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Operation Xbox

Is it terminal?
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The future of electronic entertainment

id the Xbox owners among you notice that the tie tags used for

D the joypad cables are colour (green and black) and texturally
coded (rubber)? It may seem a trivial detail, but as a demonstration
of just how serious Microsoft's determination in invading the
videogame market is, it's significant stuff,

But then that's no surprise. The inclusion of four joypad ports,
a hard drive, broadband support, 60Hz playback, anamorphic
compatibility, Dolby Digital 5.1 integration - even the generous
length of joypad cable — was as clear an indication that the

Redmont giant had been playing close attention to the competition
as you would expect to get.

Observation alone is no guarantee of success, of course. Look
at Sega’s Dreamcast - four joypad ports, modem, 60Hz (software
reliant) playback... in fact, take another look: strong performance in
the US, so-so in Europe, dismal in Japan; ease of programming;
initial batch of software comprising alarming numbers of weak
cross-platform ports (PC for DC, PS2 for Xbox); even down to
guestionable joypad design the similarities surrounding these two
machines are uncanny. One other thing they share is the loss of
support from publishers (overjreacting to the predictable fact that a
new console isn't selling In PlayStation numbers.

Of course, the one thing they don't share is the same
manufacturer and therefore, the same resources. To put it into some
perspective, if the European promotion of Dreamcast is anything to
go on it's not difficult to imagine Sega's entire marketing budget for
its 128bit console amounting to less than Microsoft's annual

stationery bill. The cost of brand awareness will hardly come as a
surprise to the Windows creator and a phenomenal amount of
doliars will have been budgetad to ensure this venture works.
Money, after all, is one thing Microsoft does possess.

Just as well, given the company’s penchant for fancy tie tags.
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Is it too late for Microsoft to achieve commercial
success? And does it matter in the long-term?

What do the industry's finest get up to when
they're not making the games we play?

Edge turns futurologist to examine what science

helds for the future of the videogame industry
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the ‘noodles for lunch’ issue

december

0.TO.GI (Xbox)
Sudeki (Xbox)
Crimson Sea (Xbox)
038 Tenchu: Wrath of Heaven (PS2)
Necroscope (Xbox)
039 Silent Hill 3 (P52)
Panzer Dragoon Orta (Xbox)
040 Metal Gear Solid 2: Substance (P52)

Prescreen Alphas (various)

Hardware: Powes Macimosh G, G4
Software: Cunrk\Frss, Adobs Protosten. Macromeda
Hetvetica 1T, | ight, Floman, Mediom, Bold

Prinded in the LK by TPL Printars Lig, Harkebury, Worcs

Future Gamea: the firsl choice for gamers
Edge is brought 10 you by Futuse Publsihing Lid ihe
makers of PC Cames, PlayStation? (fficial Maganne- LK.
The Official UK PlayStaton Magagine, NGC, PEMZ,
PlayStation Max, GamesMastes

Edge recognises il copyrights m ihe mave. Whera
possitile. we have acknowisdged the coprynghit holder
Contact us il wa have tailed to0 oo your copynght
and we will ba happy o Correct any oversight.

Edge is the rogiaterad trade mavk of EDGE
Inberactive Madia Inc. Used unde llcence

“Whe're not taling about how long you'ro going to ive,
honey, we'rne Lakdng about siow Mw gaing fodie ™

Toky; éame Show; X02; software pricing; JAMMA
Anirﬁal Aﬁraction; Xbox Cafe; Smell the Glove

Mr Angry:leams to stop hating and start loving
Steva.n Poole goes ape over Mario Sunshine
Nagoslﬁ—-san‘s parents have become Edge readers
i;:c-:i;n'.la-san"pfay.s a rare Nintendo flop

Molney off and free delivery - how can you resist?
Qulck béfc;re .they sell out

The defitinitive coin-op game, Asteroids

ES3 put through the rememberiser

Codemasters' Guy Wilday, grilled

Your chance to work in the games industry

‘fbur 6pinions on the world of videogaming

We've got the whole world in here...

Animal Crossing (GC)

Blinx:

The Time Sweeper (Xbox)
SOCOM:

US Navy SEALs (PS2)
Ratchet & Clank (PS2)

Star Fox Adventures (GC)
The Lord of the Rings,

The Two Towers (PS2, Xbox)
Unreal Tournament 2003 (PC)
Colin McRae Rally 3

(Xbox, PS2)

Dead to Rights (Xbox)
Red Faction Il (PS2)
WRC |l Extreme (PS2)
Rally Fusion:

Race of Champions
(PS2, Xbox, GC)

Street Fighter Zero 3
Upper (GBA)

Super Mario Advance 3:
Yoshi’s Island (GBA)
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News and views from e-entertainment’s cutting edge
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Tokyo Game Show enthrals but doesn’t surprise

The newly annual event witnesses little in the way of major new product
launches, but demonstrates the unparalleled vibrancy of the Japanese industry
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“It was difficult to be disappointed with the i Al B
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with the show's unigue combination of

This year’s show occupied a smaller
amount of floor space, but there was no
shortage of big name franchises
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The Xbox stand generated a lot of Interest, but the console continues to underperform
at retall. Elsewhere, there was a focus on mobile gaming and interesting peripherals
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Sony's official PlayStation2 presence was rather muted, concentrating on a new BB
browser and new hardware colours, but the console easily dominated thirdparty offerings
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Xbox Live is clearly a core component of
Microsoft's console strategy, but it's not
clear that it will be enough to spur sales
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Among the games that stood out at the show were (clockwise from top left) From Software's 0.70.Gl, SCEI's Dragon Chronicle, Sonic Mega
Collection by Sega, Tecmo's Dead or Alive Xtreme Beach Volleyball, Capcom's Devil May Cry 2 and Korean developer NCSoft's Lineage If

both publishers of considerable reputa in
Japan, and both apparently still commitied

to the Xbox. From Scftware's demonstrations
of Murakume and Armored Core 3 Silent Line
{the latter a PlayStation2 exclusive) proved
particularly popular, thanks to the use of
appropnately themed pneumatic VR pods.
Tecmo is also still clearly committed to
Microsoft, demonstrating yet more mildly
titillating Dead or Alive Xtreme Beach Vollsyball
and announcing a new fitle called Desd or Alve

Code: Cronus.

Poor showing
The only significant disappontments this year
were the relatively poor showing from Namco
and Sammy. The latter had little on show that
was of interest and chose to focus on Guilfy

Gear XX, while the former also chose to show
very little apart from Mr D

GameCube. It's a shame because It apparently
has a nurber of interesting projects currenily
on the go, including Soul Calibur l, MotoGP 3
and an as yet unnamed motor racing game.
Aside from Xoox-related curiosity and the
obvious dominance of PS2, the two most
pronounced trends at this year's expo were the
attendance of an unprecedentad numbear of
forelgn Asian companies, and an emphasis on

mabile phone gaming, Of the nearly 400 games

being shown, around ten per cant were on
NTT's imode platform, with a considerable

portion of the publishing community committing

to wireless gaming, including Konami, Enix,
Capcorm and Taito (which also harbours
interttions to enter the European wirclass
market) among many others. But of egual
importance was the attendance of companies
from Taiwan, Korea and Hong Kong.

“The two most pronounced trends were
the number of foreign Asian companies,
and an emphasis on mobile phone gaming”

Gamania's presence was particularty prominent.
for example, and NCSoft's extracrdinarity

handsome Lingage Il banishes any memorie:

the slavishly followed Diabio femplate followed

by the company’s first MMRPG
But the real significance of the

Show for any western visitor, was
that it bore testimony to the broac
diffusion of videogames in Japan
massed ranks of the cosplayers (including
Goofy; surely a testament to the globablising
power of videogames), to the floor space

devoted purely to videogame merchandise,

=l 25 2 dedicated lods’ area, it's clear
hat the medium reaches a much broader
audience than in Europe or the US. Indeed
t's this broad, and unashamedly enthusiastic
audience, allled to the salf-evident commitment
to developing a wide variety of games to
appeal to all sections of it, that provide the
Japanese videogame industry with such a
stable outiook for the future, despite the
continuing recession. Perhaps European
and US publishers should take note

As ever, there was a wide range of esoterica, from the Low Riders stand (above) to the
pneumatic Murakumo demo pods (above right), and Takara's Transformers display (right)

Big in Japan

According to figures produced by "Weekly
Famitsu’ magazine reflecting hardware salas
in Japan for the week ending September 29,
Xbox continues to be outsold by PS2,
GameCube, PSone and even Bandai's
handheld SwanCrystal system. Few stores
in Akihabara are currently stocking Xbox
software, and fewer still stock actual
console units. According to Edge’s sources
in Japan and a presentation by publishing
body CESA to a recent trade misslon
organised by the British Council, this is due
to a number of fairly elementary mistakes.

The most obvious is the size and design
of the machine, but more damaging
blunders include compiling bug reports in
Enaglish, requiring a translation process that
takes up valuable development time and
introduces a potential source of confusion
via mistranslation. Perhaps Microsoft's
biggest mistake has been to fail to
appreciate the nuances of Japanese
business culture. Having put a lot of effort
into persuading publishers to commit to
developing for Xbox, the company simply
falled to maintain these business
relationships in the way that is expected in
Japan — at one point even inadvertently
snubbing the head of a major publisher at a
recent Tokyo Game Show.

Unfortunately, with prominent Japanese
publishers such as Konami openly
quastioning the viability of the platform in
Japan, it's simply not clear whether a solid
software line-up and embryonic onling
service will be enough to revive tha
company’s fortunes in the territory.




Flamenco and Fries

Microsoft’s second European Xbox brand experience
focuses on the forthcoming Xbox Live roll out

F or its second annual Xbaox event,
Microsoft jetted the Elropean games
press, retall representatives and selected

i ) i I,
publishers to the south of Spain. Taking #:

m

place the week of September 24 in Seville's

Isla Magica theme park, the venug was

Microsoft is rapidly learning how to capture a crowd’s attention, SCE style. X02 opened
with a fireworks and water display (going as far as using water as a projection screen)

HINCEeMENtSs.

Juncan, Xbox European vice

Sandy
president started off by admitting that

game cor
would be aval
300 currently in develc

tent, revesled thal 178 games bring four of Rare’s other franchises,
ncluding Perfect Dark 2 to the Microsoft
2t console over the next two years.

n the expected From Edge's perspective, the most
Rare buyout Ex-box?, p46, for Edge’s
d comment on the deal) befon

lable by Christrmas, with owver

*box In Europe (namely with reg
pricing). It was a welcome momer
humility for Microsoft, although Edge would
have preferrad it if such a realisation ha
happened before March 14
Newvertheles:
followed: the Controfler S is to finally
become available at retall (it should be in
stores by the time you read this, priced

Fries wenl on to cor

important announcement was the one

8 promi regarding Xbox Live. Launching a year after

footage of Kameo running on Abox the console (March 14, 2003}, the initial

her announcements hardware was shown. The video revealed a service s the UK, France, Germany,

few alterations since the game

as last [taly, Spain, Belaiurm, the Netherlands and
Sweden. The Xbox Live Starter Pack
includes the Xbox Communicator headset

shown at last year's E3,
of health bars above

namety the inclusior

heads and

around £25}); Climax's impressive Sudeki
was unveiled (see p34) while updates of
Gotham Racing 2, Spiinter Cell, Fable and

BC were also shown; Ed Fries, Xbox VP of

a more angular

“Ed Fries, Xbox VP of game content, revealed
that 178 games would be available by Xmas,
with over 300 currently in development”

The sizeable Seville venue ensured the crowd never got crowded (although it meant
Groove Armada played to about 20 people). Sandy Duncan (far right, top) and J Allard

a 12-month subscription to Xbox Live and
two games (Whacked! and MotoGP), all for
just £40

Interestingly, when asked about the
timescale for the other European nations,

ble for

Microsoft revealed that it's p

gamers fr

riain count

as part of the initial laht to join the Xbox
Live expenance.

Expect more on Xbox Live in E118




Ubi Soft's Yves Guillemot took to the
stage to exolt Splinter Cell's (top) virtues.
Capcom set up three Steel Batallion
controllers to rightfully wow the crowds
to its 'booth’. Edge was rather impressed
with the MotoGP Xbox Live experience

Rare talks — Chris and Tim Stamper at X02

So how long ago did you start negotiating

this deal?

Chiris: | think the first contact was made eariier this
year. It's something where there abviously was a
desire from both parties to put this thing together
and it was just a process of time to make sure all
the parts fit.

Did you ever consider a floatation?

Chris: Obviously the idea came up but it's not
something we really wanted to do. We want to
make games, that's what the company is all
about. Finding the right partner is the most
impartant eriteria and | think we've done that with
Microsoft.

What franchises are we likely to see from Rare
for the Xbox in the future?

Chris: Well obviously we showed a video of
Kameo, that’ll be one franchise, and a very brief
intro of Perfect Dark so those two are definitely
coming to Xbox. And we have a few surprises
back at home as well.

With hindsight, do you feel it's somsthing of a
shame that you developed ali of that IP and have
had to let it go now?

Chris: Well, the twao 1Ps that go back to Nintendo
are Donkey Kong and Star Fox and the rest of the
IP that Rare developed actually comes back to
Rare. We have a very good relationship with
Nintendo, it worked very well with us and it
worked out great in the end

‘What does Microsoft bring to deal apart

from money?

Chris: We wanted a pariner with the right vision
Vision and aptimism for the future and just
listening to what Microsaft has been portraying in
the recent meetings it's there — there's a lot of
optimism and that s really good fo sse. We
believe in this industry, we've besn making games
for over 20 years and it's our e We want
someone that actively befieves n the futurs

Do you see yourseives exploiting Xbox Live in
the future?

Chris: Yes, definitely. it's a really important feature
of the Xbox platform. it's something that has been
well thought out, you can cbwiously tell that
Microsoft has put a lot of thought behind what will
make connectivity really work so, yes, we're very
excited and do have pians to incorporate that in
our future games.

Have you done any work on the online side of
things?

Chris: We have some research at the company
that we're actively involved with

What is your research telling you?

Chris: | suppose it tells us it opens up a new door.
We're just opening up this door and we don’t
really know at this stage what we're going to find
on the other side but it's a new world and we're
really looking forward to exploring it.

Ed: | think we've learned a lot from the

acquisitions that we've done. Bungie for example
is one that certainly has worked out well but also
that we've learmed a lot from. You know, we took

tham and moved them from Chicago to Seattle
and then we kind of had to do a lot of work to
recreate the environment that they had before and
try and make it back to the way they like to work
So going into this deal it was really important to us
and to them to really preserve everything as it is,
to make sure that we keep the magic the way it is.
So we've been able to structure this deal in a very
unusual way for Microsoft: to just keep everything
the same so that the average employee is going
to think, “1 still work for Rare.”

You've got Lionhead and now Rare. Are you
considering opening up a studio in the UK?

