on just adding unique behaviours. So
\MW \W‘" you describe how you managed to make every once in a while you'd get a new bulld
I‘.l the behaviour of the aliens so life-like? and you'd play through an encounter that
lll Al When we first started out with the Al we had a you'd alreadly played dozens of times before
ll' \ choice between making an Al whera we have and suddenly the Al would do something
lots of unigue events and almost completely completely differant. | remember the first time
rely on heavy scripting and planning out every a Grunt threw a grenade at me and | was
single encounter. Or going with something compiletely not expecting it and he got me
which has lots of different behaviours but right in the forehead. So | ran off for a minute
those behaviours would combine ina more before | exploded. Thers was also a real funny
emergent fashion. A lot of games are done moment when we got the code working
\‘with heavy scripting and they are done where Grunts panicked if you killed a leader.
successfully but you always fes! a little like you So | went into a room and everybody in the
j are watching a movie or playing through a room just started running for the doors. That
m%dmtlaalyMMyou was also a great moment.

e original plan was for the game to be an RTS
viewed from an overhead perspective.
You would command an entire army of troops

n

mmeplayer What were the main challenges of creating
: Halo in terms of level design?
Exteriors ara very hard because you can't
really limit what the player is able to do. So,
you have to take into account all the different
actions that he might try. We weren't able to
do as many exteriors as interiors for this
reason.

What specific problems does an exterior
level pose?

One of the things Halo does really well Is et
you fight in cover. Aliens can expose you 1o
fire and then take cover, especially if they are
injured. At least they will take cover when their
shields go down. Outside you don't have as
mueh cover and the cover you do have terds
10 be rocks and trees which are pretty easy to
flank and circle around. We spent a lot of time
placing the scenery so that the Al could
retreat and still be effective.

ENQE ¢ « 085 >



throughout the project was |

"blay, We made the choice

|

|
J
)
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‘Mmg co-op:We a\})xhq a

“dllow us to do that. Towartis the end whe
got co-0p working it Wes just so much:

Our Al s really fun -} Grunts i

fires and have one pafSen distract &
'eanotharme.tﬂea isho

The marine Al was impressive as well
there anything which stands out for your
terms of their behaviour?

When we were preparing for Gamestock we
were making a coupie of levels for people to
play through. One of the first encounters was
on Sllent Cartographer where all the marines
are charging up the beach with you and it
feals like a really hectic battie. | got that
working at two in the moming just a few days
before Gamestock and | was sitting there
playing through it and ! just ran through the
offices getting everyone else that was still
around o play it too. That was a lot of fun, At
that point we had just added the marine
dialogue so they were talking constantly and
making all these funny remarks.

At
\

| ‘:: ‘,:‘%{. ﬁ.

ould you reveal any of those?
0, no, | would rather not.

ore you ever tempted to Usea quicksave

“There is never a break in the game. We have heard
that people play the game for seven or eight hours solid
and not even notice that the time is going by ”

How many marine dialogue recordings are
there in Halo?

There are thousands. A lot of time there are
similar phrases only with different inflections
and Imonations and differant voices. Just so
that you very rarely hear repetition. | know
that every cnce in a while | feel they are in
your mind,

|'|,-|.
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The recharging energy shield transforms
combat too. Was this always a feature of
the game?

We had the recharging shield for a long time
going right back to the vary sarly stages of
development. We were very tired of the
traditional health cycle in a videogame where
you start the level with full health then ten
minutes iater you anas down to low heaith and
you find a heaith pack and you are back up to
full health a few minutes after that. The
recharging shield means you don't have to
play perfectly. It gives you a fittle latitude in
taking some damage but then it recharges so
you are not taking permanent damage, In
s0me ways it made the game a lot more
tense, An enemy can kill you really quickly if
you get caught out of cover, especially on the
higher difficuty levels. We warited to give the
player that terror of being out of cover but still
give them the apportunity to fight thousands
of anamies over the course of the game.

Why are those weapons so good on
Legendary?

The overcharge Covenant pistol is very
effective at taking down Jackal shields, And
then the pistol does a lot of damage and it
does headshots. So & lot of times in
Legendary you'll use an overcharge flash to
knock down an slite shield and then shoot
him in the head with a human pistol and take
him down very quickly, That's one of the best
tactics to use on Legendary,

Sometimes when you restart from a save
point the aliens are in different places.
How random is their placement?

There's a little bit of randomness to the their
initial placement but most of the
unpredictability is a result of our Al making
different decisions and approaching things
using different tactics, So if you change your
tactics, the Al will change in order to
compensate.

“We wanted to make it so the player
didn’t always have the perfect tools for the job and

had to improvise and attack things in different ways”

~There are a lot of subtleties in the game,

~ which are not immediately obvious the first
~Sure, one of he things people don't realise is
* that if you are moving very quickly and you do
- amélee attack it does a lot more damage.
You will have somebody charging over an
. open field at you and right befors he gets to
“you he jumps and then méiée attacks you so
he does lots more damage. That's a really
interesting thing to play with once you know
its there. One of the ather cliches that we tried
1o break away from was incrementally better
‘weapons. All of our weapons tend to be
‘equally usetul, just in different circumstances.
We wanted to gst people to exchange their

How much is Halo getting out of the
Xbox? Do you think the console has a lot
more to give?

Halo was done on hardware that was not final
and was not as powerful as the fina! shipping
hardware. Also you find in any console's life
that the games which are created later on
taka more advantage of the twaaks and
gimmicks you can get in the hardware and
usa it a kot more efficiently. We were
somewhat familiar with the hardware because
it was based on PC architacture. But we are
Isarning things which are pushing us weil
beyond where Halo was.

EDGE «

The final level of the game goes against
the traditional boss encounter. What gave
you the inspiration to do that?

Halo isn't really about giant boss monsterd
and like you say that's been done to death.
We were looking for something different to do
and Eric Arroyo, one of our artists, Is a big fan
of racing games. He made an insane track to
drive the Warthog on and it was a lot of fun so
we incorporated It into our last level. A lot of
our level design works that way, we just
experiment and work out what's fun,

What's happening with Halo in terms of
making it broadband?

Future Bungle games will definitely be taking
advantage of the online capabilities of Xbox.
That's reslly where the future is and that's
what we are really excited about doing.

There are already people playing Halo
online through Linux. How do you feel
about that?

| think that's great. Bungie fans have always
made mods and entire levels to add into
Bungie games. So | think that kind of stuff
is great,

What's happening in terms of Halo 2 and
the PC version we keep hearing about?
‘You know you're going to get the typical “We
can't make any announcements about that”.

We have to ask the question.
You are required 1o ask the question and
I'm required to give you the non-answer. |
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The software slump

agazine psychology dictates that the strength of an issue

s, In'the mind of the reader; directly proportional to the
quality of games within. if it's corract, that means this will be
viewed as the worst issue for some considarable length of
time. It has not been a good month.

The post-Christmas lull s always tough, but this year it's
been skewed by baoth international console releases, As Edge
writes this we're in PAL dead-time, just before Xbox hits
Europe and the GC starts being marketed for real. That, and
the fact that we've been on such a numencal high recently,
makas the scoring comedawn even harder to take.

Whilch isr't to <ay this issue hasn't been a victim of
circumstance. Dungeon Siege slipped to a week past
deadline, and Jedi Knight Il {and Jec! Starfighter) fell victin ta
Lucashrts’ stringent review code policies. Edge's Japanese
Xbox did make it in time for the close of the Issue, but without
the games: Nezmix and Airforce Delta wera subject to an
unfortunate stop-off in customs. Animal Leader and Smashing
Drive were in the same package. All should appear in E110,

So what did make it in? Well, there's State of Emergency,
the smash hit that sold on the back of puerile hype and
conscienceless marketing to an sasily-fooled audience who,
it's hoped, won't be as easily fooled next time. They wanted
GTAIV they got Smash TV with all the fun taken out. It is,
allegedly, challenging Final Fantasy VI for the most returned
game in shops nationwide, albeit for entirely diffarsnt reasons.
That was a game the press sold to a disinterested public; this
Is ene they couldn't/didn’t warn them away from.

And then there's Wreckless, a game whose beauty is only
matched by its vacant, baseless hype, and the raw Imbecility
of ts substance. Nightcaster, Blood Wake, and TransWorid
Surf are more games that weigh in favour of the Xbox haters,
but Cube owners hardly have reason to be smug. The only
feason their games aren't recelving a critical beating this
month is that the things on offer 8re mediocre ports 'n’ sports,

But bad games don't mean bad reviews. And while some
of the griticism might make pairful reading this month,
Edge isn't here to tell you evarything's going to be okay.
Basides, there's one advantage of such a hollow,
disheartening month. The only way forward is up.
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The filters in replay mode make the
stunning visuals even more impressive

Wreckless: The Yakuza Missions

Format: Xbox  Publisher: Activision Developer: Bunkasha Price: 850 (£35) Raleass: Out now (US/UK)

ou could watch the replay mode for
Y hours. It's absolutely staggering. Most
game replays are facile, pointiess, but here,
as the scenery spins and bounces and
drops, and sparks fiy, and the engine applies
fiter after spectacular fiter, and the cameras
whirl and cut and zoom and pan and your
car skids through another fence and the
driver grips the roof and the Dim Sum stands
explode and.., you could watch it for hours,
You get lost

A 20-mission car chase across a

washed-out pastel cityscape, lost is how
you'll spend a good desl of your time with
Activision's Wreckless, a game most easily
described as a cross between Destruction
Derby and Crazy Tax's Box/Pyramid
minigames. As gorgeous as the overblown
wood/metal carmage is, it also plays a
substantial part in abscuning the tightly
wound city's turmings and entrances. The
graphical splendour and washed-out colour
scheme isn't entirely to blame, though: a
clumsy, outsized map, which has to be there
because the directional amow is so

nefiective, also crowds out the playscreen

Luckily, the map is the only thing the

o centrate on, because there
is no complexity here. You press accelerate
o move faster, and brake to siow down. You
don't stop much, though, because that's the
point: you're being reckiess, as the title
implies, crashing through everything until you
hit a part of the scenery that the game
declares immovable and your car buckies
and you coo at the bump mapping and
kinetic destruction and spin round and head

yer has (o o

At its best, Wreckless is a pleasant skid
through some remarkable eye candy. At its
worst, it's nothing more than a kaleidoscope

One uninspired mission sees you
driving along a winding ledge, trying to
get to the end before the time runs out

0890

off again. It's a lot of fun, for a while, and then
it gets boring, and you go in search of the
game proper,

Missions are simple in nature, crude in
execution. Soms involve destroying enemy
cars, only possible via a stop-start mechanic
of charging at them from a distanc
then waiting for them 1o move a

y again
ide Crazy Taxi-style fatch this/go
ibinations, where destinations are
frustratingly hidden behind destructible walls
or blind comers — level design which, when

Others inc

them

combinad with the restnctive time limits,
means all but the most fortunate players

'
Time:01:47.69
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Reminiscent of Crazy Taxi's tramline antics, here there's no reward for skipping close to the vehicles.
Something as simple as that might have increased the adrenaline; as It is, it's beautiful, but pointiess

spend multiple instant restarts memorising
the locations of each mission-critical object.
Then there are the radar-based ‘locate and
J objectives, an exercise in trial-and-
error stupidity, and the crash-into-things-
for-points missions, and the frustrating but
epic composites.

Maost of the missions are framed by time
limits that are either set too loosely or are
much too harsh, Crucially, this is indicative of
the lack of care taken. It reinforces the feeling
that Wreckiess has barely been playtested, or
that it's had no more consideration at design

than someone placing random mission ideas
inside arbitrary diffi
rigidiit satisfying freeform
nature of Crazy Taxi, never encouraging
exploration, providing opportunity for
strategy, or rewarding improvisation. At its
best, it's a pleasant skid through some

settings. It lacks the

Bumout or

remarkable eye candy. At its
nothing more than a kaleidos
Or, to put it ar

demo: a spectact
design document. It's exactly
that should be on Xbox demo pods, because
it provides a clear example of how much
graphical power the box really has, In the
cantext of a one-jokea game that's fun for five
minutes, but appears to have been
conceptualised by an eight-year-old. Big cars
smash. Big cars smash again. Take pleasure
in the aesthetic ¢
away from the pod without any inclination to
purchase. You could watch the replays for
hours, but actually play Wreckiess for any
length of time and you'll see how =
chanmiess it really is.

) & worthy

ot of thing

truction, and then walk

Edge rating Four out of ten
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The damage your car suifers is substantially
more realistic than Project Gotham's limited
scratches, but it fails to improve the gameplay
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Humans dodge your car effectively, diving
out of the way or flattening themseives
against walls. Collide with another vehicle,
and the occupants will bail out immediately




Blood Wake

Format: Xbox  Pubksner Microsoft  Developer Stormiront Studios  Frico, £45  Ralzase: Out now Previously in E59

implicity is a virtue in a videocgame
S unless it's an excuse for producing a
boring experience. The concept behind
Biood Wak

on the high seas — but its execution is bland

sound — one of gang warfare

Biood Wake retains all the typically bullish
d
developed videogame aimed at the teen
markat. In terms of presentation, for example,
there's a dull techno-rock soundtrack and a
e-hitster lead character thal

: thesr way

trademarks and empty posturing of a US-

surf-bum-me

Extra time

ensures the

+ Taking its cue from tities such as
TimeSpiitters, aimost every level completed
unlocks some kind of extra craft,
muftiplayer mode or battie arena. However,
since the game itself is so ineffectual, these
bonuses count for littie; there's no subtlety
to explore within these modifications. Take
the battle modes, for exampie. Whether
you're fighting against the acceptable Al
bots or with human cohorts, there's little
variety in the action as it always reduces to
an overly simplistic stand-off.

Sevelopr

chy, visceral play that a fun-
with-guns title such as this should convey.