Ed: Well, it is nice to have a place here where we
have some firstparty development. | mean | have a
studio in Japan and several in the US, obviously,
so to have a firstparty studio in the UK s a great
thing. | will be spending more time here

personally, I'm certainly going to be visiting these
guys, seeing the products, seeing the games.

What role do the two of you continue to play
these days?

Chris: We are actively mvolved in all of the games
that we make. Games are our life, it's what we
want to do and | think actually the Microsoft deal
will give us more time to devote to that. Mysaif,
I'm still the technical director at Rare, Tim is the
creative director and we like to spend as much
time as possible getting involved with the games
that wa're producing,

Obviously this is a huge deal. How much of what
Rare is working on now did Microsoft get to see
before coming to an agreement?

Ed: We saw sverything. They were great to lst us
come over and mest the teams and see the
development. What's really unusual about this
deal s that there's s0 much development that's so
far in progress that we can take — the only thing
that's assigned to Nintendo is Star Fox which just
shipped. Everything else s ready to switch over
and start to exploit the Xbox. | feel ke we get
such a running start from this deal as opposed to
taking two or three years to start something from
scratch to bring it all the way through.

Do you guys still own all of the 8bit stuff and if
S0 can we expect anything from that?

Chris: Yes we do. | supposs thers's the
Sabreman character who's one that you may

in the future {laughs)

Are you going to miss anyone at Nintendo?
Chris: It's a good question. | suppose over 15
years we've developed some wonderfully close
relationships with people at Nintendo, especially
with people at EAD, and yes there are going to be
people there that we will miss on a kind of day-to-
day communication but they’re still our friends
and we'll still see them at the shows. And it's not
what you may have seen in the press about there
being some rift betwean Nintendo and Rare -
that's certainly not the case. | think that's borne
out by the fact that we've been able to sort out all
of the IP ownership issues. So yes, | feel a tings of
sadness in terms of the people we leave behind
but obviously we're very excited about all of the
new people that wa're meeting at Microsoft and
their kind of vision for the future and that really

does excite us. We're really looking forward
fo it enormously.

Obviously we've heard the official line but what
has your experience been so far with regards to
development on Xbox?

Chris: It's the best developmant environment
we've ever experienced. The Kameo demoa that
was shown last night took us two and a half
weeks to put together. We're just amazed by how
easy that was and we just fesl now that we can
have far more time to actually focus on content.
To explore new possibilities rather than just
worrying about the underiying technology and
avarything else that goes along with making great
games. So it's the best development environment
we've ever experignced.

Were there any games that you wanted to make
for Nintendo that you couldn't make but now
you can?

Chris: Not really, | mean Rare has always made its
own decisions in terms of whatever games we
wanted to make. No, | can't think of anything. It's
the same going forward — we have a very strong
balief in our games and | can see that continuing.

Did you have any reservations/concerns about
this deal?

Chris: No, | don't think so. | think the reservations
were not baeing able to find the right partner. That
was the biggest concern. Creating a team is a
very fragile process — you need the right
anvironment to be able to make great games. So
it was more important than anything else to find
that nght partner and now that we've done that |
think you'll see the best games we've ever made
will come out in the following years. So we're all
vary excited.

There was a rumour that you were frustrated
about having a smaller audience for your games
being on Nintendo platforms?

Chris: No, we've never been concerned about
that. We just want to make a great game.

The way you make games is different — not only
things like not letting the press in but also the
way teams are segregated, aimost encouraging
competition against each other...

Tim: Yeah, Rare has a different philosophy.

We don’t have much contact with other game
development companies. We try to employ people
that are great games players, game enthusiasts
and they're really interested to see the other
games that are being developed within the
company. So it's really a group of game
enthusiasts that are working together to produce
the best games they can.




Fairplay Campaign kicks up a fuss about pricing
B Dcomior to pero e pubiasrs IREaIEE Ee e rose

consumer campaign calling for gamers

to abstain from buying console games
during the first week of December has
provoked the outrage of the UK videogame
industry. The Fairplay Campaign claims that
current pricing structures are both unfair to
consumers and financially damaging for the
vast maijority of publishers. Conseguently it
hopes that persuading the public to refrain
from blying games during one of the most
lucrative weeks in the year will force the
industry into considenng lower price
structures fior console games.

However, the campaign has not been
well received by the industry itssif, with a
recent issue of trade paper, "MCV', Taatunng
a near unanImous condermration of the
campagn from publshers and retallers.
Edge spoks 1o ELSPAS Roger Bennett
and Miles Jacobson of Sports Interactive
to canvass their opinion of the campaign.

The campaign has been organised by
several members of the public, as well as a
handful of industry insiders. Stuart
Campbell, a freslance journalist, and former
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The Fairplay campaign is urging people
to refrain from buying games during the
first week of December in a bid to force
publishers to lower the price of titles

012

developer, who is assisting the organisers,
argues thal games should be cheager not
just from a moral standpoint, but because it
makes good business sense. “The games
industry is currently a failing business — it
loses & lot more money than it brings in, and
that's despite sales being at an all-time high,
The fact is, sales just aren't high enough for
more than a tiny handiful of games to make
their development costs back, and the
reason for that is that they're so stupidly,
neediessly expensive.”

The crux of Fairplay’s argument is that
cheaper software would generate increased
sales of that software, producing enough
revenue to meet current development costs.
The oraanisers argue that more people
would buy more games, and the cost of
meeting this demand would not be
significantly higher than under current
pricing models, since manufacturing disks is
relatively cheap, and marketing cosis
wouldn't change.

Acting on impulse

“Apart from the hardware manufacturer's
fixed licence fees, which are the pnmary
thing FairPlay is setting out to change,
there's absolutely no justification for the
current price structure, 95 per cent of
games lose maney so the few that don't,
have to make an enomMmous sum in order to
keep the publishers alive. At impulse-buy
prices, far more games would make profits,
so the burden would be spread., It's a policy
choice by publishers, not a necessity, and
jucging by most of their recent profit and
ioss figures it's the wrong choice.” Indeed
the Fairplay Website lists Bidos’ recent
losses of £30.7 million and the recent layoffs
conducted by Infogrames among other
examples of the financial difficulties cumrently
plaguing several publishers, and according
to TIGA, over 70 developers have gone
under alrsady this year.

"The size of the gaming market in terms
of people - as opposed to revenue — 15 stil
tiny compared to other forms of
entertainment, and it's hardly surprising.
The cost of development of the average title
has multiplied by pernaps a factor of eight
over the last five years, and the number of
people buying games hasn't increased by
anywhere near as much. It's blindingly
obwious common sense that you need to
grow the marke! very substantially from its
current size, and it's equally blindingly

Sports Interactive’s Miles Jacobson (top)
and Roger Bennett of ELSPA aren't
convinced by Fairplay's arguments

obvious that you'll never do that with
games at £40."

But according to publishers, it's not
obvigus at all. ‘MCV's survey of publishers,
developers and retailers revealed a vitriolic
level of opposition to the campaign from
those within the incustry that are wiling 1o
make their voices heard. The sentiments of
Argonaut's Jez San, who called the
campaign “despicabla” were fairly typical —
though there were some dissenting voices,
including Revelution's Charles Cecil and Zed
Two's John Pickford. Much of the opposition
stemmed from the aggressive tone of the
campaign, and the fact that the Website
originally used a six-year-old quote by
Lionhead's Peter Molyneux (who nas since
conducted a full intenview for the Website
about the issue of software pricing).

ELSPA's Roger Bennett replied testily to
Edge’s request for a comment, "Some of
the media within the industry seems to be
obsessed with the Fairplay campaign when
none other is.” For the record, Edge's
interest is due to the belief that current
pricing structures are an impedimeant to the
massmarket penetration of the medium —
whether or not lower pricing is a financially
sustainable option. “Of course it would be
good for consumers if games can be
cheaper,” asserts Bennett. “If they object
strongly in paying the current price they
have to pay for new games, surely they
would not buy them, which certainly is not
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“It's a policy choice by publishers, not a
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JAMMA stays stuck in a rut

This year's coin-op trade show sees Sega continue to
dominate the sector, but little cheer for a beleaguered industry

ompared to the AOU show at the start
of every JAMMA is, traditionally,

werg high that Sega would be Disapp

ntinghy though, not 1
sful in matching Sec
of quality. Namco's Dragon
example (see Out There, E116), did

damons 2 50me ential, but ultimataly

strating new software on the Xbox- SUG
nard and new hardware in
the shape of the hotly ant

titles in tarms
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based Chihir
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considerable intere COMPRCE

commands and simulation-flavoured
gameplay appear unsuitable for the
demands of arcads attention spans

lready ava
wara faw tith
ther

reluct

The Japanese coin-op sector continues
to underwhelm, with a proliferation of
uninspiring titles and few new ideas as to
how new punters will be lured back into
the arcades. Even Sega had a bit of an off
show, with little that genuinely impressed
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Sega unveiled the shape of its new
hardware - the GameCube-based
TriForce and the Xbox-based Chihiro

s GD-Foms fo

shitecturs), whil

2 and Virtua Cop 3 weren't even being
as Amusament Vislon's
F-Zarp, and Na

nt, suggesting that Sega isn't

shown, N

13 hardware

off the new technology until it

1as Virfua Fighter 5, to

year (mitmaxar recenth

sont
y weni

vears JAMMA was a
disappointment. Maore significantly, Sega's




BAFTA announces Interactive Award winners

lan Livingstone scoops the Special Award at the
fifth annual Interactive Entertainment Awards

T he fifth annual BAFTA Interactive
Entertainment Awards, presented
this year by

2vision's Adam (Buxton)

, saw Eidos managing
3Stone, win a preshigious
Special Award in acknowiedgment of his
particular contribution to the UK
videogame industry. The awards
ceramony took place on Oclober 10 at
London's Le Meridien Grosvenor House
and also contalned some cheer for both
Microsoft and Nintendo, with each
picking up awards.

and Joe {Cor

director, lan U

Livingstone's award was recognition

of a career that spans the introduction of

a whole gene

the world of games
1 'Fighting Fantasy
sanes of gamebooks, the creation of the

with th

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

Title

lucrative Tomb Raider franchise, and
more recently the likes of Beach Life

Consolation prizes

Blsewhere, though, the two companies
fighting It out for second place in the
console market, aiso received some
recognition, with Microsoft's Halo
awarded two BAFTAs, for Best
Multiplayer Garme and Best Console
Game, and Nintendo’s Pikmin awarded
the Interactivity BAFTA. Still, while Sony
didn't have much to shout about at the
awards ceremony, it wall no coubt be
consoling its 1 the fact that it
recently shipped the 40 millior
PlayStation2, confirming its substantial
dominance of the sector.

Other game-related awards went 1o
BioWara's Neverwinter Nights for Best
PC Game, Grand Prix 4 for Best Spors
Game, and SMS Chess for the Best
Moblle Game, but the BAFTA Interactve
Entertainment Awards aren't just
games. The near 600 guests that
attencled the awards, also

about

Distribution for the 'Memento’ DVD
and the Habitat Website

Halo, Neverwinter Nights and Pikmin were all
award winners at the BAFTA Interactive
Entertainment Awards, heid in Londan recently

TimeSpiithars2
Bumitit 2: Point of Impact
Ikaruga

Rocky

Super Monkey Ball 2
Battiafiels 1542
Cuartum Redshift

Sega GT

The Thing
Marvel vs Capcom 2
Petit Copter

'.snmna-lq-q-iuouﬁbig
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Finnish visualisation specialist Hybrid is improving the quality
of online games thanks to its clever occlusion technology

Wi, hyorid. fi

Visualising EverQuest i

within a
Previous

built a portal-

d geometn,
it us anywhe:
t

s one genre the industry hopes
yove Increasingly lucrative it has
Itiptayer Online
MMOGs). The four big
exampies, BrerCuest, Ultima Oniing,
Dark Ages of Camelot and Asheron’s
Call have over a million subscribers
fthough Microsoft refuses to release
res for Asheron's Call), And there's
BverQuest Il, Asheron's Call 2, Star
Wars Galaxies, PlanetSide, The Sims
ine and The Matrix Onlfine 1o come.
Me=snwhile, Finnish graphics company
Hybd is already well on the way to
enng its own small part of this
huge market.

Onginally setting out to offer
developers a PC game engine called
SurBender, Hybrid made a bigger
splash with its Umbra technology, also
known by the acronym dPVS. Dynamic
Potentially Visible Set sounds complex
but fike the range of tinned wood
sealants from the archetypal UK DIY
company, it does exactly what it says.

I will

to be Massively Mul

Gar

Out of sight

ally, 1

r a per-frame

gy works out what
erated game
a from the
position. What can be
seen is drawn on the screen, but
objects and parts of objects hidden
behind walls or cbscured by other
objects aren't. This means the game
system’s graphics card (dPVS works
on PC and consoles), is handling fewer
polygons per frama, and o can run at
a faster framerate or the detail of the
scene can be improved.

“The process occurs bafore any
precious graphics bandwidth or filrate
is spent,” explains Hybnid's chisf
evangelist Jouni Mannonen. “It's a

EREER

:
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The huge difference in the number of polygons drawn onscreen when Hybrid's dPVS
is used to remove objects which can not be seen Is clear in the above images

balancing technology that

cent of the CPU's re:

Fige-.

a massive performance gain.”
While this is good new
developers, it's particuls
developers of MMOGs
have to send sc
network co
means less informal
Internet, and that reduces the latency

g

speeds in complex

worlds,” says Mannonen, “The general
improvement in MMOGs can range

from two te mes depending on
isingly Hybrid's

ke a who's who of
ment. Sony Online use
erQuest upgrade Shadows
. and s using it for EverQuest /i
tar Wars Galaxies, The new, as

the scene
client list
MMOG o

yet unnamed, Richard Garriott game is
onboard too as are Artifact's Horizons,
MindArk's Profect Entropia and Mythic's
Dark Ages of Camelot

As well as performance increases,
using the technalogy has other

-

positive sid ects. One of the ¢
CQuake hacks is to run the game in
wireframe mode so it's possible to

ses the positions of other players
through the walls. "Because what is
not seen isn't submitted to the
graphics card for rendering, dPVS
slops cheats seesing behind walls,”
Mannonen reveals. “But it doesn't
stop maphack-style cheats where the
player runs a hacked client,” he warns.
*For this we need to get the server to
send each player updates only for

the other players they can see.

That's where we

B going next."

Sony Online Entertainment is just one of the companies currently relying on Hybrid's technology to ensure that its MMOGs look and play as well as possible. The first title to use dPVS was
EverQuest: Shadows of Luclin, and it will also be used in the farthcoming Star Wars Galaxies and EverQuest Il. The software can also be used to prevent online cheating in a game of Quake



Making the right connection

It's been involved in mobile phones and Wi-Fi but now G-cluster is
focusing its thin-client game processing technology on the cable TV market

www.g-cluster.com

s a games technology company
A G-cluster is only two-years-old but
already It's hoping to be third time lucky.
Mot only in terms of Edge coverage
(it has previously made appearances in
ES0 and E101) but in terms of finding
its target market.