Tasks follow a similar vein to Driver or

Smuggler's Aun. Sometimes playing fetch,

sometin ating the clock but always

Cross your

3. but imp and unsubtle weapons
othing in the way of satisf
ittle control afforded to the player too,
meaning that 5 can elther be resolved

with middie-distance pot shots or become

The water effects are attractive, but there's little
joy in admiring them when you're experiencing a
game as empty and repetitive as Blood Wake

sonfiic

reduced 1o an embarrassing game of tail-

chasing, where boats pursue one another

around

act, the handli just plain wrong at

times. Whean your craft comes to near-rest,

the controls suddenly reverse, with left
ight and vice versa. Deft
manoeuvring, or even passable piloting, Is
unfeasible as you try and pre-empt this
absurd fiip of direction.

aters get choppier, it makes for

becoming

3 iImpressive fiuid dypamics -

breaks cras

and swirl in a convincing
manner - but further increases the caprice of
the handling. Torpedoes, along with any
sanse of skill, simply become swallowed up
by the wa Place these faults in parallel,

il foul of the few missiles

unabashed fun and the
yled setting could make for
ling storyline. Blood Wake
des glimpses of how
spects could be buffed into
mething that

based on giit
Pacific-Vietnam

a far mora intric

its culler a

sparkies but, lacking in

Blood Wake's premise may well be flawed: frantic pirate boat fights might sound fun on paper, but the
problem with water is that there’s rarely anywhere to hide, meaning combat inevitably lacks subtiety
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Nightcaster: Defeat the Darkness

Devslopss VA1 Entertainment

Prce. 8§50 (£35)

Amezza: Qut now (US), TBC (UK)

Staggeringly, it takes so long to pause the game
to reach the, admittedly pretty, menus that it's
possible for your character to die in the process

Lurid rings

Spell School Changers are glowing rings
that aliow your character to speciaiisa in a
particular school of magic at the expense
of the other three. The developer could
have used this concedt to vary the pace
and progress of the game’s otherwise fairly
linear levels. The rings could have bean
made difficult to get to, but subsequently
advantageous, for example. Instead,
should you find such a ring. the chances
are that it's a set-up. Step into a Fire ring
and it's aimost certain that you'll shortly
be beset by Fire creatures, against which
your arsenal has now been weakened,
And this, frankly, Is sioppy design

094

definitive proof that the Xbox hard drive

Stream press

cading times. The
d with the
alogua

oUng
nts are effect

e nght a

chamipion’s
ogue stick, while t

)

stick manoeuvres a magical
used to target spells against oncaming
beasties. Unfortunately, though it te
this interfac

wever really b

nstinctive, and it's let down by an erratic
amera and a catalogue of ¢
Although it Isn't an BPG, 1

disasters

ame still

features a substandard narrative - told

unnecessarily in sub-Pam Ayers rhyme and

building on the advz

Van

ade by Obi-

Indeed superfiuity proves a re

theme. Despite tha number of spells that
have been included in the game thare Is |
strategic variation between them. And even
though four schools of magic should In

theory instigate 1e kind of inte

y terative fig
nemy, And then tt

It's not a particularly impressive game to look at. There is an over-the-shoulder view that gives a better =
account of the surmoundings, but in the interests of gameplay, this distant, overhead view is more useful 1ng it Of ter




Global Ops

- PC  Pubisher Electronic Ats  Developer: Crave Entertainment

ng singleplayer v

of Counter-Strike, Conait

em for Global Ops 1s the quality

5 rivals. C er-Strike has had the

efit of years of polish and lashings of

Call me a chopper

Valve's own cash and Condition Zero looks —
Death doesn't necessarily mean you're
stuck in a ghost mode - although you can
choose to spectate - you're allowed to
wait for a medic to heal you (you can't
finish off prone players), or you can enter
a reinforcement cycle that spawns players
every 40 seconds. This allows you 1o
re-squip and o take a look at your sullen
locking mates in the back of a truck or

heficopter. it's worth brow:

ing the weapon

lists extensively

0OSCane nuUImber

machine guns and rifles to choose from

putting y
Ll hies

As with all objective-based team games there
are bottlenecks on the maps where action will

take place, knowing these brings success

allowing other healed in the

field. It's a gun fetish

ght with d

d to a satisfyingly

All the weapons are beautifully modelled and reproduce the feel of shock and movement of their racoll
brilliantly. No rocket launchers here though, the demolition guy relies on a single-shot grenade instead

Five out of ten




State of Emergency

Format PlayStation2  Punlisher: Rockstar Games

Dieveloper Vis Interactive  Price: €40 Ralsase: Out now

T he bad news s that, despite the cbvious

e good ne

other pre-release promise of
uneasily close to the
true-life urban eruptions of recent years,

It may be billed as a ‘riot sim’, but rather
than exploiting memaories of anti-capitalist
unrest in Genoa or looting In LA, SoE evokes
nothing so muc

32bit title D

stuff up, throw novelty items
ictims’ limbs) for variety, and don't

expect high-prac

nment physics or
camera behaviour. When it sticks to those
limits, SoE Is a short, sharp, dumb shot of
wideogame fun. When it doesn't, it's a mess

That mess h

3 @ name — Revolution

mode - and it's homa to the

ding bask

also very poorly-implemented and hold-ups
en route to their mercifully swift compistion
are maore likely to result from camera antics
and cheap Al stunts than any more satisfying

challenge aw exceptions, the much-

are window dressing - a
aphor for a videogame distinguished only
by ihe marketing ingenuity behind it

houses the game

fing the confusing

‘Kaos mode’, in which high-scores, time

sensitive goals and temporary power-Uups

Ccombineg 10 TE MOomenturm and

se of free-fiing abandon. Following
multiphers
developmants makes for a slicker, more pacy
- but an equally short-lived one.
>nme is that SoE has no

and keeping an eye on

charisra and nothing new to offer. it's too

1 unthinking so

ing State of Eme

314

TARGET
100000

CANS K3

TAPGFET
200000

You lose points for killing civilians, but that's
unlikely to stop most players from doing it. After
all, mindless carnage is all the game really offers

|
LIS

2000

TARGEY
100000

CARS X3

Combat regressed

The appeal of hand-to-hand combat fades
quickly, but there are favourttes Including
flame throwers and AK-4T7s to fall back on.
These are especially useful in Kacs mods,
where making the maost of temporary
muitipliers for smashing windows and
blowing up cars can mean the difference
between game over and continue.,

The game's four main levels — Mall,
East Side, Chinatown and Corporation
Cantral — are alive with locters, bombers,
sacurity forces and the like, but the mass
of bodies are just indistinguishable cut-
outs. This confusion, as well the twists and
turns of the environments themselves, is
negotiated via a scrappy arow and map
system. The level of activity is impressive,
but little slse about the visuals is - there's
nane of the character of comparable
cartoon cities in GTAN or Crazy Taxi

Combat comprises much of the game
and is unashamedly basic. Hand-to-hand
fighting is a means to an end rather than a
pleasure in itself. Perhaps inevitably, more
care appears to have bean lavishad on the
animation for stomping on prone victims
than the moves list.

11N

Those who've found Rockstar/Take 2's latest
release in poor taste might want to explain why
State of Emergency’s cartoon violence is any more
morally reprehensible than GTAIl's take on crime.
Regardless, it's certainly a much worse game
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Star Trek: Bridge Commander

Farmat: PG Publisher. Activision Devalopar: Totally Games Prico: 35  Felease: Out now

a-fantas

ction, g

. Totally Games' attermpt at the fr

east at first,

|s a step in'a more authenlic direction, as

As weapons fire, phaser-banks deplete,
forcing a slow-circling motion to allow time
to recharge (above). Time this circling to
match your foe's weakened shields, and
victory is secured. Each of the ship's crew
has a defined and recognisable character
(far right). The voice acting is excellent

depths to emerge. This | rtalnly the best 'Star

Trek' game of r

Seven e

Laser Squad Nemesis

Format: PC  Publis

s Codo Games Deveioper! In-house Price: S15/slx months  Ralesse: Out now

on of creators nghts is rarely applied

jeogames. Perhaps with the lagion of publ

tones that r

1o the sarminal 8ot tactcal turn-b

t emall only, and cut out the pu

y. The fee allows six months of &

Each character's orders are displayed
through a series of thin lines, allowing
complicated tactics to be coordinated
and planned effectively (above). While
the graphics are currently functional,
upgrades to a full 3D system are
planned for the future (left)




RalliSport Challenge

Format: Xbox  Publisher; Microsoft  Developer: Digital llusions  Price: €45 Ciate; Out now

Praviciisly in E108

omewhat predictably, littie has changed since
Edge saw RaliSport last month, This is both a
good and a bad thing — while the game's strengths
remain untouched, sadly, so do the elements that
would have benefited from slight tweaking. !
Taking those first: the car's behaviour (particularly in EETRIR:
00:03.30(#
chase cam) is just too static thus shattering much of i i
the rallying iilusion; brake and throttle control feels

overly lethargic {although selecting a manual gearbox
tends to redeem matters a little); the Al is disappointing,
and the handling dynamic is a touch too simpiistic
resulting in an experience that just fails to engage in the
way that, say, WRC on the PS2 manages to.

Having said that, the game's structurs is very good
fthe points system really encourages you to take risks in
the hope of unlocking further events); the vanety in
terms of rallying categories is unrivallad; there'’s a fine
sense of speed, and track design can often throw
Some surprises into your path (it's worth mentioning the
pace notes tend to be pleasantly detalied at times).

Devoted Colin McRae fans are unlikely to be
persuaded, true, but this remains enteriaining

railying material and is certainly worth a look

Edge rating: Six out of ten

TransWorld Surf

Format: Xbox Publishar: Atari  Developer: Angel Studios Price: €45  Relsase: Out now

Two and fourplayer games are not only fun
but also technically impressive, with the
Xbox seemingly happy to cope with the
increased processing demands, Given the
hardware, you'd expect it to look good but
it's worth pointing out a pleasing amount of
detail has gone into creating RC’s world
(even roadside shrubs react to your vehicle),
although the rain effect is disappointing

(as is the lack of dynamic weather)

Previously in E107

2 e = / 3t-r-;u Diue
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While some interesting ideas have made it
into TW Surf, ultimately the approach
undertaken by the developer has failed
comprehensively. A little more time in the
studio rather than trying to make the
European Xbox launch might have helped

nd so the search for sporting adrenaline, and Tony

Hawk's-atyie cash cows. continues. Though after
playing TransWorld Surf, it's perhaps easy o see why
developers tend 1o stick to skate parks

A standard, no-frills structure means a varisty of

objectives must be accomplished on each beach to
progress to the naxt. Link a few tricks here, save a
dolphin there, and your surfing career is assured.
f fun to be had from a
title whose relatively original premise is what holds it

Less certain is the amourt

back. Falling off the board results in either & tedious
paddle back to a wave or a call to the local reef girl, a
etski rider who then escorts the player to a wave of
their choosing. However, the device serves only to
interrupt the game on an increasingly irritating basis
Once on the waves, things aren't much better. An
unintuitive control system means that parforming tricks
is not as satisfying or enjoyable as it should be, and a
lack of feedback from the water renders executing
combos guesswork, Those used to the smooth,
irtensive inger-workout provided by the more
established extreme sporis will be frustrated with
the staccato non-action on offer hare

Edge rating: Three out of ten
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Broken Sword: The Shadow of the Templars

Format Game Boy Advance  Publisher Bam! Entertalnment  Developer: Revolution Software  Price: €30  Relaase: Out now Previously in E107

charactsrisation shines next to most 1280

and you won't find many games brave enaugh 1o

pxtapose medieval history with amusing nob gags.
However, thera is more to this GBA version than

piot alone. The tired polnt-and-click interface has

Hot-spots’

saarch and ihe

All the original PC locations have been
beautifully recreated for this GBA version.
The dialogue remains snappy throughout
with characters often establishing
themselves within a couple of sentences
which is unusual for a videogame

epiphary away from the gam
surely the mark of logically constructed conundrums
Don't be put off by Its cld-skool dynamic, this

makes for wo

arfully s ng entertainment

ge rating Seven out of ten

Virtua Striker 3

Formar GameCube Pubiener Sega  Doveloper Amusement Vision  Price: W6,800 (E38) Feesse: Out now (Japan), TBC [UK)

o e d Iven the Virtua Striker serfes’ effortiess domination
00 8
Ay of the arcade football scene In recent years, Sega

clearly wasn't prepared for the venom that greeted its

first affort at a console conversion, 1899's Draamcast
release of V52, This time, Amusemant Vision promised

and to some extent, it's CC

0N acds analogue Control, Detter

much improved passing, less stupid A

up with go
gwitch active players, no camera opli
dealault side view, and the referees
at avery opportunity,

Q1L o] et e .t i Visually, the game impresses; player models are

i smooth and detalea and cas
NinmiL smooth ana detaile G

e of lighting set

The default configuration uses the
analogue stick plus A (long pass), B {short
pass) and X (shoot) buttons. Although it's
entirely workable, the drastic variation in
button sizes and shapes means it's rarely
intuitive to switch between types of kick,
and raises genuine questions about the
versatility of the GameCube pad

and the game's imprassi,
stadia writhe with crowd me
textures
minded aficionad
or not they can have a gar
however, 5 anoiner matisr entirely. =

Edg g Five out of ten




Dead or Alive 3 (PAL

Format; Xbox  Publshes Microsoft Developer: Tecmo (Team Ninja) Frice: €45 Raolsass: Out now Praviously in B34, E103. E105

T he Dreamcast’s 80Mz legacy and Sony's

imprassive work on tha PAL

Which is impo

ant in a fighting game, as those

who've suffered a league of bad Capcom and Namco

conversions know. This is fullscreen beauty; it's ea:

be blinded by DOAS's stunning visuals and animation,
but it's just as easy to forget that both are - and always
have been —an integral part of a fighting game’s
impact. Moves lock to opponents perfectly: boots thud

against heads, whic

n turn crunch against the floor

fol ki1

A full review of DOA3 appears in E105, and
the point of this update is exhibited above:
PAL DOAS looks (and moves) every bit as 4 = 2=
sharp and fast as its NTSC counterpart against the death of the poor European conves

T

PALEO product, and those with 50Hz signals

se with 60Hz TVa will now receive a crisp

won't have to suffer sluggish combat aither

Seven out of ten

Genma Onimusha

Format: Xbox  Publisher: Capcom  Developor: In-house Pricer €45  Sefeasa: Out now

tion to the
cibility souls app sormbat,

o tham

ke manages to absorb fiv

f time. But

short penod

and become faster

2 — O CONSUMING 2 Singie

50 the game bacomes much more d

acds a pleasant strategy to th

and other times it feals homandous

Tha game suffers from Cap

and it's made worse by the areadiul D-p
is harder
thar aver While the visuals appear to be slightly
cleaner in the Xbox version, the extras - a
couple of side quests and the new soul
system — won't be enough of a purchasing
incentive for owners of the PS2 oniginal

3 rewarg

extra m which is no bad

thing. it's at thing, efther.