Originally buoyed and let down by
the potential of mobile telephony and
the bursting 3G licence bubble of 2000
the next opportunity Which cCame along
was the Wi-Fi caper of 2001, This found
G-cluster in talks with MobileStar, a US
concern which want bankrupt
attempting to deploy a wireless
broadband network in 550 Starbucks
coffeeshops. Strike two

*Under the hood, nothing much has
changed with our technology,” says
Thomas Schmidt, the company’s VP of
strategy and development, of the
G-cluster systemn, which consists of a
cluster of ‘bog standard’ PCs working
cept is

g the power of the
clustered PCs, which are controlled by a
central scheduler, each frame of a game
Is sant over a broadband network as an
MPEG stream of graphics and sound to
be decoded by an output device,
whather it be mobile phone, PDA or
set-1op box. "Two years ago the market
was mobile phones but there's not been

The most powerful set-top boxes at
present can just about handle the
graphical complexity of games such as
Woarms. Using G-cluster’s technology,
however, cable network operators will
have the potential to push high-end
content such as Doom [l as all the
processing occurs on the server, not
locally on the set-top box. G-cluster
is currently trialling its system in a
couple of countries with games such
as Quake and Quake I

any u-tum in what we are trying to
do. Ours is a revolutionary idea and it
takes time to find the right partners
and market to the right people,”
Schmidt explains.

G-cluster’s last stand

Which brings us 10 the tail end of 2002
and a new market, This time G-cluster's
focus is cable TV, specifically the
burgeoning videc on demand sector.
“The basis problemn with running games
on set-top boxes, is they don't have
enough Jocal processing and there are
dozens of different boxes you have to
port your games 10," Schmidt explains
"It's a quality assurance nightrmare.”
What set-top boxes are good at,
however, is decoding video and sterec
sound streams at 251ps and outputting
them to a TV screen, This makes therm
ideal for G-cluster's thin-client
technology. Bun any game on the main
cluster and just send each frame to a
set-top box to output, while receiving
the player'’s button inputs back via
TCP/IP. *“The latency of the retum loop
for the player's input is below 100m/s,
it's hardly noticeable,” says Schmidt,

while playing a smooth game of Quake
il via a nondescript small black box on
topofaTV

Other demos G-cluster has available
include Linux favourite Lux Racer, as

well as current BSkyB meneypot
Warms. "We've been talking to some
senior publishers, as well as
independent developers about getting
game content. By Christmas we
expect to be able to offer cable
companies a portfolio of between

20 and 30 games," Schmidt claims,
although he adds that he doesn't see
this as a long-term role for G-cluster. *
We're a technology company. in the
future, | don't expect Time Warner
Cable to be phoning me up and asking
for games from EA," he laughs,

Distribution deal

At this stage af least, the signs for
G-cluster are looking good. It's signed a
distribution deal with Thirdspace, a
developer and integrator of video server
systems and client softwae set up by
Oracle and Alcatel. It's involved with
ongoing user trials in Finland and

Spain and two Swedish trials are also
expected to start in earfy 2003,

And despite the disappointments of the
past, Schmidt doesn't even out the
possibility G-cluster might make
another go of the wireless space.

"It's not something we have lost sight
of," he says. “We have a proof of
concept deployment over UMTS
[Universal Mobille Telecommunications
Systemn]. We're waiting on someane

to deploy a network that can stream
video at the nght banawidth and

with the right latency.”

Through the round window: At G-cluster's HQ In Helsinki,
Finland; it's hoping that the video-on-demand market
will prove to be more stable for its game technology
than the 3G or Wi-Fi markets have proved to be
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3= Animal attraction

. Ay suggesti
n a while.

ere we go into the first action

ith is the first full-on introduction of
Wwhich | wanted to do a little bit like a

Doom videogame - these corridors are

stralght out of Doom it

Blane || director Guillsrry

one ¢

“I'm pleased that the true worth of my mous-
tache has finally been realised. It's some-
thing I've worn proudly for years, despite

| what fashions have come and gone. | con- |

sider Mario a long-serving brother in arms,

| and long may we both wear our fine facial
hair with pride.”

A mauve-moustached Des Lynam ciosas his ayes and thinks af the
mone

. “Xbox™, the videogame system from

| Microsoft, is on the search for the ultimate |

| student gamer and is offering a gganek P \§
L

[ of £10,000 for the student who c3
all opposmon lo claim the tit

An Xbox press mlease, "Bea at off”, Huhhun, Suhbuiiee. ..

; \



Ryan's exhibition of work at britart.com. They
might look the same to the untrained eye...

s

Thirty Minutes, Bor

Each of the 47" x 37

rom waww, bntart. com

1= Coffeeand TV

is phenomenal. A bargain at €180, says Edge

oarnl/pad

honesthy,

e

us Guilty Gear fat
whoard for Fingl Fantasy addicts who

apanese spes claim the

0 the I‘.‘_',u:j.’l;'-l‘-\: I

% you'll sprain your

PlayDoh Barber Shop |

1 454,000 |

i 1: 158,000 |

137,000 |

- 1 128,000 |

*Star Wars' figures and vehicles |
2 175,000

Samell Fuychomrs sales: 40

oy Chad Valley Huggy Bear Soft Toys
Final Fantas, fanan; 23,980,000
1 Japan: 30,000,000

Britain's Combine Harvester

.. and this - Ryan's ‘Medal of Honour' {sic) plece -

.. but the textual difference between this, ‘A Long'
Weekend (Taken from Resident Evil: Survivor)'...

Britart.com. Go there and do a search for Daniel
Gray. He's an Edge reader, he is. Cultured lot, you
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The new Powerglove? And if so, does this mean a
sequel to The Wizard is on the way? Edge hopes so

FARNTART EAFLAGEWITW

Es Beatdis

from the Ive demon
ind the frankly odc

‘It's Raining Men

other. To the tune of (

deliver a more sensual game experience, It uses the com [_u|

wn mysterious 'bend sensor and tracking

standard "'mouse mode’ out of the
d when u cart with

£a7), will it

artica Jlar peculia rlt\p— from .:Bm where

of instruction in

Internet shoppers

seller "barne

#1 ranked player n the

ver fails to fill visitors with newty found gaming passion

Mar -
A brief ».pen atthe mr of the charts — almost like old times
15 - s

J issue cycle

Who needs four weeks? Eq;u is evidently superhuman

smoking 1

talist cybe
They naver, ever give up
ars’ Xb fity

I vou don't pubdish, they won't come..
Nintendo fanboyz Rare volte-face
From “They'll never leave” to “Never liked them anyway™ in a week
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Hluminated by a flash of white. The room

shakes with bass and shivers thrill down his
spine. We are lucky, non-suphoric, whiny fools. Final
form, 100 per cent analysed, everything down.

Earfier, Concentrate. The rain on the dirty glass
roof of the station platform hammers white noise.
Beneath it, the platform sounds are as diverse as
they are imitating. Faithiess and shattered, RedEye
quickens his pace, puts his head down, coat Up.
Phones bleep, babies shriek, teens kiss, trains chug
gas and scream and, God, the headache, Chewing
gurn sticks to his shoe. Rain drips from a nearby
stanchicn. Pigeons nibble at a discarded Klora
carton, The platform. Sways.

RedEye is hera to meet a friend. He wouldn't be
here otherwise, cbviously; this is not his Saturday
moming of choice, But it is necessary, becalss
RedEye has a sickness, and when Redeye is il he

D flated with pleasure, RedEye’s dark eyes are

goes to see The Doctor. The Doctor has helfped
RedEye before, and The Doctor will help fim ths
time. You cannaot lose faith. It's what separates us
from animals. Or was that opposable thumbs?
RedEye can't remember. The headache blinds.

The station roof finishes just before the end of
the platform, which slopes down into long grass and
rusted iron, wet from blustery showers. This sort of
rain gets everywhere, soaks you through effortlessty,
unavoidably. RedEye puts his hood up anyway, skips
over a discarded girder, and heads down a long-
dead track towards the crumbling tunnel, past stone
wail graffiti and faded beer cans.

Inside the: tunnel it is pitch black. The spiders
above have bodies as big as golf balls. Last time
RedEye was here he brought a torch, and flipped it
across the arched celing out of cunosity. Not this
time. Sometimes it's best to know nothing. And if
youl feel something brush against your face. ..

“Hello RedEye,” says a voice from the darkness,
“Good to see you.” RedEye can't see a thing. It is
urorrfortable, but he's playved this out before.
“Come on then. The Doctor will see you now. Heh."

RedEye's hand is guided to a shouiider, and the
par walk In silence for a few minutes, RedEye
stumbling, the figure siiding over rubble and debris
as easily as a shadow. Slowly black turns to shape,
but befare those shapes become form, the voice
comes again — “Sit down, won't you?" A gentie

shove in the chest, and RedEye falis into something
soft with & squelch. It feels like an armchair. Oh,
RedEye hopes it s an armchair.

Then the flare of a match, and The Doctor - dirty
and hairy and in the same Atari lab coat as always —
lights candies, Refef: it is an armchalr, and this is The
Doctor's surgery. It is not sterile. The walls are
shattered phlywood leaning against brick, pinned with
newspaper clippings; the floor s Escher-patterned
carpet stolen from a university skip. In one corner
there is a matiress; cpposite it, a makeshift hearth is
littered with chared gaming magazines. Along the
wall opposite RedEye’s armchair is a coliection of
arcade boards, stacked, vacuum packed and safe.
The Doctor sits in front of it and raises his hands to
his lips, as if in prayer.

“50, son, you're losing faith.” He talks ke
a preacher, but he is not. The Doctor used to
make games. Worked through the "80s and '90s on

REDEYE

A sideways look at the videogame industry

some things you'll have heard of, and some things
you'll have played. Then he snapped - a single pixel
in the wiong place, one byte over the memaory limit —
o one knows, just that, some broken day ten vears
ago, he guit, shaved his hair, burned his stuff, left
bundies of cash outside the local hospital, and

Better, ever, You don't know how lucky you are.”

Redeye makes to say something, but the Docipr
raises a hand. Shin.

"l read your colurmn, you know. | knew you'd
come crying soon after. Xbox MAME?" The Doctor
explodes with laughter, He jacks a thumb at the
airtight containers beind. Al that? Shit. All this?" he
reaches down, brings up a damp copy of Edge,
flicks to the reviews, “Shit? Shit? Shit?" He tears a
page on every syllable, and RedEye catches
glimpses of lkaruga, Monkey Ball, TmeSpiitterse,
ripped apart by thick, dirty hands. *'Course nat,
Twenty years time, maybe, but right now, a fuckin’
thrill, I'l bet. Things not as good as they used to be?
Bulishit.” The Doctor sighs, shakes his head.

“But you knew that already, didn't you? You're
not loving old games, you're loving masturbatory
nostalgia. You're jacking off on memarnes of an old
girfriend, excapt you don't remember what it was

really like, just false memories, your photo album
mixed with wild, crazy Intemst pom. Let me remind
you. It was fun for a while, and we had a great time,
and everything was always the fuckin' same.”

The same mazes, looping levels 'n’ ladders,
two-dimensional spacsships. ..

“Play something. Realise that you are fortunate, selfish, spoilt. There are
more types of games than ever, and even the worst of them is a tiny miracle’

started to live the alternative lifestyle dream for real.
Now he lives in his surgery. He takes a deap breath.

“Problem with your sort, the sort of people who
read Edge,” says The Doctor, “is that everyone's a
fuckin' critic.” Ah. You'll have to excuse RedEye's
surgeon. He has a potty mouth. “See, sometimes it's
best to know nathing. Come at things with
innocence. Used to have a friend who loved Rick
Dangerous. Piece of shit, that game. | knew that. But
him, he'd never played amything else. Thought it was
the best thing ever. He was happy. Happy." Redeye
pleads education. He's faling out of love.

“Ah, don't come at me with those hug-rme-I-hurt
eyes. | am not your imaginary lover. I'm The Doctar,
not the fuckin® dentist, Heh." The doctor coughs for
a bit, recovers, and continues. *| am not gonna tell
you everything's gonna be all right, because hell, |
don't hawve a fuckin' clue. What | do know is that
things are fine right now, the same as ever.

EDGE &

"Go home. Play something. Realise that you are
fortunate, seffish, spoilt, There are more types of
games than ever, and even the worst of them is a
tiny glectronic miracle. And the best? They're whisky,
sex and the Devil, and people need showing, just like
they always did. That's your job, finding things for
them to love, not for you to hate. Play the games for
fun, not to find out how they're broken.”

RedEye looks up from the armchair, meekdy,
hopefully. “A prescription...?"

“Ahhh,” says The Doctor, flaling a hand in
disgust. "Just fuck off and play some games.”

Chastened and silent, RedEye staggers back
through the darkness and the pain and the peaple
and the rain. At home, he sticks on the first thing
that comes to hand, and he plays. Oh, he plays.
RedEye is a veteran videogame journalist. His
views do not necessarily coincide with Edge’s
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5 Manio falis for the umpteenth time, after I've

done nothing but adjust the camera, and |

bounce my Wavebird angnly off the carpet, it
hits rme. This isn't the future of platform games; If
anything, it feals like the end. A grand summary of
the genre, but where can it go from hers?

There are countiess things 10 enjoy n Super
Mario Sunshine, of course. It is stuffed with small
brillancies, excsling in the kind of non-assential
surprises that can make explonng a videogame
world 50 delightful: for instance, the plank hanging
by ropes from a tree on the island off Gelato Beach.
An expenmental sauirt and, ves, you begin to swing,
The ropes creak beautifully and, at the right moment
Mario describes a gorgecus parabola through the
ar, collecting coins on the weay,

On the other hand, that apparent consistency of
the water-pack’s physics isn't a hard-and-fast nie.
FLUDD's abiities, like too many things in the game,

BN Sy

are antificially creumscribed to senve the game
designers’ plrposes, rather than the player's, Thers
seams no reason why, for example, if you are
hevering at a great height and the water cuts off, you
shouldn't be able to turm on the hover again before
you land; the pack recovers much faster in squirt
mode, after all, and you can make a iot of litte hover
jumps quite rapidly if you start from ground evel,
The ruie of threes, meanwhils, is applied so
ngorously it seems almost sadistic. Fine, It takes
gant caterpilar that is the Wiggler. Three bombs to
kill the Weassl, thres hits to finish Petey Piranha. But
these paople who nead fruit — why do they need
three bananas, or three coconuts? Three isn't a very
large number, but it's large encugh to make marny of
tha game's tasks seem annoyingly repetitive. Oh,
and time-limited fruit? Frut that just disappears in a
pulf of smoke if you play around with it too long?
Waash, That just makes me fes! ke a baby whose
ratile has been sicien. Not exactly the emation that
Sunshine feels fike a compendium ol mini-
games: mary great fun; some hormfically anncying.
(Three words: Yoshi's Frult Adventurs.) It's ke a large
tin of Quality Street, except you're forced to eat the
ones you don't ke, as wel as your favountes. The
way the levels are effectively cut off fom each other
with graffito warps means that there is ittle sense of

alarge, consistent worid that all hangs together.