The making of...

C| IUCK]
Although Elite may have been the BBC Micro game of choice for

computer science nerds, across the room another game was fast \
becoming the favourite for a whole generation

< 104 > EDGE #1092




higeru Miyamoto clearly had
S no Idea what he'd started, A

videcgame with a quest,
clearly defined levels and a distinctive
hero was never expected to sell well.
But Donkey Kong went on to
become one of the most iconic
games in videogame history and
spawn a generation of platformer
clones. Mast, of course, were
shoddy facsimiles, but if one game
took the formula and elevated it to
new heights it was the humbie
Spectrum and BBC Micro classic,
Chuckie Egg.

EDGE #1089

the making of...

Format: BBC Micro, Spectrum
Fublisher. ASF Software
Developer In-house
Origin: UK

Ornginal release date: 1983

106 »



Those who have never experienced the kinetic thrills of
Chuckie Egg have missed a treat. While most 3D games
still make players scream in frustration as they plummet
from another 'greasy’ ladder, Chuckie Egg perfected the

deft platform to mid-ladder jump with some aplomb
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The game's creator, Doug
Anderson, takes up the story,

"It was actually an external guy
called Nige! Alderton who came to
us with a Spectrum program he'd
done called Eggy Kong. It had one
level and was very much based on
Donkey Kong, except you ran
around avoiding hens and collecting
egas. They were meant to be hens
but they looked mere like ostriches.
It developed from there because |
was really a BBC programmer at the
time. | thought, I'll take his idea and
work around it and he actually
ended up writing the Spectrum one
anyway. We worked on it as a team
and thers were a few people
chipping in ideas.”

Anderson had been trying to
establish his own games company
for two years when Eggy Kong
came along. AAF Software was
founded in 1981 with his partner
Mike Fitzgerald (“We couldn't think
of & more imaginative name for the
company,” admits Anderson) and

EDGE #109

Acom Atom titles such as Polecat
and Early Waming had failed to put
the fledgling company on a secure
footing. But the game that would
eventually become Chuckie Egg
changed all that, Developed in three
months from a small one-level demo
the game would eventually go on to
every Bbit platform and become one
of the maost cherished titles of its
generation — spawning several fan
Websites in the process. For
Anderson, the game’s popularity is
still something of a mystery. “It did
surprise me. We didn't try to figure
out why until a long time afterwards.
It was because you could keep
going maybe, | don’t know, |
obviously didn't plan to make it that
way otherwise everyone would have
used the same formula.”

Although there were only eight
screens and a rudimentary goal {get
hen-house Harry 1o collect all the
©eggs under a certain time limit) the
fact that the game looped around
several times gave it & great deal of
durability. “We knew we would run
into trouble if we had more than
eight levels. We thought that was
enough really,” explains Anderson
“It looped round and then thers
wera more birds. The second time
around the duck came out of the
cage, it would dive-bomb you all the
time. On the third time the hens
walked at double speed and then
on the fourth time, if you got that far,
you got the fast hens and the duck.
You could even go around another
time. That gave you about 40 levels
altogether, We didn't expect anyane

(At

to get that far because the time limit
came down, too. Thare was no end
screen, you just kept going and
going. We expected people just to
play until they got fed up with it,

but people kept playing it and
scoring millions, We were
flabbergasted really.”

Key to the game's success was
its super-fast pace (for an 8bit
game), its accurate collision
detection and engaging level
design. Anyone wha first played a
version of Chuckie Egg back in
1983 will attest to its sheer kinetic
pace and energy. Jumping from
platform to platform was
transformed from the usual
pedestrian leaps (even Manic Miner
was inferior to Chuckie Egg In this
respect) to incredibly nimble
negotiation of the game’s space.
Leap from cne platform to 2 moving
ift and you just knew the distance
and timing required to hit your mark.
And avoiding hens by a hair's
breadth by leaping onto the middie
of a ladder, rather than having to
negetiate it from its top or foot, was
Just one of the nuances which made
Chuckie Egg such a tactile
experience.
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But the humble BBC Micro and
Spectrum processors couldn’t
handia sophisticated physics - it
was all a shorthand technique
produced by calculating simple
properties. “The thing that took me
the longest was trying to get the
landing on the platforms nght,"
explains Anderson, “Depending on
which level you were on, would you
falil down or diagonally? The
bouncing was interesting. it gave the
impression that there were real
physical laws in there. There are so
many platiorm games where you fall
off the edges of the platforms and
you Just went straight down. But in
Chuckie Egg you fell In a proper arc.
But it wasn't difficult to do. Just a
few days' work, We had problems
when you were approaching a
couple of platforms at a strange
angle and you could end up gaing
through the other side. The collision
in there was accurate as well.”

Just a few weeks after seeing
Eggy Kong for the first time,
Anderson had completed his BBC
Micro version of Chuckie Egg (Nigel
Alderton developed the Spectrum
version at the same time)

and A&F Software was ready to put
the game into production. *We were
self published back then,” recalls
Anderson. “We had our own fittie
factory unit and we had banks of
cassette decks and we did our own
duplication which included people
sticking labels on everything. It cost
about 50p to make the tape, we
then sold it for five or six pounds.
But there was VAT on top of that.
The distributors took a bit. | think we
got about 40 per cent in the end off
the net prce. [Chucke Egg] never
made a huge amount but it was a
good steadly earner for quite a long
time because we kept putting it out
on differant machines: the
Commodore and the Amstrad and
the Dragon,"

the making of...

Unfortunatety the cuilt following
Chuckie Egg received couldn’t keep
ALF Software afloat and in 1985 the
company went bust, When other
development studios were being
gobbled up by publishers, A&F
struggled on meeting the demands
of advertising rates and distribution
prices, but to no avall. Chucioe Egg
remains its most enduring titie, and a
supreme example of speed, simple
design and a gentie leaming curve
combining to produce a piece of
videogame magic which can never
be traced among any number of
sub-routines and integer ‘
arrays. A true Easter classic. L




; 1o have a lie down

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

It mlght have been a plain idea — dark blus

: Imipe

>8sible” branding on a sky blue

background

the right superstar can make anything

glitter here came from Tom Cruise, a bit

sparkie. Th

misleading ¢c souldn't actually make it into

sidering h

the game, "You wouldn't believe how sensitive he Is

about his image being used in any kind of commercial

vantura,” mao sion: Impossible’s lead designer

n the quality of the finished product

Mark Rogers. G

the veto was understandable, but Edge seemed
axcited anough, hinting at 3D visuals, an engrossing
M g
DD THEY REALLY SAY

it you've got & shit game, then it doesn't mattar how big
the icence is, it won't sail”
Greman's Steve McKevitt axhibits serous pre-iW)

(o2 ALLY AT
“Parhaps TV addicts will 3t down on 3 Saiunday evening to waich the
worid's best gamers play Quske nstead of watching muscie-bound
buffcons lumbering about on "Gladisiors ™ AfRer last month's snpe at
the Spice Gir's. E45 sees Edge fum TV it

1. “These are my boys from
lon Storm. And | guess that
would make you my bitch,
right?" 2. An actual
screenshot from a pre-cel-
shaced Jet Set Romeradio
3. “Ahh. Blue skies, cool
slacks. Sweet. Can | make
you my bitch now?"

4. Emotion Engine? That's
so 2001. '97 Is the year of
the RomerEmation engine;
Tough 5. Sensitive 6. Having
sex with a super hot modal,

tes fram |

yestaryean This month, lan Livingstons,
attalgic tip back to Wiopia

he ndustry's favour

chairnan £

TOTHLS
Utopia didn't have the best graphics in the world, but the rain cloud effects thrilled Mr Livingstone
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ming,

with Alphas of 2 RPG, and

a first gimpse of a litte k tal Gear

Solid log

d ba the surprise hit of the year (if

pel." Edge wrote. Snake
ened by hype, which brings

us to the issue’s highlight, a six-page inte vith &

superstar-in-waltin

you John Romero

| bought an intelivision about 20 years ago
(depressing age thought) because | wanted to play
two games in particular. One was Major League
Baseball which | played to death against Steve
Jackson as we had both become fans of baseball
on our many trips 1o the States during our Games
Workshop days. But the game | enjoyed the most
was Utopia. | have always loved management
pames and this was an early classic. The graphics
were spectacularly mediocre but | didn't care as |
tried to bring wealth and prosperity to the people on

EDGE #1108

my island. The sound effects wera equally poor but |
still got excited as that rain cloud hissed across the
screen in the general direction of my crops. Come on
rain. There was plenty of stuff to build; houses,
industry, fishing fleets, etc and plenty to worry about
in the form of natural disasters and rebels. You can't
help but think that Utopia must have had an
influence on later management classics like
Civilisation and Sim Clty as It was totally original at
the time. its designer was one Don Daglow.
| wonder what happened to him?
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FAQ

Tetsuya Mizuguchi

the bom atic of Raz, but now

ead of United Game Ar
attention back t
new realities engendered by the ad

wirgless technology in

wants to turm his

eglity, and particularly the

option of Ja

What was the first wdaogame you played?

What was the first computer/games machine
you owned?
Super Famicom

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

What was your first job in the industry, and
what was the first th|ng you ever d&mgnad"

7 It's an amazingly

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

Metal Gear Solid. it's a very

How many hours a week do you actually
spend play!ng gamas?

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

Do you remember R-3607 — it was like a big
gyroscope. Wow

What's your favourite book, album, and film of
all time?

site — Decause | write the diary

obably Rez. That was special
don't know. No, I'll stick

with Raz

What s:age is your current pmiect at?

but w
have a lot of things to
n. Maybe we'll head towards more

uff, That would mean I've come full

realistic st
1.8 way; my original goal was to make
realistic graphics with Sega Rally, but then |

y from that with Aez. | don

}'m just thinking about things

circie

t know

“l can-talk to people from other countries just by making games -
breaking down cultural barriers that exist because of language”

& not really playing the gam:é
very good game.

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

Communication,

What disappoints you about the videogame
industry?
Prejudice. People playing games or viewing

d way. it's still a new media,

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

| like being interviewed by Edge like this, I'm not
ng. | can talk to people from other ¢

ountnes
ng .Ja_ﬂ"‘_e.; And that keeps get

X

yarmers that exist

Whose work do you most admire?
Miyamoto-san's. Because he's the oldest in the
industry. He's showing that older people can
rmake better games even though the industry's
young. The game is a medium of experience
And he has the passion and much experience

What current gaming platform have you been
most impressed with?

les in Japan,
|designing the communication
|leommunication interfaces, That's really exciting

not games, but

Videogames: Art or Entertainment? (Discuss)

s entartain

3 nead some

il games are
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I've been a hardcore Nintendo fan since the
days of the Bbit Famicom. | always stood by it,
even with the half-arsed NG64. | own the Nintendo
consales from the 8bit Famicom right through to
the GameCube. But last week, my opinion started
to change. As | was in the West End, | popped into
CEX's retrogame shop (one of the only places left
in the country where | can get my beloved
Famicom and Super Famicom games). You can
jmagine how saddened | was to discover that
Nintendc has stopped CEX from selling any
imported Nintendo titles.

| can understand why It's stopped them from
seling the GameCube and GBA titles, but to stop
retro Nintendo games, most of which were never
released in this country anyway, seems like a kick
in the balls to hardcore Nintendo fans like me. It
can't exactly be a lucrative business (selling the
retro stuff), so why Is Nintendo doing it? The only
people who wanted to buy them were hardcore
retrogamers anyway.

| had hoped, with the release of the GameCubse,
that Nintendo would stop its stuck-up attitude.
What doss it matter what we think anyway? We're
just the people who buy the games.
D Halliday

| was quite amused to hear of grey imports
when arriving in the UK. Coming from South Africa,
we used to have an economy quite fike the UK,
where a lot of key industries are controlled or
monopolised. | was quite surpnsed to find that it
still happens here.

| am sure the history of this island will give some
hints as how this happened, but | feel it seems it is
quite a common practice for the haves to keep out
the have nots, These monopolies and false
aconamic barriers are not helping the economy of
the UK. Sure it makes the marketplace easier to
manage and analyse, but the chaos of an un-
restricted marketplace can be more economically
beneficial to all. In South Africa, 'grey imports' does
not exist as a term anymore. Anyone who imports,
can. All those shoddy retailers who relied on their

Communicate by post:

Or email:
edge@futurenet.co.uk

protected market, are having a tough time keeping
up with the young and aggressive new retailers
who are offering better products at a cheaper
price, and in some cases better service. And let's
net mention all the small and informal companies
that have been able to thrive. The consumer
benefits most from getting their purchasing power
back, by being able to choose where they spend
their money. It has also had a knock-on effect of
giving the consumers the confidence to voice
opinions and complaints.

So | ask why that is not happening here? Why
Is Industry and government keeping power from
the consumer, and why are we not doing anything
about it?
Gareth Qually

| write in response to Jay Smith's letter in
E107. | agree with what he says about the
possibility of games companies doing a dual
release of a game with adult content removed as
an appropriate way to increase revenue stream,
This Is & good idea and one which I'm sure would
not put an overly increased load on the games
companies.