A year after Jak and Daxter gave us a huge, lush
asrmvironment in which anything you couid see you
could travel to, Sunshine fesls retrograde.

Shigeru Miyamnoto, of course, single-handeclly
invented the platfonm genve, S0 he can do what he
lies. Donkey Kong's difierence was that it
dramatised the verticality of an ancade cabinet
screen: the environment itself became a puzzie. And
it is this chstacle-course concept that has persisted
through the genre's evalution in games as different
as Tomb Raider and Banjo-Kazmoke. Now; its not so
played out, but that the piayer i no longer given
sufficient incentive to compiete i Collecting coins
whatever: they're all just arbirary tokens.)

Well, watching a number increase doesn't o it
for me any more. Yosh and a few exira nozzies

don't providie encugh consalation. Roughly half-way
though, Sunshine has not evolved sufficiently to
=ep me Interestea. Thers is another way, There s a
game that was hugsly undemaed at the time, that
was a steathy infiuence on subsequent instant
classics, and that offered a very different take on the
Idea of the platiorm game: Ape Escape.

evade capture. The way one was a fan of Bob
Marley or another was named after David Ginola,
1t was this uniy yet variety of character, along with a
well-timed acquisition of new gadgets and skills, that
mage progress through the game compelling.
Asound every new comer might be a new type
of monkey that behaved In an amusingly different
fashion to those before. Ape Escape’s environments
were not hartcore cbstacke courses of the type that
Super Mario Sunshine offers. They had sections of
“How do | get up there?" puzzlement, sure, but
thesa wers always in the service of the game's
central activity — capturing monkays. And running
around trying to net screaming little furballs that
seem to have a life of their own s arguably far more
compeling than searching for paintiess wirtuial
currency, The one-joke Ape Escape 2001 was
thoroughly unwordhy of its predecessar, but Ape
Escape 2 &= oniis way, and the mankey foolball

TRIGGER HAPPY

minl-game looks as though It will be worth the price
of entry all by itself,

What we have known for two decades as the
platiorm game seems 10 be at a genenc crossroads.
Super Mario Sunshine has arguably taken the punist
money-grubbing, obstacle-course concept as far as
It ever needs to go. Meanwhike, forthcoming

There’s a game that was hugely underrated at the fime, and that
offered a very different take on the platform game: Ape Escape”

To play it now is to recognise how ahead of s
time it was. A funky gadget, a la Sunshine, that lats
you expiors the ievels in a different way? Check: Ape
Escape had the Sky Fiyer, a hand-cperated
propelier, not to mention the wonderful radio-
controlied mini-car. Amusing mini-games featuring
simians, a la Super Monkey Ball? Check: Ave
Escape had monkey skiing, monkey boxing and
galaxy monkey, 2 3D shooter,

But what Ape Escape really had in sbundance
was character. And | don't mean a bunch of NPCs
preloaded with a faw lines of textual exegesis. It was
the monkeys themselves: the cute ways they wold
be fiddling, snaring or staring arcund paranclacally
when inspected with the Monkey Radar, The way
an enormous woolly mammoth or another might go
postal with bombs and a machine gun attempting to

EOaGE N

productions such as Ratchet & Clank or Haven warnt
10 push the genre further in the direction of
becoming a giant Everygame, where flight-shooting
stages can altemate with rollercoaster rides as well
as vertically-oriented ambulatory exploration. But
such maximalist approaches to the genre run the
risk of lacking thematic focus, When everything
Including the kitchen sink is stuffed into a cartoony
world of saturated colour and jolly music, the player
s often left with a sense of a missing core., its all
periphery and no centre. For many people, the
simple fact that it's Mario provides all the thematic
cora necessary for enjoyment of Sunshine. On the
whiole, though, I'm on the side of the monkeys,

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



elo everyone. | wonder, are you commected
to the Internet? | would guess so. | can't
Imagine that Edge readers wouldn't be, It is
s0 ntegrated into our everyday ves these days. The
word ‘Internet’ is commonplace; on TV, it’s parfectly
natural 10 see an address appearing al the bottom of
the screen: “For more information please log on
t0..." The revolution has happened so fast

But i It inclusve? | mean, how many people
don't understand the messages at the bottom of the
screen? In my family there is no Internet, They ae
modest fish vendors and don't have any interest in
technoiogy. But anyone can understand the Intemet,
right? The other day, as a test, | asked one of them it
he knew about it. The immediate answer was no,
but | kept with my guestion and asked him if he
knew ary addresses. There was a sparkle in his eye
as he told me that he'd heard about such things
Aha, | was sure he'd secretly developed an intersst

in the Intemet. But it was just a misunderstanding,
he was refeming to nomal mal addresses!

Anyway, | tried to explan 1o him what it was
about. | had o begin by making him comiortable
with English words such as 'Internet” and 'address’
The process was not without obstacles, “Why don't
we usa the Japanese word for address?" How do
you answer such a question? “Well, you can't use it
It s not wrong but you should use the same words
as everybody else.” Bventually, | managed to make
him understand these words. With mare effort still,
| managed to teach hirm that you can communicale
between computers (| even had to teach him the
word ‘pasokon’, the Japanese word for ‘personal
computer’) just as you can with phones. | think that's
quite something if you consiger that my father will be
75 this year {and of courss, that he is a fish vendor
with no love of technalogy), | wanted to teach him to
communicate via the Intermet and use it to gather
information. And, to be honest, | wanted to show
him my company’s home page.

You know how much parents are very sweel 1o
their children? The way theay are proud of them,
show Interest in every achieverment? Mine are just
ke that. When they heard | was writing for a
magazing, thay rushed oul 1o get one. Because of
my work, | don't have many opportunitices to wsit my
parents, so they ane very happy 1o see my picture,
my words in a magazine. Can you believe that they

even bought a copy of Edge? | mean, there was no
way they could get a copy where they ive, the local
bookstore had never heard of it. But they made so
much affort to get a copy, and eventually managed
it. Howsver, they had no idea the magazine was in
Engiish, and told me how disappaintad they were to
find outt it was. That’s why | wanted to show my
parents iy company’s home page, so thay can
read about what ['ve besn daoing

But that day seems far off. | think they
understood some points, but making the leap to
onling, to interacting? Its so difficull. Anyway, the
problems have made me think. Perhaps
technological development is imited by age. But, it
that's true, how can we measure 7 Seventy-five
may be difficult, but is it a imit? Those with a greater
affinity to technoloay will leam quicker through
curiosity, just ke children in a new environmant, But
the more stubbom? That's more difficuit. And even

and you're handed the latest mobie. Imagine you
get a top-of-the-range PC, and the only thing yoy've
ever used is a calculator, Imagine being given a
videogame ~ almest any videogame — having never
played one before. That's the problem. We must
make things accassibie,

Recently | started using a PC. I'm onginally a
designer, 50 | developed a great passion for graphics
techniques and I've usad a Mac for years. But one
dlay, | was told by a network engineer that putting
Mac and PC together was & lot of trouble. So | sent
for a PC; as soon as | saw the three buttons on the
mouse, | wanted a retum to simpiicity. For Mac
users, the PC is a completely different wordd. The
text I'mwniting now s done on a PC. Can someone
tell me why there are so marny different Microsoft
applications on it? What does this icon mean? Why
does F4 close the window? Do | read the manual? |
can read Engiish, so | can read it without any

ent, Amusement Vision

among those who consider themsaihves Intermel
itarate, there ars many who don't know how 1o use
featunes such as the bookmark or the history option

That kind of person never begins by reading the
manual, We ~ because | am one of them too ~ prafer
10 lsarm ourselves, or watch what others do. The

obstacles, Reading the manual | started to discover
iots of things. Without it, Windows locks clualass.
So, to ciose, | would like to address a request to
hardware and software makers, particularly those in
the games industry. Please make the manuals
frendlier to each country, easier to understand. Use

“Imagine being given a videogame - any videogame - having never
played one before. That’s the problem. We must make things accessible”

manual s useless, or appears so to us. Why?
Simple. They're so difficult, A person who s
discovening the Intermel has no base. How can they
understand ‘double click’, particularty if their only
language is Japanese? What about “Hoid the cursor
on the ioon...” —in Japanese books, ‘hold’, "cursor’,
and ‘icon’ would all be in English. How could this
parson possibly understand this?

It's wrong, of course. There needs to be a base.
MNowadays, most of the people stating to surf the
intermet ane peaple who are touching 2 computer for
the very first time. It must be a nightmare for these
beginners, because computers these days have so
many functions. It's ke being a newcomer to mobile
phones. Technology-nclined people began with the
oid rotary phones, then to the push phone, fo the
answering maching with & waiting melody, then 1o
the mobie. It's a siow curve for pecple who do ot
nead it. imagine if you've never seen a phone beafore,

the wiords of each country, without any exclusive
terms; let's make manuels tor everyone. | know there
will be opposition to my thinking, because it's true
that to get a giobal understanding of something you
would need one single language. But to me, the
manuais are important. They nesd 1o be understood
and | make that the priorty. Don't you agree?

The first thing Is comprehension; but so mary
people bombard you with detall. Sometimes you
nead to buy a book to understand the manual
That's how we ive. Don't you think it's strange?
Someone once said that you could measure the
level of a chviisation by the thickness of the manual,
| really hope it isn't true, but who knows, it may be.
Right now, our civilisation is not developing, and
bigger manuals are not the answer. See you.
Toshihiro Nagoshi is president of Amusement
Vision, formeriy Sega subsidiary Soft R&D #4
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0, | finally got the chance to play Star Fox

Adventures on the Nintendo GameCube.

And soon afterwards carme the moment |
had ta review this big GamaCube title, in ‘Weekly
Famitsu's Cross Review. | gave it seven points, from
a maximum of ten. It wasn't easy. In fact, it filed me
with a great deal of sadnass to put a mark like that
on a Nintendo GameCube titie,

A seven may seem quite high, but for a title
developed by Rare and published by Nintenda it is
very disappointing, Game reviews in Japan are very
differant and since the space for comments next to
the score s limited, reviewers for “‘Weekly Famitsu'
must use thelr wards in a very precise way, Here are
mine for Star Fax Adventures: “It's as much
entertainment as a movie, but it doesn't manage to
provide the well balanced and polished gameplay
you would expect from a Nintendo titie.” Wiiting that
was very hard for me,

iy

The reason? Because when we think about Star
Fox, It Is one of the main memornies of the goiden
age for the Super Famicom. Star Fox was one of the
central figures among shooting games. The original
game was so addictive that | would play it over and
over, again and again. When It was first released it
was a big smash hit here in Japan. More than that,
it had Nintendo's fingerprint, the clever way the
characters appealed to such a wide audience, from
children to aduits. Al of that was in the original
cartridge, and then | heard that this expenience was
coming to GameCube.

When | first heard this news, | was — like all the
other Star Fox veterans in Japan — extremely
excited. For a long time | waited and waited for the
game to finally be relsased. But when the relsase
day came round and | picked up the GameCube
controlier, | was a little shocked. | tned very hard to
contral Fox McCloud and to play with Star Fox
Adventures ke I'd dreamt. Y&t as much as | tied,
| have to say that | did not feel the excitement that |
had been expecting. I fact, it fell very short of my
hopes and dreams.

f you look at this game from the outside, at its
skin alone, you see a gams similar to Legend of
Zelda: Ocarina of Time. It Is an action achenture in
the same vein. But If, Ike many, you're a player who
has enjoyed Nintendo games for & while, from the
mament you pick up the controlier you have a

| have not given Star Fox Adventures seven out of
ten becausa the senes has become an action
adventure game o because the shooting part is
average. No, it's because I'm a hardcore fan of
Nintendo and, as someone who knows Nintendo's
best games, there's no way | can award eight, nine
or ten points to this fitie, | have not feit this kind of
malaise about a Nimtendo titie in all the previous
Recently, | had & look at the sales figures of
games published by Nintendo for Its system, the
GameCube. According to the 25/10 issue of
‘Wesekly Famitsu', Star Fox Adventures, which was
released on September 25, 2002, managed to ship
133,871 copies (these figures were recorded from
was reteased on July 19, had only sold 608,405
copies by September the 29. To be honest,

| had many hopes for Star Fox Adventures on
the Japanese GameCube., Nimandoaﬁdﬁae.'
working together on this legendary character — what
could possibly go wrong? We expected a
blockbuster.

Nirtendo has this great philosophy about
videogames that they repeat over and over again: it
i not about hardware but about games. But, Star
Fox Adventures Is different, and It is not a classic
Nintende title, not the game | was expecting,
Maybe those of you who have played it have felt the
same things as me, a Japanese player. It hurts me to
write this, but it Is a very average gama axperience.
However, | suppose it has a potantial as an
sntertainment experience. I'm sure many players are
impressed by the way the events and cut-scenss
progress in the game.

But for hardcore Nintendo fans these elements,
athough they are sure to impress others, do not

-T,TOKYO GAME LIFE

yiima, sub editor-in-chiéf, 'Game Wave DVD'

GameCuba titles are not seling very well in Japan.
And yes, when | saw Super Maric Sunshine's sale
figures | was very sad. | mean Mario, the single
boldest symbol reprasenting Japan on the
videogame market... wel, that the new episode has
not even reached the million mark in Japan is

matter. Videogames are not about ‘watching’ but
'interacting’. Indeed, it was Nintendo's games that
taught me this. It is not enough Just to try and make
agame like Legend of Zelda: Ocanina of Time on the
NB4. It has to be a trua Nintendo game, where the
more you play the more you get involved.

“'m a hardcore fan of Nintendo and, as someone who knows its best
games, there’s no way | can award eight, nine or ten points to this title”

surprising and sad. | wonder if this is a very bad
omen for the company?

Now, for Star Fox Adventuras, given the first
wesk’s sales figures and the onginal game's
popularity, it would be fair to think that It wouid sell
somewhere between 300,000 and 500,000
copies in few months. But again, it wil neverbe a
milion seller. We know that the Nintendo
GameCube is a superb piece of hardware.

This much is obvious when you just lock at the
quality of the games released on it, at the
graphical beauty of the best tities, coupled with
the perfact design and friendiiness of the controller,
at so many great garme experiences. But the
number of smash hit titles are rare, and because of
this game rmakers cannot survive releasing games
on that one platform alone, so they are aiming at
several markets at the same time; PlayStation2,
Xbox and GameCube,

EDGE #1177

YYes, “videogarmes are about games and not
hardware™; those are the words from the former
president of Nintento, Mr Yamauchi. But more and
more, | fesl fika it's gatting impossibly complicated to
make the game that |, and other fans, dream of for
the GameCube. We want one that takes advantage
of the system’s particular strong points, ke Legend
of Zelda: Ocanna of Time, or Super Manio 64 did on
the NE4. Looking at the Japansse market for
GameCube, | think dark thoughts.