What | can't agree with is that this should be
done to help people out of a ‘'moral minefield’. The
simple fact is, GTAN which he was discussing is a
game intended for those over 18, he should not
have allowed an eight-year-old to play the game,
regardless of what knowledge the child had of the
game: There is no moral minefield, those under 18
should not be playing it — period. | don't agree with
the idea of censorship be it for gamas, fims, music
whatever. | consider it my right as an adult to
watch whatever | choose. However, | see no other
option than to censor games when irresponsible
‘aduits’ take such an approach as to allow such a
young child to play such a violent game.

Paul Johnson

Edge'’s understanding is that Jay Smith didn’t
allow his friend’s son to play GTAN but persuaded
him to sample /S5 instead. Quite nightly, too.

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

| am a 39-year-old mpg (multi platform gamer)
and it was with a small amount of curiosity that |
pulled into Currys car park last Saturday morning
after doing my shopping. | don't normally shop in
Currys/Dixons, etc but was attracted by its large
Xbox poster and had 15 minutes to kill.

As | walked through the lovely sliding door | was
confronted by one of these large cardboard cut-ou
miarketing things, you know the type, full-size Lara
Croft, etc. This one was for Xbox and it was very
large and very green (no surprise | suppose). What
did surprise me was that it had a picture of Xbox
and a list of its technical specs in big bold text. No
mention of any actual games just the dull techy
stuff en polygons, nVidia, ete. But no mention of
games. | wandered into the store to be confronted
by a large ¥box display made up of numerous
empty boxes (God they are big) topped by a small
portable TV showing a very poor videc of Halo, it
was out of focus and very poor guality. | was then
aware of a young lad standing beside me (about
12-15-years-old) with his dad and his cormment
surprised me. “Dad it's so powerful." Not, “Halo
looks cool,” or, “Can't wait for JSAF." No he was
mare concerned about the machine itself, | was
then assaulted by the “Can | help you?" man who
spent 30 seconds teling me about the tech specs
I'd read at the door. | countered with guestions
about the games to which he didn't have a ciue
except to tell me that if | pre-ordered today I'd get
a free copy of Edge and “they can tell you all you
need to know about the games.”

| had the same experiance in Dixons a few days
later, Are we getting obsessed about tech specs
and forgetting why we buy the damn machine in
the first place? |'ve played Halo and this is why |
want an Xbox not because it can shift x more
polygons than a PS2, | want my PS2 to play MGS:
and a GameCube to play Pikmin, this is the way it
should be, is it not? My nine-year-old son toid me
a year or so ago | should bin my Dreamcast for a
PS2 as it's got better 'graphs’, needless to say he
has been re-educated since.

Terry Charleton

“Are we getting obsessed about tech specs?
I've played Halo and this is why | want an Xbox not
because it can shift x more polygons than a PS2”
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Would Phillip Ford (107) eschew the
classic animated feature 'Akira’ in favour of the fully
redlised, three-dimensional pile of crap that was
"Final Fantasy: The Spirits Within'? Pardon that
rushed analogy, but having a videogame (or even a
film) exist in an overtly 20 aesthetic does not
necessarlly make the gaming world or its
inhabitants any less believable. And of course,
narrative and charactetisation in videogames are
just as important nowadays as visuals.

Not anly has the newest iteration of Zelda seen
a bold — and in my opinion, favourable — move
forward stylistically, it has also managed to retain
the essence of what makes Link's world so
enchanting. Miyamoto-san's fresh depiction of this
world, although cel-shaded and seemingly 2D,
seems no more devoid of character and
atmosphere then it did in its B4bit or even 16bit
and 8bit ncarnations. Or maybe it's just ma.

| am not disputing over 9000 pecples’ views,
nor am | less inclined to intsract with fully three-
dimensional worlds (Jak and Daxter looks and
sounds brilliant), but | would urge fans of the series
to at least be patient; Nintendo’s radical new
departure may well grow on you. If not, maybe
Zelda's GameCube sequel will arrive sooner than
expected
Andrew Somerville

Re Philip Ford, and the other 9000
‘passionate individuals' who dislike Link's new
image — | think | understand. Let me explain. I've
recently cormpleted Majora’s Mask, and while it
doesn't have the 'wide-eyed wonder’ of its
prequel, ts genius lies in its homor, There are
genuine moments: of darkness — witness a
daughter tartured by her father's mutation (Gibdo
mask), or simply let the time run out on the final
day (just don't do anything important beforehand).
Anyone who complains that Nintendo has too
much child and not enough adult simply isn't
paying attention

And then a cartoon Link, complete with manga
stylings, is unveiled, and every criticism you've

Never mind Terry Charleton’s belief that we're all
getting too obsessed with tech specs. Have you
seen how many polys Wreckless throws around?

defended since the days of the NES, that Nintendo
makes toys, not computers, is thrown back in your
face. | sympathise, | really do.

But think about it. If you'd seen Majora's Mask
running, mid-game, for the first time, what would
you think? With its funny-faced characters and oh-
so-cute squarks and squeaks of Link as a Goron
or Deku Shrub, you'd assume it was aimed at
children, And perhaps it is. Read "The Happy
Prince’ or any tales by the Brothers Grimm lately?
Children welcome darkness.

My point is, just as darkness is most prominent
when surrounded by light, or horrer most striking
when encompassed by beauty, so an adult theme
might be most effective when written into a
childiike narrative. Oh yeah, and if you did take Mr
Miyamoto aside for that ‘guiet word', | fear he
would wait for you to finish, smile (hopefully with
indulgence, rather than annoyance) and say, “And
that Is why | create games, and you do not.”

Jude Nicholas

It was disappointing to leam that
Codemasters had chosen some obscure Labour
palitician to star in Operation Flashpoint. There are
plenty of ‘distinguished older gentleman’ in our
own industry able to orchestrate 50 missions.
Roger Bennett, ELSPA

After further consideration (and
several extra levels), | have decided that your
review score for Return to Castie Wolfenstein was
probably correct. While my time is currently
employed with other PC projects, a classic game
should be able to tempt me back with the quality
of its gameplay. Sadly, this doesn't appear to be
the case with Return to Castle Wolfenstein. When
| finally did force myself to play a few more levels,
| realised that | wasn't enjoying the experience
anywhere near as much as | had hoped. In fact,

| was rather disappointed to realise that Refurmn

to Castie Wolfenstain's gameplay is rather basic,
involving nothing more challenging than following
a rather linear path while disposing of any

e

enemies that appear along the way.

One particular problem that annoyed me (and
stopped me progressing for at least half an hour)
happened on level 8 (the Supply Compound). The
mission briefing states clearly that the last guard
shouldn't be killed, otherwise the level can't be
finished. What is also obvious is that if this same
guard is alerted before all of the other soldiers are
killed, then the level stil can't be completed.
Attempting to avoid this eagle's gaze when in Alert
mode is like trying to destroy Castle Wolfenstein
single handedly... with a knife. It took me ages to
realise that | would have to replay the level from an
earlier save point (and avoid alerting this particular
guard). Luckily | save frequently, but silly little things
like this shouldn't happen.