But | have hope. | stil wait for Nintendo's titles,
ke no other company - the kind of games that push
you to buy them and the console at the same time.
I'm sure Legend of Zeida on GameCube wil be one
of these. But the killer title | really wanted, Star Fox
Adventures, certainly wasn't such a game.

Lupin Kojima is the sub editor-in-chief of ‘Game
Wave DVD', part of the Famitsu publishing portfolio
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(GamaCube) Capcom

(GameCube) From Software

[Xbox) Microsoft Game Studios

(PlayStation2) Eidos
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Incoming electronic entertainment from across the globe

What Japanese dreams are made on

0.T0.GI (Xbox)

Sudeki (Xbox)

Crimsan Sea (Xbox)

Tenchu: Wrath of Heaven
(PlayStation2)

Necroscope (Xbox, PSZ)

Silent Hill 3 (PlayStation2)

Panzer Dragoon Orta (Xbox)

Metal Gear Solid: Substance
PS2, Xbax)

Prescreen Alphas (virious)
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O.TOG

From Software continues its Xbox development drive with one of
the strongest entries in the oversubscribed samurai/ninja sim genre

Aerial combat is a significant aspect of 0.TO.G/l's
fairytale ambience, requiring a simple and rewarding
combo system to maintain your trajectory

ow here's a are commaodity —

a big-name Japanase publisher

| apparently stil committed to
developing games for Xbox. Better known for
its blockbusting Armored Core series on
PSone and PlayStation2, From Software has
yet to turn to the griping and carping about
Microsoft's Japanese strategy that other
publishers have resorisd to. Instead the
company remains focused on bringing out a
wide-ranging selection of software for the
console. And although the company's first
outing on the hardware, Murakumo, wasn't

“From the atmospheric soundtrack
1o the first appearance of the
supernaturally under-populated

landscapes, it seizes your attention”

entirely successiul (see E115), Thousand
Land (E116) is undeniably interesting. But by
far the strongest card that the company
currently holds is O.7O.Gl.

At the recent Tokyo Game Show, there
were fitles with a more obvious commercial
appeal than O. TC.Gl.— Capcom's Devil May
Cry 2, for example, or Konami's Metal Gear
Solid 2 Substance. And the game also faces
stiff competition from other titles that will be
overcrowding the ninja/samurai genre in the
near future, titles such as Tenchu: Wrath of
Heaven (see p38), Shinobi and Nirya Gaiden.

However, the appeal of 0.TO.Gl is
obwvious from the moment you pick up the
*box controller and start playing. From the

opening strains of the hauntingly atmospheric

soundtrack to the first appearance of the
almost disembodied, supermaturally

under-populated landscapes, the game
reaches out and seizes your attention.

it's only when the sublimely haptic
sense of control is first discoverad, though,
that it becomes clear that From Softwara
is creating something that has the potential
to be very special. Set during Japan's
Goloen Age, the game draws on the vast
potential of Japanese fairytale, legend and
myth, casting players as Raikou, a samural
whose job it is to pit his wits against
spiritual and demonic entities in search of
treasure. The preternatural mood of the
‘Raikouki’ seres of faintales has been
capturad with almost unprecedented
thoroughness, but the developer has also
added a few twists of its awn.

Far example, the team has stated
that it has attempted to incorporate some of



mat: Xbox

Visually, 0.7O.G/ is appealing enough, but it's the combination of hauntingly depictad snvironments and
chillingly atmospheric music that conspire to draw players into the game’s painstaking folkloric ambience

The emphasis on scenery destruction produces a histrionic, but visceral and engaging experience, which
is complemented by an immediate and simple control interface and an uncomplicated combat system




Microsoft finally answers the prayers of RPG-starved Xbox owners with
this visual banquet, mixing rolepfay basics with Hong Kong film action

The battles in Sudeki take place in realtime and involve a huge range of both long- and short-range
weapons and spells. Magic can also be used to weaken enemy defences, as well as speed up attacks

034
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: 1as finally noticed that the
1| | Xbox catalogue is alarmingly bereft
of high-guality RPG titles —you

sells in

rt of game that routic

its millions on other platforms. Hence Sudeki,

for its recent MotoGP outi
also working on the superficially similar PC
title, Warhammer Online. Sudaki | ina
gothic fantasy world where realms of dark and
light co-exist on top of each other (along the
lines of Shadow Man and Soul Reaver,
perhaps). What gamers will first notice are the
sumptuous cathedral-ike locations, the
detalled character models (lip-synching and
facial animation are both in use) and the
astonishing effects as the world morphs

between its light and shadowy incarnations
all courtesy of an Xbox-exclusive proprietary
graphics engine

Beneath the bump-mappging, the multi-
coloured lighting and the looming architectural

steam-punk gunslinger, a powerful man-at-

= shape-shifting huntress” — eact

vith skills, spells and weapons to upgrade
and add to as you go along. Exploration is
combined with NPC interaction and, of
course, combat — with hundreds of varied
beasts to go up against,

Here's where Climax strays from the usual

APG biclogy. Fight scenes are realtime and
offer a impressive of

and

ange of maves, the mo
which are accompanied by "Matrix'-style
bullet-time effects, Indeed, Climax has cited

5 an influence, which

Hong Kong cin
malkes a change from the usually twee nature
of tum-based mélee. Interestingly, the four

350 be able to combing to
rik
power - and nice lighting, Edge suspects.

characters are

produce super- attacks of devastating

ners have been waiting years for a title

omhbine traditional RPG structu

Gs

(o}v Ires with a

truly aynamic fighting system consisting of



This glant spider is one of over 100 different enemy creatures (above). Fortunately, the four playable characters can combine to create super-strike
moves and defeat such creatures. The fighting takes place seamlessly within the huge game anvironment - which apparently features no loading times




Crimson Sea

Microsoft will be hoping that Koei repeats its =~
Dynasty Warriors magic with its first Xbox exclusive

udging by its inclusion on the Xbox

f
~ | away at the Tokyo Game Stiow,

Crimson Sea is one of the titles that the
company hopes will revive the flagging
(flagged?) fortunes of the consale in Japan,
Mo doubt the hope is that the title will meet
with the sort of massive retal success that
normally greets Koei's better known Dynasty
Warriors series — with which the title bears
maore than a few superficial similarities,

Indeed, though it's a lazy comparison to
make, it's all too sasy to describe Crimson
Seag as just Dynasty Warmriors with guns.
There’s the same emphasis on throwing

wave after wave of seemingly endless
attackers at players (though in this case the
enemy ranks are composed of alien nasties
rather than historical troops). There's a similar
need to understand the larger tactical picture,
and to maximise the assistance offered by

The basic concept and its execution are incredibly
simple, but not simplistic. In fact there's a satisfying
depth to the game that's elevated by the unfussy
interface design and relentless hordes of enemies
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demo disk that Microsoft was giving

g
Felease: November [Japan), Q2 2003 (UK)
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your Al-controlied allies. But above all,
Crimson Sea boasts an identical simglicity of
interface, and consequently a sense of
exhilaration that matches anything the
Dynasty Warriors series has to offer. In fact
with Koei promising up to 1,000 enemies
onscreen at any one time, it may even go
some way to eclipsing It.

The basic premise Is that as a futunstic,
amnesiac hero, you take on these endl
waves of opponents with a basic,
upgradeable weapon and a special psionic
attack that charges up as enemies are
dispatched. And unlike the faceless sidskicks
featured in Dynasty Warriors, your Al
accomplices each have different strengths
and weaknesses as well as a prominent
health bar. Which means that in addition to
tailoring your strategy to their offensive
capavilities, it's also necessary to take care of
their defensive frailties if the game's missions
are to be overcome. Judging by the TGS
demo, it will at least be essential to keep
them alive to meet end-of-level bosses,
because the one in the demo is a colossal
fire-breathing, egg-laying behemath. And
while this is an undeniably old skool play
mechanic, it's no less thriling because of it.

It remains to be seen whether Crimson
Sed Is enough to raise the almost terminal
profile of Microsoft's console in Japan. Edge
is certainly sold, but will the Japanese

public, come the game's release?

There's no denying the visceral thrills that Crimson Sea offers, but whether the game's commercial performance
matches that of Koei's better known franchises remains to be seen. Judging by early demos, it deserves to



Tenchu; Wrath of Heaven

Formerly Tenchu 3, the third chapter in Activision’s
seminal stealth series sees a return to sneaking around
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One-hit kills will be the order of the day when Wrath
of Heaven is released, since lighting up all nine ninja
kanji results in a wider range of moves and combaos

Huge boss

As with previo

es, the nine
singleplayer i ) pL y
s encounters. Although Edge has only

[ ith the Inevitable sublitie in place,
Wrath of Heaven looks like a return to

the form and clandestine ethos of the
criminally underappreciated first episode in the
Tenchu series, rather than the mare action
oriented {and marginally inferior) sequel. Currently
under development by a startup team of self-
professed fans of the original, the game will be
competing with-a glut of ninja titles when it's
eveniually released. However, the team hopes
that sophisticated Al routines, thoughtiul level
design and Tenchu's reputation for a considered
tempo will see off that competition, And although
the game didn't exactly stand out at E3, the signs
at the Tokyo Game Show were good,

Previously in E112

The basic mechanics are broadly similar to
previous titles in the series. Taking the pgrt of one
of three playable characters, players must sneak
and assassinate their way to victory, negotiating a
path through guard posts with a variety of items
available to assist the subtaerfuge. A poisoned nee
ball, for example, that can distract human guards
and incapacitate guard dogs, or a grappiing hook

to facilitate rooftop evasions. The mgjor
difference, though, between this instalment and
previous chapters in the saries is the introduction
of the nine kanji that traciitionally encapsulated a
ninja’s philosophy and preparation.

y stealth kill, one of these kanji is lit,
But every fime your character is spotted by the

:.:}[ -
anarmy, one is lost. When all nine are lit, the
character acquires a new power, be it a new
combo or & new move, such as the ability to
crawl on the celling, or evan feign death -
increasing the ease with which the game’s roster
of human, zomble and automaton cpponents
can be avoided

The tearn claims that level design
faciitates emergent possibilities, and watching
the game in action, it seems churlish to doubt it
Itarns and abifities can be combined to attain
objectives in a varety of different ways, while
the levels are subtly different for each playable
character. More important, when it comes
to extending the longevity of the gamae,
15 the inclusion of both competitive and

cooperative twoplaysr modes, each of which

boasts the same amount of detailled care and
atterition that appears to have gone inte the
singlepiayer game. Which, at this stage at
least, seems rather a lot.




Necroscope

Format: Xbox, PS2
Publsher: TBC

Developer: Mobius Entertainment
Origire: UK

A cocktail of Jedi mind tricks and sophisticated espionage, Mobius
Entertainment’s first foray into survival horror is bound to be a terrifying prospect

s being a unigue blend of a Jed| Knight and James Bond,"

| Invites the press release accompanying the first exclusive screens

L | of Necros:

pe. Based on Brian Lumley's popular sci-fi horror
novels, Necroscope Is clearly fertile ground for some quality survival horror
anfics. Imagine defeating vampires with the aid of extra-sensory perception.
ly detective skills,

Imagine hunting them down with your

At present there's not much in the way of working gameplay
companents to offer a clainvoyant judgement on the game's prospects.
However, the developer's ambitions are interesting. In keeping with the
central tenets of the books, Mobius is going to give the player some clever
supematural powers with which to conjur, The possession of other
i i characters is possible along with a range O.f psychic abilities trrcn a@ bﬂtlTl the
: detection and the defeat of enemies. Disturbing

body-morphing technology and a range of
pyrotechnical effects round things off nicely

Net that Edge hasn't heard such wild
ims before, but The Thing has shown (if not

Mabius has been grafting hard to get the engine
and base technology constructed. Screenshots
show that the game is likely to be more Silent Hill
than Biohazard, but there's a long way to go yet

Ancingly) that the survival hommor genre
refched into interesting temtory.

will thought out design will
defiver 3 game capable of providing some
genuinaly creepy and unpredictable scenarios,
rather than the linear set-pieces gamers

nave become accustomed to.

Lumley's super-vampires, the Wamphyri, want to
take over the planet. It's up to you to send them
home with their protrusions between their stumps

Silent Hil 3
Konami breaks its silence to reveal a playable demo at the Tokyo Game
Show, suggesting that its survival horror series is still going strong

The game maintains the reputation of the series
for the gothic brilliance of its visuals, and a more
action-oriented experience is promised this time
around - hopefully with less of the aimless
wandering that characterised its prequels

A new, female, lead character is to be introduced
in the next chapter. Called Heather, she appears
to be a bit more gung ho than her predecessors

= avidently wasn't until the Tokyo Gam
ready 10 reveal a playable dermo of the la

the storvline, since it's clear that the latest sequel aims to derve
Impact from an air of ambiguity and almost surreal sense of mystery as
have pravious episodes

Newertheless, the developer has gone on record to say that it's almir
a slightty more explicabie plot this fime ar

Developer In-house (Team Silent)
Cngen: Japan
Felease: 2003

Previously in E112

— | aving unveiled the title with a suitably moody movie al E3, it

w that Konami fait

chapter in the almost

mpenetrably plotted Silent Hill senies. It would, of course, be asking too
much to expect the demao to give away & great deal of information about

ik

TILIC

, and it's also clear that

rather patchy balance of action and exploration that undermined the first two
episodes is also set to be addressed. Both titles were let down by aimless

and somewhat unnecessary wandering, which
will hopetully be eliminated from this seguel.

game's controls |
more responsive action experience.

Apart from these major differences, the
playable demo also suggests that the halimark
visuals and disturbing r perie of creatures
nt Hill 3, but there
igthy wait until

will be making & return in Sike

will no doubt be another ler

Konami is set to reveal any more



Parzer Dragoon Orta

News of a delayed release for this Smilebit-developed sequel was offset by
the demonstration of a sleeker, streamlined version at the Tokyo Game Show

anger Dragoon has evolved, Eadier this year the playable demo that
| |F was on show at E3 seemed almost complete. Which is kind of the

| point; newer, smoother, allow easy switching betweaean
At E3,

dragon forms, gving the game a greater strategic dimension
=1 ignificant

5 ride demons

pyrotechnic visuals and an exhilarating on-rz
prormise and suggested that Sega was se
series. In truth there didn't seer

still room for improvernent. But hawving pushed back the release date for the
game, the recent damanstration at the Tokyo Game Show saw a much

improved version on display, boasting even crisper, more resplendeant

graphics, a more subtly balanced level design and more responsive controls

Tha most noticeable impact of these changes is that it is now

cycie through the three different dragon
a refiection of the importa
25 upon the strategic us

nCamations

cutar strengths of aach one. The vario
controls have also been shifted around the

controller surpnsingly affectivety, with the result
that the Tokyo Game Show demo boa
nuanced and immediate handling than its E3

WS

3 & maore

pradecessor. And while the Xbox appears to be
beyond rescue in Japan, Panzer Dragoor

S 0Ne
Graphically the game is unsurprisingly
resplendent, but there’s also a larger strategic
element than in the first two Panzer Dragoon titles

wmber of sirkng and

5 58t for releasa in the region

Format: Xbox
) I‘ﬁnllahc-‘: Sega
Davelopar: Smilabit

Crigin: Japan

oloasa: January 2003 (UK)
Prenviously in B11;

It will be possible to play the part of both sides
of the epic conflict depicted in Panzer Dragoon
Orta when it's finally set for its delayed release

Metal Gear Soid 2 Substance

Solid Snake benefits from a hands-on demonstration
by Hideo Kojima himself at the Tokyo Game Show

ince the announcement that Metal Gear Solid 2 Substance was set

to 'premiers’ on Xbox, Konarm| seems to have temperad its

! enthusiasm for Microsoft’s console. Although it hasn't actually

announced anything officially, strong rumours suggest that in Japan t
will only be released on PlayStation2. It's also currently unciear whalhér this

Tiaan t

be as 'definitive’ as was promisad at E3, which, though it doesn't matter to

Edge, will no doubtst matter immensely i
Whatever, at the Tokyo Garme Show, senes creator and "Newswesek'-

ad unbothered by such trifles as he

1 of the game (on PlayStation2

wvas on the game's more ightheartad

) Microsolt.

endorsed dignitary Hideo Koiima see

on demonstrath

gave an enthusi

by the looks of thi main focus

VR missions

soldier equipped with mini-soldier minions.

Although the level of interast in

Apart from the thrills offered by Snake's half-pipe,
the focus of Substance is on VR missions that add
real variety to the Metal Gear experience, There's
also a clear injection of humour that contrasts
sharply with the po-faced piot of the original

Substance In Japan is reportedly relatively
low, Kojima-san's demonstration suggested
that the prospects for the finished product in
terms of quality are good. And, yes, according
fo the iatest information from Ko
you will be able to pilot a skateboardr
Snake across a half pipe.

Cn's,
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Format: PS2, Xbox (Europe and US anly)
“Publisher: Konami

r: In-house (KCE.J)
Origen: Japan

a TBC

Devel

It's unlikely to be released on Xbox in Japan, but
fortunately European Xbox owners will finally be
able to experience Metal Gear for themselves



Prescm] / \lphas This month’s announcements and updates...

Armored Core 3: Silent Line Break Down Cool Girl

Format: PlayStation2 at rmiat: i Format: PlayStation2

From Software can't justifiably be accused of An FPS beat 'em up? The video-only TGS An online adventure in which you control a four- The eponymous cool girl looks frighteningly
failing to exploit its franchises. Silent Line is the presentation didn't give much away but you're soldier team. Make your way through levels, similar to MGS2's Raiden, while the interface
latest and far from unexpected expansion for part of & twoperson commando team and, so far, shoot anything that moves, collect cash to buy also evokes a certain sense of déja vu. It even
Armored Core, featuring new missions and parts weapons have only been seen during cinematics better weapons. Don't worry, there's more to this combines real world and cyberspace locales
Chaos Legion Contra: Shattered Soldier DoA Xtreme Beach Volleyball The House of the Dead lll

Farrmat: Xbax
tier: Sega
Developer. Wow Entertainment

Format: PlayStation2
P + Capcom
Deveioper: In-house

Borrowing stylistically from Capcom's own Devil Another TGS attendee, this update of the classic A new video promo gave some idea of the Having failed to wow attendees at the JAMMA
May Cry, in gameplay terms this is actually more 16bit adventure looks likely to warm the hearts setting for DoAX; it's an extended answer to the arcade show, this probably went down

similar to Koei's Dynasty Warriors series. And at of the older hardcore community. Newcomers, hypothetical question of what would happen if marginally better at the TGS, but it's difficult to
the moment it's all looking very promising though, may wonder what all the fuss is about Zack were to win the Dead or Alive tournament see what it does better than its predecessors
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MotoGP 3
Format: PlayStation2

Publisher Namco

‘While Edge has firsthand expenence of the
team's dedication to the MotoGP series it's
difficult to see this matching Climax's MotoGP:
URT, regardiess of the cbvious improvements

Shinobi

Formal. PlayStabon2
Publisher: Sega
Developar. OverWorks

Facing stiff ninja competition, Sega's Shinobi is
probably the longest serving of the various
imminent stealth warriors. But although this is
reasonably promising, he may not be the best

<€ 042

Roommania #203

Format: PlayStation2
Publisher: Sega
e Wave Master

This PlayStation2 sequel to the relatively
inexplicable Dreamcast room-mate simulation is
uniikely to make it to the west, which is a
shame, as # taatures 3 dog and a TV crew

Combat looks a little bit stilted from preview
footage, but the vast menagerie is lovingly cel-
shaded, and if you get bored there's always
troe ping, shopkeeping or even cooking

Super Battle Hoshin

Formal. PlayStation2
- in-house

g I
BT

]

Y ermn

Koei's Dynasty Warriors-lite will now be making
an appearance on PlayStation2 as well as
GameCube, featuring additional missions and
events, as well as a fourplayer Multitap mode

Anubis: Zone of the Enders

Understood to be developed by a different team
to that of the original, gameplay for this

ambitious sequel remains largely identical, save
for small touches such as a close combat sword

StarCraft Ghost

Forrmat: Xbox, PS2, GC
Publisher: Vivendi

As Nova, a ghost agent, you must infiltrate a
rebel base relying on your impressive stealth
and combat techniques. Promising action-heavy
departure for otherwise RTS-focused Blizzard

Mr Driller Drill Land

Mr Driller turns up on Nintendo's console as a
theme park, with each of the rides providing the
content and ruleset for every one of the drilling
adventures, injecting varlaty into the concept



1 PlaySiation2
Publisher: PCCW Japan
eveioper Inhouse

A rhythm action game based on the hydraulic
excesses of American low riding street culture
Make the car dance to the beal in a variety of
game modes, create your own paint job, etc

na

Format: Xbox, PS2, PC
P Activision
Lucasfrts/Tha Collactive

A new thirdperson action adventure outing for
(still) the world's best known archeologist is
nearing completion. Indy can now fight hand
to hand and use nearby objects as weapons

A quick go on recent code failed to reveal any
nasty surprises in terms of gameplay, with every
element seemingly in place. Expect a more in-
depth work-in-progress evaluation next month

Lamborghini

Format: Xbox, PS2, GC
2 Rage

Gpst: In-house

At X02 the Xbox version included an impressive
physical damage model. The handling dynamic
was great, though control felt a little bit too
nervous for Edge’s liking. But there’s still time

Forrnat: Xbox, PC
Microsoft Game Studios
. Intrepid

While at X02 (see p10-11), Peter Molyneux
mainly talked about just two things and BC is
one of them. Very little of the game was actually
shown, but it's all sounding rather exciting

\ABsmrdarll
Vwhacked!

Fublishe: Microsoft Game Studios

One of the two games bundied with the Xbox
Live pack (MotoGP is the other), Whacked!'s
gameplay seems perfectly suited to multiplayer
mayhem. But Fuzion Frenzy promised that too

The other thing Molyneux talked about, Fable
(previously Project Ego) sounds and looks
fabulous with some remarkable environments
promised. This really could be ‘really, really cool’

James Bond 007 in... NightFire

Fomat: PS2, Xbox, GC, PC
lectronic Arts
: Eurocom, Gearbox Software (PC version)

Pu

Unfortunately this currently resembles Agent
Under Fire rather than GoldenEye, which means
you can probably expect an average experience
rather than an outstanding one. Shame really
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Ex-box?

It was built to impress, it was built to last. But so far, Xbox
has failed to make a worldwide impact. Are the problems

with Xbox terminal, or does Microsoft have a master plan

to save its console from a fate worse than Dreamcast?

t has some of the most diverse, groundbreaking

and enthralling software of any format.
Developers love it. Converts worship it. And what's more,
#t's Intermet ready. But the Dreamcast falled to win the
hearts and minds of the general consume. Just one year
on from its own launch, people are muttering much the
the future of Xbox & still up in the air. The general
consumer is still puzzled about Microsoft's black box.
What can it do? How does it compare to that Sony
machine? And more importantly, where is it going?

And there’s some wgency here because some
beleve that Microsoft has one Christmas to get it right. In
Europe, where knee-jerk price cuts and undenwhelming
marketing have done little for the cause, the console
seems in jeopardy. When the Dreamcast failed to shift
any sizeable numbers over the crucial Chnstmas of 2000,
it was game over for the plucky machine. Consumer
confidence waned and publishers began to get cold fest.
Just a year later, Sega gave up the dream forever.

For Microsoft there's some uncanny symmetry.
Sega's machine was marketed on the back of an online
dream, “Play up to six bilion players,” screamed the ads,
before they were subsequently jetiisoned for breaching
ITC standards. Chu Chu Rocket, the Dreamcast's first
online game, didn't armive until six months after the
machine’s launch, and few other titles amived until a
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year lnter. Similarty Microsoft s pinrung a lot of
hopes on its online strategy. And while the big
black box is broadband enabled, Microsoft
needed a full year before it was ready to launch
Xbox Live n the US. The upshot of its online
ambitions have yet to be played out, but already

there are concemns that Xbax Live 1s not gong to
attract the number of consumers Microsoft that
anticipates “Microsolt revealed its PC mentality
with the ethernet card and hard dnve.” ponts out
Steven L Kent, author of “The First Quarter’. “But
m the United States it [Xbox Live] will not have an
impact for another two years”

Back in 2000, Edge vividly remamiserns
getting calls from members of the development
community The news was gnm. Dreamcas!
games were siowly being removed from the
portiolos of publshers, whatever stage of
development they had reached. The calls have
started to come n agam. only thes time: for Xbox
No one s willing to go on record, but 1's no
secret that some big-name publishers have
canned Xbox games recently. There's nothing
like the exodus that happened at the tum of the
century on Dreamcast, but the signs are tamilar

But are these compansons really vabd? And
will the size of Bill Gates” wallet make a
nonsense out of such omens. Nick Gibson of
Durlacher certanly thinks so. “Unlike Sega,
Microsoft has a rock sobd and cash-laden

balance shest to draw upon. it can afford to ue
the Xbox as a learning expenence in prepantion
far the: next console cycle dunng which, with

enlarged and improved development resources,
i batter understanding of the market and early
harciwarre redease tirming, it ntends 1o become a
more effective competitor to Sony.”

it's a wew shared by many promenent ndustry
higures Edge spoke to. The difficulty of assessing
Mecrosolt’s cument possbon is that the pecture
looks so different m 2ach part of the world It's

time to take stock. Much like Mcrosolt, we need

to take a step back and evaluate the situation
from all perspectives.

The American dream

The Xbox is doing impressive numbers on home
turt. At the time of writing, Xbox is shead of
GameCube with sales approaching the 4m
mark. The numbers underkne a cultural truthc
Amesican’s fove big, powerful machmes. After
reasonable post-iaunch sales, a price drop of
$100 in May 2002 really caught the attention of

best summanses LIS sentiment to the Xbox,
“The most axciting thing is Xbox Live. You just
plug it in and it works and you get the voice
communicator for all Xbox Live games... | hope
EA comes around and realises that Xbox Live 1s
the best console online experience and it could
sail more copees of its games by supporting it
rather than ignoring It 1 think it's leaving money
on the table and creating opportunities for Sega
and Microsoft to pick up where EA Sports has
dropped the ball.”

“Some big-name publishers have
canned Xbox games. There’s nothin
like the exodus that happened on
Dreamcast, but the signs are familia

US consumers and in a country whene
broadband 15 widely used, Xbox Live has a
better chance of prosperity.

The only major grumblings coming out of the
US is from EA. in an article for the “Boston
Globe’, EAs vice president of corporate
communications, Jeff Brown, was unenpressed
by Microsaft's decision to hold absolute control
over Xbox Live's biling and infrastructune
“Sending your customer i0 a closed system s
wind of like letting your girlfriend sleep over at
your best fnend's house,” he commented.

*You know you sheuld trust therm, but it still
makes you nervous.™ EAs Madden NFL 2003
will be oniine for PS2 owners only and tuming a
cold-shoulder 1o Microsoft is a major blow for
Xbox Live. Despite ths, repons suggest that
the Xbox is thmang in the States and has none
of the brand identity problems it has
encountered elsewhere.

Mark Rein, vice president of Epic Games,

companies expect. After securing around 80

developers, including Tecmo, Sega, Capcom,
Koei, Namco and From Software, there's been
some faliout in recent months. CESA, (the
Computer Entertainment Software Association)
beleves that of those 80 developers, only 50
remain committed to the Xbox. But more
significant is Konami's decision to pull out of

Not big in Japan
Microsoft never expected Japan to be an easy
miarket to break, but it couldn't have feared a
worse starl. Many shops in Akihabara just aren't
stocking the machine that one Japanese retailer
famously called a “coffee table. " To the
Japanese, the Xbox s just a westem cunosity,
and a huge one at that

Although Microsoft put great effort into
wooing Japanese publshers indtially, t didn't
fully comprehend Japanese business etiquette,
and failed to follow through with the sort of long-
term business relationship that Japanese




Xbox Live

The language coming out of Microsoft is loud and clear: Xbox Live
will revolutionise gaming. Naysayers, however, hive sxpressad
major doubts about the schame. Are massiva numbers of home

consoie gamers ready 10 9o anfing 10 duel with tacokss opponents,

while incurring the exira costs invoived? Whils it's concelvabile that
& significant proporhon of dedicated gamars will e eager to
sample br enabied player games, just how pervasive
will this medium become? Probably fewer than the 10m
subscrbers Microsoft anticipate by 2007.

Again, the picture in the US is different from that in other
temilones. "I ke a lot of what Microsalt is offaring with Xbox Live,”
enthuses Randy Pitchiomd, prasident of Gearbox Software. “| ke

EDGET

knowing for certain that every Xbox Live player has a headset. | like
knowing that every Xbox Live player has a broadtand connecton

! ke knowang that every Xbox Live player has a hard drive for me to
give them Iree content after aunch.™ With the exception of EA
{agmitiadly, 3 Dig exception). the US developers Edge spoke 10 a
unversally upbest about Xbox Live's prospects.

The picture in Ewrope is very different. While the roflout of
broachand has gethered pace recently, approximately only fout par
cent of homes in the UK ke advantage of the senvices. Glen
O'Connell, direcior of commurications at Rage. axpresses the
genaral note of caution. “We want to ensure thers & a sultable
business case for making onfing conten). because the days of
devslopers and publishers making ondine content for ‘charity’ are
long gona. What Xbox Live does do well is allow a games publisher
live Fage 1o compete directly with the likes of EA without the vast
expanse of setting up dedicated servers

While there’s a buzz surrounding Xbox Live on the ave of the
sarvioe's [aunch, too many questions remain unanswersd, no! laast
by Microsolt iiself. Edge, however, cormmends the brave endeavour
and certainly hopes Xbox Live encourages developers 1o come up
with innovative game designs.
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Xbox development. Although Metal Gear Solid
Substance s shil being considered for a
Japanese release, it will be the last Konami tithe
on the console.