Tha next level in the rocket base should have
been mare exciting, but this'was one of the most
‘on rails’ linear levels that | have ever played in any
FPS. It was far too easy (despite the considerable
number of soldiers), but the most important point
to make is that it just wasn't interesting.

After these negative experiences, | am finding it
difficult to get myself interested enough to keep
playing. As | stated above, my PC time is occupied
at the moment with other projects, and with more
enticing game prospects on the horizon (Unreal 1i,
Jedi Knight Il and Star Trek: Bridge Commander),
Return to Castle Wolfenstain is starting to look
more like a six out of ten every day. In fact, it is
now only too clear that Edge magazine is the only
place where | can find honest reviews of the latest
games. How many other magazines would have
given Return to Castle Wolfenstein (or Medal of
Honor for that matter ) anything less than a nine?
Chris Low

Mext month you'll be saying we overrated it...

| was playing the Metal Gear Soiid 2
demo supplied with the 'Official Playstation2'
magazine the other day when a worrying thought
struck me about where the videogaming industry
could be heading.

“Not only has the newest iteration of Zelda seen a bold
move forward stylistically, it has also managed to retain
the essence of what makes Link’s world so enchanting”
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This thought had struck me while playing Metal
Gear Soiid on the PSone, however, it seemed aven
more appropriate now, It seems that the
videogaming industry (in relation to home
computers/conscles) has always had something
to look up to. In the 'B0s and the first half of the
"90s it was the coin-op industry. Every man and
his dog would try and bring the perfect arcade
conversion into the public’'s home, whether it was
OutRun on a humble Spectrum or Street Fighter Il
on the SNES

However, since the coin-op Industry has
fallen by the wayside due to spiraling production
costs to stay ahead of home console technology,
it seems that the film industry has bacomes its
new holy grail.

| was never a fan of MGS on the PSone,
because of the constant Interruptions from
cut-scenes and the radio messages which
seemed laborious In the extreme. However, |
thought | would give MGS2 a fair chance and
see what it was ke, To my dismay, what
appeared were yot more (longer) cut-scenes
and the same interruptions that appeared in its
previcus incamation.

There is no doubt that MGS2 is a game trying
to be a film, but | can't help fesling that this is not
the direction videogaming should be heading. Films
are meant to be watched in the thirdpersan, there
is littie to no interaction between you and the film
However, games are designed for interaction in
mind. You are supposed to interact with them and
witness your affect on the game world in which
you are present,

- MSG2 frustrated and alienated me at the same
lime as | watched one long cut-scane to the next
until | finally got to the game itself. | feel that MSG2
sets a worrying precedent to other publishers in
that it is seen as a high profile game which is
supposed to be setting the standard.

The guestion is, Is this the standard the
videogame industry should be following. | certainly
hope not as more and more developers/publishers
turn to cut-scenes to fill out their games.

Gavin Eke is distressed at the chance that the
near future will bring with it endless MGS2 clones,
If only all developers had that kind of cash...

If | want 1o sit somewhere to watch a plot-
driven story | will go to the cinema or watch a
video, If | want to be immersed in a world | can
directly influence and enjoy then | will play a
videogame. Thank goodness for the Game Boy
Advancel
Gavin Eke

MGS2's style of play won't please everyone, just as
the immadiacy (and purity) of Tempest 3K is likely
to leave many players wondering what the appeal
8. Yot both have their piace. To regard MGSZ as
videogaming's only future is unrealistic (if only from
a commercial perspective). it just forms part of a
diverse catalogue of gaming expenences, which Is
surely & good thing, lsn't it?

So it seems that the Nintendo-bashing from Edge
Is set to continue, even when the company release
good news. Over the past four months or so
Edge appears to have been on a mission to praisa
and hype all things (X)bax shaped, while taking
every availlable opportunity to knock Nintendo for
ts perceived lack of interest in the European
marketplace (plus anything eise that it could
dredge up from the Internst rumour mill and then
present as ‘fact’ Inside the magazine itself).

Just for the record, | too believe that previously
Nintendo has shown a distinct lack of enthusiasm
in Europe, and you are correct in raising this issue.
However, does it really warrant such a consistent
attack on all aspects of the company? Even little
sly digs In the Continue/Quit and Datastream
sections recently have not gene unnoticed by
myself and fellow admirers of your supposadly
impartial publication

This month is no exception either: The news
that Nintendo has now given details on its full
European launch was given good ‘airtime’, but
then it seems you deemed it worthy to even the
score by devoting the entire lead-in to the pre-
screen section with an attack on the company
based on what Edge aven called, “pretty extreme
rumour”, *unbelisvable almost”.

How does Edge justify this piece of ‘news’ which
is nothing more at this point in time than Internet
goasip? Surely you could have used this space to
discuss some 'real’ issues? So come on Edge, we
all know you liked Halo and that Nintendo doesn’t
bow down and treat you like the pretentious
games bible you seem to think you have become.
Can't we just all move on?

Tony Banks

No, we can't. Not until Nintendo has convinced us
that it really maans businass in Europe. The release
date, the price, the guantity/diversity of launch
games, the RGB and PALE0 modes are all
welcome, obviously, but Edge Is still worried about
what follows (just as the second wave of Xbox
tities has been more than a little worrying), When it
comes to capturing a sizeable chunk of the
games-playing market, NCL's ‘quality over quantity’'
ethos, while admirable in principle, has falled
convincingly in practice beforehand (the NB4's
limited catalogue contained poor titles, too)

Edge isn't anti-Nintendo (sea E1-109) but will
happily criticise the company's approach until
takes our continent as seriously as both Sony and
Microsoft do. And we do it not because we have
sorme pathetic alliance to any one company In
particular (games matter, not hardwarse], but rather
because ultimately we want to see videogames
achieve as high a penatration as possible and it's
infuriating to see Nintendo seemingly content to
undersell itself in the European market. We do it
because we genuinaly befieve Euro gamers
deserve better (we all use NTSC Nintendo
consoies so it hardly affects us). We do it because
Edpe’s 'sit back and wait' approach didn't work
last time around

As for the Prescrean Intro ‘news' plece you
refer to, its running is justified In the fact that it
wasn't In the news saction, it was clearly laballed
as rumour (which came from several sources) and
whether true or not, represented an opportunity
for Interesting editorial. \We could all sit here
and Just reptint press releases, you Know,

“There is no doubt that Metal Gear Solid 2 is a game
trying to be a film, but | can’t help feeling that this is not
the direction videogaming should be heading”



Cooked ponders the obvious significance of the
Gran Turismo series for the car industry while Super
Monkey Ball gets involved in joypad design issues

From the forum

A selection of choice cuts from Edge-Online's discussion outlet (www.futureforums.co.uk/edge/)

Topic: Too much control?
Foster, Harlen Quinn
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Topic: Arcades, Is anyone still playing them?
P Syntax Error
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“Apparently the GT franchise is now considered more
valuable than most films, and the release of a new GT
game is more lucrative than the release of a new U2 album”
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