Among other things, Microsoft's poor support
structure has been blamed. In particular, bug
reports have to be transiated from one language
to another, causing long delays, not to mention
intense imtation. The lack of DirectX famiiiarity
among Japanese coders has also done little to
endear the machine to programmers in the east.

“The marketing and launch of Xbox in Japan
wasn't good,” comments Koji Alzawa, editor of
‘Famitsu-Xbox'. “Also, Microsoft's response to
retailers and gamers over the trouble with
scratched disks was poor. But the company's
position in Japan is changing day by day. The
Microsoft booth at this year’s Tokyo Game Show
was the best in the show. But is it enough?”

On a more positive note, Tecmo has bucked
the trend and by ail accounts is making money
from the Xbox's most popular title, Dead or Alve
3. And there's appetising software coming
through — the sort of games that stimulate
Japanese palates. Pre-orders lor Dead or Alive
Xitrerme Baach Volieyball, Panzer Dragoon Orta
and Tekki are strong. The content even stronger.

Microsoft is far from diead in the east. it's
presence at TGS was impressive (the demo disk
alone, complete with playable O.TO.GI, Panzer
Dragoon Orta, Crimson Sea and Biinx put all
Saony promos to shame) and a rurmoured
rebranding exercise (possibly in collaboration
with Sega) shows that Microsoft is aware of the
problems. But will a cuter version of the Xbax
just be too little too late?

Europe is a big headache for any forsign
company. While Japan and the US lead the way
in terms of cultural relevance, not to mention
sheer financial clout, Europe is a cunous termtory.

So many different languages, 50 many different
tastes, it's understandable why the region gets
foresgn financial strategists in a flap. Always
complaining that they are the last to receive any
consideration, Europeans do, nevertheless, buy
into anything that smacks of The New.

European union

In faimess to Microsoft, its European strategy
was always a high priority from day one. Which
doesn't mean to say that it was nght. At X02
Sandy Duncan made the most public comments
1o date that strategical mistakes had been made.
The launch price was a disaster, the subsequent
knee-jerk cuts an obvious attempt to stimulate
sales. At €250 (£158) the Xbox has finally
become competitive, but it smacks of a
company desperate to be loved. More to the
point, there's still a fesling among massmarket
consumers that the Xbox has as much credibility
as the present Conservative Party. “First
impressions last,” cautions an anonymous
producer at a large UK developer. “The public, at
least in Europe, see the Xbox as an over-sized,
over-priced Yank tank of a machine that is failing
to generate any interest in the Japanese
whatsoever, and is therefore in no way cool. in
this brand-driven market, you have to be cool,
and Xbox has already blown its image. Clawing it
back is going to be a long, expensive climb.”

In terms of pure sales figures, the Xbox is only
slightly behind the GameCube. But there’s hardly
anything in it. Significantly, however, the Xbox Is
commanding impressive shell space in most
stores that Edge has visited. A factor influenced
by Microsoft's drive to get as many demo pods
and POS into retail outlets as possible. Clearly,
Virgin, GAME and HMV believe that there's
plenty of potential in the machine for doing well
over the festive season. Sales could also be
enhanced by Christmas marketing that includes
a BinyMecDonald’s promotion and the (possible)
sighting of Xbox consoles in the two ‘Pop Rivals’
houses, alongside more traditional TV ads.

The response Edge has received from
European developers has also been positive.
Although the public are tumed off by Microsolt's
image, developers and publishers have faith in
the company’s ambitions, In this respect, the:
Xbox and the Dreamcast couldn't be further
apart. Faced with this new ailing newbom,
publishers are much happier to hang in and see
if it develops into a spinted adolescent.

Microsolt has scaled back ambtous
schemes before ~ its ventures into cable and




mieractive television have been particularly
costly - and the Xbax is part of a much wider
philosophy. namely the dominance of the home
hub. Its evangelising of Xbox Live is not merely a
short-term method of increasing sales, but a
fundamental part of its quest to have a
consumer device in every iving room capable of

communication as the fastest way 1o expand its
mindshare and Xbox is merely the beginning.
The other feather in Microsolt's cap is the
recent acquisition of Rare. It is important for two
reasors. Firstly, Rare has a track record of
producing excellent games that can appeal to a
broad audience. Secondly, the purchase - that
came in at a whopping $375m (£240) - sends a
clear message to the development community
that the Aadmond collective is senous about
making Xbox work, whatever the cost. The value
of the deal will be measured over five years,
rather than the next two or three and, evidently, it
was done with Xbox 2 in mind as much as Xbox.
However, Rare's recent output has lacked the
verve and commercial clout evidant in titles such
as Donkey Kong Country and GoldenEye.
Whether Kameo will prove as populer as earkier
Rare titles will be inferesting 10 see (see X02
news, p10-11). Microsoft must also ensure that
talent doesn't leak away from the Twyoross-
based developer over the next two years.

Power of X

But if there's ane thing that separates the Xbox
from its competitors, it's sheer power. Although
underspecced by curent PC standards, the
Xbox is easily the most versatile and developer-
friendly console on the market. To some the
balance is already beginning to shift. Cross-
platform games have, so far, been pretty lazy
exercises. You only have to look at Turok
Evalution for ewdence of that.

But developers are beginning o shift the
focus. “More and more publishers are firking
themselves with hard decsions 1o make about
sacrificing wisual fidelity to reach the lesser
platforms (PS2 and GameCube),” believes
Randy Pitchiork, president of Gearbox
Software. “As a US developer, it appears to me
that the Xbox is very successful - much more so
than | would've bet prior to launch. Xbox is
easier to develop for and it's more powerful. It's
very difficult to maintain parity between the sexy
Xbox showcase version and the lesser
platiorms.”

Jeremy Longley, director of Lost Toys, also
believes this to be a key factor in Xbox's survival
chances. “One growing trend at the moment is
for people 1o be releasing games on both Xbox
and PS2 and, in general, the Xbox versions of
these games are noticeably better, particularly in
framerate and texture resolution terms. The
consumer i growing aware that the Xbox s a
techmcally more proficient platform, even if
they're not running 1o buy the cument version of
the console, | think this bodes well for Microsoft
for the next battle in 2005, or whenever”

At present, Microsoft is failing to answer
tough questions about its failure to woo
Japanese gamers, prefering instead to release

down and think. Why is Microsoft making Xbox?
Why is it buying Rare for $375mifitsalona
whim? That's an awful lot of profit it has to make
back to indulge a whim. The machina isn't going
o cutpace PS2 - it won't even get halfway there.
But the GameCube's second place still remains
up for grabs outside of Japan.”

The Kyoto toy company s the real key to the
future of Xbox. It's 100 early to say if Nintendo will
pull out of hardware development after
GameCube, but you can guarantee Microsoft
will be doing #ts Ltmost to bully it from entering
the next round of console wars. Nintendo has
proved that it can adapt whatever the market
conditions. An end to hardware development

“Make no mistake, Microsoft is in

this for the long haul. It just needs to

convince consumers that the Xbox
has content to rival that on PS2”

figures suggesting it can sunive on US and
European goodwill alone. But Japan is still the
Mdmmaﬂlhu
community and gamers themsehes will begn 1o
wonder about the Xbox’s long-term hopes. To
say Microsoft's own atternpt to win over
Japanese consumers with Mezmix was
misguided would be generous at best.

The Xbox will not die from a lack of support
like the Dreamncast did, but Microsoft's first
console s hardly the commercial giant some
anticipated. In Apnl 2002 Microsoft revised its
sales targets from 4m to 3.5m Xbox units for the
year, compared with previous estimates of
4.5m-8m. It can’t be much fun for those sitting n
the offices in Redmond when they get the
weekty retail reports, showing Nintendo is
matching them box for box. Interestingly, pundits
suggest that the key to Microsoft’s future hopes
lays firmiy at the door of Nintendo. While industry
insiders are aleady speculating about Sony and
Microsoft's next hardware, there's less
confidence that Nintendo will stay in the race.

Owain Bennallack, editor of ‘Develop’
magazine, believes that Microsoft needs to
challenge one competitor at a ime. “Justas
Microsoft's pre-launch chesreaders desperately
needed a bottle of downers to bring them back
1o earth, so today's doom-mongers need o sit

would not be game over for Nintendo, just a new
begnning. Meorosoft, on the other hand, is
prepared to lose millons of dollars in the hops
that it sees profits tater n the decade. if it comes
down to who's wiling 1o go all in for the second
place prize then Microsoft cartainly has more
chips on the table. With Nintendo removed
Microsoft would then have a fighting chance of
achieving some kind of parity with Sony.

Make no mistake, Microsoft is in this for the
long haul. It just needs to convince consumers
that the Xbox has cortent to rival that on PS2.
Whatever the outcome, expect the Xbox to go
down in history as one of the mast
expensive leaming tools ever conceived.
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Broken promises

Microsoit's fallure to deliver on key promises
has certandy been a factor i the poor recepbon
of the console in Furope and Japan,
Afthough thens wemn maginally more games
at launch than for either P52 or GameCube,
failure to follow through with an anticipated flow
of fitles — and quality ones at that - has hindered
takeup of the machine. Japaness companies
have also complained of Microsoft's ability to
maintain strong business ties once deals have
been struck.

In terms of tech specs, the graphics
processor was reduced from 300MHz to 250MHz
and the polygan performance came down from
300m per sacond to 125m per second. It has
also been noticeable that develapers have faded
o use the hard drive in the radical new ways the
Redmond company suggested when Xbox was
first announced. But ludicrousdy - and
presumably to keep the focus on Xbox as games
machine — the DVD playbeck is only ussabie 1o
those who bother 10 buy a remote control unit at
exira cost.

However, the most brutal shot in the foot has
Ibeen over its promise to deliver garmeng
unfatiomd by regional lockout. No game has yet
1o take advantage of this feature, laading 1o

ion that it was soon after

L wilh publisshers began. Pred y
Microsoft dachned to comimant on this aspect,
but it's had not to attribute some of the Xbox
mod-chipping frenzy to this climbdown,
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Edge canvassed the views of some industry luminaries to get their thoughts on the fate
of Xbox. Most, as you will discover, are positive about Microsoft’s long-term prospects...
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living the vida coder

Martin Thompson

Photography

What do game developers do when they’re not developing videogames? Edge pries
into the private lives of eleven industry figures. And makes some weird discoveries...
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%;‘,q CEO - Rebellion - polo

The accepted image of a polo player — anistocratic, 8. giamons — i about
as far from videogame: stereotype as s humanly possible, 5o the dscovery of
a polo-playing developer wis something of & coup. Jason Kingsley has
been riding horses competitively since the age of 11, trotting through the
nternational show-jumping circut as a child and then captaining the Brilish
student ricing team whie at Oxdord Linversity, Post-uni, Kingsiey began to
miss horseback competition and decided t9 give polo a crack, "Obwviously the
riding bit was easy,” he says, “but the hitting the ball with a 52-nch mallet bit,
that's hard enough on your own two fest ket alone on the back of a horse
moving at 30 miles an hour" Poio teams consist of four players, two in attack,
two in defence — Kingsley plays o the formey, usually at the Kidlington polo
grounds in Cxfordshine. Obviously, Edge wanted to know if he'd ever played
against royaity, or at least Jodke Kidd. Sadly, he insists on being discreet,

“T've played with a wide range of paople fom a whole st of different
backgrounds, and somelimes you don't recognise who it is against you,
behind the face mask, untl after the game. .. | can't name any names, but it
surprised me.* As for finding connections between videogames and polo,
wel, there s some crossover motivalion — Kingsley citss “fast action, a bt of
aggression, good company and the occasional great party™ as his reasons for
loving polo. Sounds just ke the LAN gaming scene. Apart from the good
comparny and great party bits, of course.

Suggested matenals:

Events - Huringham Polo Assocation organises the Cantior intermational Polo Day
every July whers various mambers of the nobility compete: for chanty, wike ‘Helol
srappers take pictures of posh s In egensve (esses

Website - the HPA Wabsite (www.hpa-polo.co.Jk/) has links to varous enline polo
news sites

Books ~ Hugh Dawnay — Folo Vision® LA Allen) ~ o proper instruction manual
iy Cooper - Poig’ ICorgl) - not & proper instruction manual

Andy Bastable |
senior programmer — Codemasters — Christian |
youth worker |

In hes book ‘Lost loons: Reflections on Cultural Bereavernent”, the
| Archibishop of Canterbury, Rowan Wilkams, makes a high-profile
! attack on videogames for harming the minds of childran, Perhaps he |
should have a chat with Andy Bastable, senior programimer on 4
Codemasters’ forthcoming Club Foothal and, for the last year and a - o
hatf, a committed Christian who spends two hours every Friday night | -
running a youth group for local children. Bastable admits that before
his conversion, this time would have been spent pursuing the
standard miale favouriies of women and alcohol but he started to
become afienated with, and isoiated by, that iestyie. "During one
particulary stressiul time whers | wasn't sure whsther | wanted to
move away back down south, | remember praying for the first time
aince | was very young. | ended up deciding to stay at Codemasters,

| and the very next day my friend and former colleague Tom DI
Giovarni invited me along to his Bible group.”

It can't be easy adopting & Christian lfestyle in a technology-
obsessed industry where the usual gods ars high poly counts and
mega-buck firm licences. As he ports oul, "The bigges! challenge
has been watching my friends and collsagues’ reaction to my faith.
Mary have seen the cocky, confident lad who used 1o go out too
much change |nto someone who is less volatile and who values
other things more. For some, it has been hard to take in, aithough
hopefully they have seen the fact that | am happier now than | have
ever been in my e, | am always leaming how to approach fiends
and colleagues with what | believe in - some are happy for me to talk
to them about that aspect of my ke, others can be stand-offish, and
others insulted by even the tinest mention,” Whatever objections hes
faced, there is a determination fo spread the philanthropic messags at
work, | recently formed a link between Codemasters and a local
charity, CORD, which enables us to donate our loose change to help
_ deveioping countries in Africa”

- As for the comupting influsnce of gaming, Bastable is refreshingly
4 A open-minded. *| personally dan't see videogames as the root cause
of the problems in our socety. | think the parents should take some
ik, he suooests. “Yes, there are some games that | do have issues
with, and | don't think kids shouid be playing them, but they are ciearly
markad as such and | think more shoufd be done to stop children
getting access to them. For most reasonable people s hard to ses
the link between picking off the: digital representation of one of your
mates with 2 sniper rile from 500 yards (knowing full well that he'll be
spawned again in a few seconds) and causing them ham in real ife.”
Perhaps it's time for the first Chyistian FPS - the first commandment
being, “Thou shalt not camp next to weapon respawn points,”

Sugaested matenals

Course — most local churches run courses and there is a national Website whamn
peopks can find out mons (www.albhacourse,ong)

Website — for those intaerested n finding out mors about who Jesus was, vist
WAL IEEIELE DDLUk

Books - CS Lewis —'Mars Christianity’ (HarperColling

Gragory A Boyd — ‘Latters from a Skeptic' (Victor Books)

Frank Morison — “Who micved the Sione?” (Faber and Faber)

The Bible. espacally: John 3: 16, Matthew 11: 28-30
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Dene Carter

co-founder - Big Blue Box ~ esoteric religion and occultism

I'you were feeling particularly lazy, you'd refer to Dene Carter as a goth

He has the black clothes and the big ammy boots, He's also been known to
frequent the goth nights at London's Limesght superciub, a converted church
spread over three floors. But his “darker aesthetic”, as he poeticaly puts it,
doesn't come from reading Bram Stoker's "Oracula’ and taking it a just a bit
loo serously. In his early teens, Carter's body started rejecting his interral

He was ill for six years, and virtually cut off from iife. “It gave me a
diffierent parspective on things,™ he reflects. “Baing out of i, left to stew in my
W Imagnation. Most people go through a brooding resenthul period when
they're 15, 16, but at least they have peoplé 1o bounce things off. Duning that
penod | was mostly solated. t was an unpieasant time

Carter started reading Ursula L& Guin's ‘Earthsea’ books (based around a
young apprentice wizard — aimost 30 years before Harry Potter), and became
fascinated with the Idea of magic. From fiction he progressed to various
esoterc religions and belief systems. Take a Inok at the bookshelves in his
Ivng room and you'll find checure tracts on paganism, Enochian magic and
ancient Earth mysteres. This inferest very obviously feeds into Carter’s work,

especslly the complex magic systam at the heart of Project Ego - which is
Partly besed on & definition espoused by infamous ocoultst Alistair Crowley
"Magic is the art of affiecting nature by appication of the wil"

Larter goes on 1o explain, “The whole reason | got into games was that |
read] Le Guin - that was the first time | was really introduced to the idea of

WIZArds, and her magic system was actually quite Oetalled. As a child | was
nto Lego because you buit worids, you used your imagnation to craft
something. And the discovery of the idea of the medieval wizard or aichemist
was Increcibly compeling to me, because that was the archetype of the
Creator, Later, | got into computers because suddenly thers was thes
wonderful medium which meant | could pretty much do whatever | wantad
And going from Lago to somsthing in which you can take any aspect of resi
life and play around with the ruies was incredibly compeling

Some rmay ses a paradiox betwesn an interest n delunct supersiiions and
Making a ving from the modem, logical worid of computer program ming, bot
Carter disagress, “ff you're an ntaligent human beng, you're questioning
things all the tirme, tnying to find underying nies. | was comincad there must
be something linking all these belief structures, Most of them refy on a very
feww core belief sets and the rast of it's just rubbish, dogma or whatever else
S0 I'm reading all this not because | believe in any particular one, it's more that
I'rm comanced that there must be an undarying logic to it and if | could tap
into thal
T

It would be very mich e another fom of programmeng.”

s logee systarm, then: s he diose 1o finding 17 “0h no. I'm not sure Lever
will. | mean, you look at it, and it lsads INtD things ke quantum mechanics -
and quantum physicsts who say actisly whiat goes on in the world, addly
encugh, is very much afiectad by whiat you want 1o happen. .. you'l find
bezarre shamanic traditions out In the Amazonan ungle will 0o the same

thng. .. just using shghthy different technology.”

Suggested materials:

CDs - Virious - ‘Even Wobvis Hid their Teeth' (Cald Meat Industn) - a

sampier from the Swedish labes Aeal Indusiny

o' Cokd Maat industry) -

- HOBGSE, wondarul

gwWrains and booed the Ewoks

Books - Bran Bates - Tha Way of Wyrd' [Century) - a very readst

Kent Hudson and David Riegel
designers - lon Storm - metal band

There's been a slight hicoun in the musical plans of Deus Exit
designer Kent Hudson and Thief 2 equivalent David Riegel. Their
metal band was on the verge of recording a few demas, perhaps
gven choosing a namsa, when the bass player, an electrician by trade,
accicentally put a one-inch-diameter lightning-rod through his hand
It's an Injury that wolld no doubt appeal o the band's list of influences
~ death metal noise terrorists such as Meshuggah, Amen, Candira
and Every Time | Die. When the group is fully functioning, Hudson
siNgs ("It's really mostly screaming”) and Riegel's on drums. The duo
share songwriting duties — an activity Riagel Bkens to creating
videogames, I iry 1o approach songwiting in the same way as
Oesgn - balenong an analytical perspective with a oreative one”
Although It's ikaly that designing videogames involves rather less
SCreaming int

a microphone about descanding into parancid
madness or vomiting dead gods from the stomach of Hell.

Suggested materials:

CDs - Mesh
Amen - ‘W Have Come for your Parants' (Vireni
Candria - *300 Percert Density’ (Contury Media)

Every Tims | Die — “Last Night in

ah — ‘Chaosphang or Nothing' (Nuclsar Blast)

SIZNT Mo Saxon

Samans magc

Migene Gonzaiez-Wipoier — “The Comngiste Book o

Serarmones and Magic' (Liewalyn)

~ gook, unbiased overvew of mast megical tradiions

Journal

Ramote Viewng

B Dunna. R Nelson and RG J Frecognitve Remote Percaption: Repication of

Journal of Scienific Exploration’, Vol. 10, No







Chris Rowley
QA manager - Eidos - fantasy live action roleplaying

In a scout camp just outside Hemel Hempstead, 1,000 people are
miling about dressed as elves, trolls, ogres and human warriors.
They will stay here for three days, and apart from the catering vans
and shower faciliies, you'd think you had wandered onto the pages
of a David Gemmill novel. This ks Renewal, the fifth fantasy Iive action
olepiaying event of the year organised by Curious Pastimes.

And Edge wanits to know what the hell is going on.

“In simple temms peopie are playing characters in a fantasy-based
world,” explans Chris Rowley. “But instead of it being videogame
based, or a pen and pencl game, you actually play your character for
real, with other people doing the same. The characters and monsters
you meet dunng the game are played by other peopie, so it is a bit ke
fres-fonm acting, as you have 1o maintain your characterisation
throughout the entire game, and some games iast for days at a fime.”
The over-arching plot of these events is worked out in advance, with
participants joning wamng clans with specific roles. However, the
fighting is to some extent ‘mal’ - not every sword blow is
choreographed. it sounds like a recipe for disaster. You wonder how
many ores end up in casualty.

Rowley got into this almaost 20 years ago. *l started playing
‘Dungeons & Dragons' after reading ‘The Lord of the Rings'. After a few
years of table-top mileplaying | saw an advert in “White Dwarf” magazine

back in 1982 about ‘Live roleplaying' at a place called Treasure Trap just

outside Chester, | went along for a weekend and was hooked.” He now
helps organise the Renewal events (visit www.curious.u-net.com for

maore info), and it tums out this has provided a valuable stream of market

ressarch for his day job. “The majority of live roleplayers are in the target

market for RPGs. and | know that quite a lot of them play, so | get to see

first hand what their expectations are and what type of plotiines work or
don't work. From a job paint of view. as | write plot, it has taught me a
bt about motivating people and what makes them tick.”

The Renewal season ts over for 2002, but will begin again next
March. Edge is aready sharpening its broad sword.

Suggested materials:

Books - SRR Tokeen - The Lord of the Rings’ trilogy (HerperColins)

Robert Jordan - “The Wheel of Time' seres (Orbit)

DVDs - The Lord of the Rings, The Fellowshin of the Sing” (New Ling Cinsma)
‘Harry Pottor and the Philosophers Stone’ (Warmer Bros.)

Webaite - www curious. L-nat,com

lan Livingstone
managing director - Eidos - Manchester City FC

Few people have managed to combine their jobs and pastimes as
successiully as lan Livingstone. First he tumed his love of roleplaying
games into the muitimillon-selling 'Fighting Fantasy' books, then he
managed to corvince the Eidos board of directors that sponsoring
Manchester City, an obsession of his since his father started taking
him to games in the '50s, would be a really good Idea. Even more
amusing is the way the deal came about. "I met Ray Ranson [ex-City
player] at a comporate saling day, of all things," Livingstone relates.
“After berating him for allowing Ricky Vila to dance around him in the
1981 Cup Final to score that goal, we started talking about City's
probiems at the tme. It was 1988 and City were playing the likes of
Macclesfield in Division Two. This was not much fun, but it was
Inevitalbie that City would be back. I'd heard that Brother had had
enough and was ending its sponsorship after 13 years. | then met
Dawvid Bemstain, City's chaimman, and | made him an offer fora
three-year sponsorship deal. It certainly wasn't a huge amount of
money by footballing standards.”

The sponsorship deal is now over (Livingstone calls it “the most
cost-effective brand awareness campaign ever to be done in the
history of the universe”), but the Eidos man is still a regular at Maine
Road. His most memerable moments at the ground were watching
midfield masstro Colin Bell - a sort of '70s version of David Beckham,
but with even worse halr. He also reckons the team helpad him
through some tough times with the company, "Supporting City has
certainly helped me to stay cheerful when things have not always
being going well. The fans are the best in the world at smiling through
adversity. Ther unwavering loyalty and detsmination while not taking
themsaives too senously are traits that | like to think | have.” Well, he
does work for the company that effectively paid $8m (£5.15m) for
Dadatana, Now that was a Manchester City decision.

Suggested materials:

Books — Gary James —'Manchesitar: the Greatest Cty' Polsr Print Growp Lid)
Websites — wwwmolc 0o Uk, hiipe/fmanchestercty dvais net

DVDs - "Manchester City — Champions — Back to the Premiership’ (Fremantis Home




e

B , 5y ;&6:5-:,;7' iy !
v e R TTI " . \ 1 f{r:" Wl

SR S e Sl

R

Wi tl.'.\““\'\“\“\-. W




Alex Whittaker
senior Al programmer - Elixir - kendo

Alex Whittaker took up the martial art of Kendo ten years ago .
(" realised that graduate alcohol and pie consumption did not go wel v
with postgraduate sitting at a desk all day”), He Is cummently a first dan,
or shodan, and enters about two competitions a year. It is a highly
stylised discipline, “Kendo has evolved from real sword fighting and
S0 in compeatitions, cuts are Scored using a binary system. Either the
cut would have kiled the opponent stone dead or it doesn't count.
In practice this means that the timing and spirit (zanshin| of a scoring
cut has to be perfect, leaving the judges, your opponent and yourself
corvinced that that cut would have left him or her bleeding on the
ground." Apparently, Whittaker keeps his kendo equipment at the
Elixir office. Has he ever been tempted to use it thera? "No more
than once a day,” he says.

Suggested materials:

Whittaker recommends his kendo club's Webslte (wwwihizen.om)
which has mformation on related books, CDs. FAQs; equipment and iinks

Ted Carron
freelance producer - Codemasters - exteme sports addict

It seams cheats do prosper. Ted Carron joined Codemasters 15 years
ago and was co-inventor of the Game Gene — a multimilion seiing
cheat cart relsased for vanous consolss back in the early '90s. Ths
success allowed Camon to dift into semi-retiement for three years at
which point he took up skydhving, cave diving and cross country horse
racing. Golf would have been the safer option. “Horsa riding is the bad
one. I've never actually broken anything because | wear a lot of body
ammour, but | fell on & gatepost once, and If | hadn't have been wearing
the armour it would have kilied me. | was In a bad way for quite a long
time. There have been a few times when |'ve been in free fall and the
parachute has been a litthe slow cpening, which gets your attention very
quickly. Normally & parachute opens in one and a half seconds and
when you get to two you're alreadly thinking about your lfe. |'ve been
diving In caves In a flooded quarry In Wales with another guy from
Codies, and we both had free-flows. That's when the valve gets
locked cpen and your oxygen tank empties tself. All your air flows outin
about a minute. We were about 100 feet down in this cave. We had

., alternative air supplies, but we wers stil wondering when these wouid
give, due ta the cold. After that, if another one had gone, we wouid
have been sharing air, which would have put more demand on the
vaive. That was scary.” To top It all, Camon is cumently producing

Codemasters' first MMRPG, Dragon Empires. However, he reckons the -

dangers he's faced with extreme sports have gven him the necessary
psychological credentials for the role. *it makes you scared of very fittis.
| don't mind being responsible for a mutimilion-pound budget.

That's an extreme sport in itself really.”

Suggested materials:

Magazine - ‘Skydive' ~ The official magazine of the British parachute association
Iwww.sikydvernag.com)

Book - Brot Gillarn ~ 'Deap Diving: An Advancied Guide 1o Physiology, Procedures
and Systems’ (Watersport Pulbilishing)

e

Lorne Lanning

president - Oddworld Inhabitants - skeleton collector

It started with fossils, In his early 20s, Lome Lanning scquired
“some relatively common peces,” a tooth from a prehistoric white
shark, a mammoth's molar ("'d hold these pieces in my hand and
just enjoy the attempt at comprehending them”). From there, he
moved on 1o the complets skeletons of contemporary species.
The Cddworid Inhabitants founder now has about 24 skeletons,
including snakes, a toad, a chicken, different species of lizard and 2
trigger fish, They are dispiayed in frames arcund his home.

His reason for collecting skeletons is part sclentific curiosty, part
aesthetic appreciation, But there's also a practical eement, "At the
time | started collecting, | was an animation/film student with a special
Interest In computer graphics. | wasn't interested In squash and
stretch animation, | was Interasted in bringing new creatures to lifs and
In animating them in a more realistic ways. | discovered that by
studying skeletal structures | gained a great deal more insight into the
movements and behaviours of most iving things.” Lanning is also
convinced his interest has halped with game developrent, improving
him as a designer, animator and director.

So whers do these things come from? “Sometimes I'm lucky to
find them in odd shops that we stumble upon whils raveliing,” he
expians. ‘| have a few favourtte stores in New York and San
Francisco. | 2iso have some contacts on the Net that keep me posted
on interesting peces.” Al the moment, his favourite pieces are the
chicken (truly astounding 1o look at”) and trigger fish (pretty
incredible, in an alien sort of way’), but he would iove fo get hold of a
hurnming bird. Edge was interested in finding out whether Lanning
has ever worked on the raw materials himself — finding & body, boiing
the bones, that kind of thing. *I recently saw a crow fly into a
poweriine and watched as |t fell dead into the road,” he responds.

“ took it home with me and gave it & place on the property. The bugs
are still working on It and in the end It will probably take me a good
nine months to go from full bird to perect skeletal mount, | look
forward to posing It in a very natural motion, like a single frame of
animation that embodies the natural movement of the life from which
it came." Well, we did ask...

Suggested materials:

“The Musieum of Natural Hstory in New York is incredible. The Peabody Musseum in
Connecticut is aiso axcellent. | used to spend hours upon hours, wandering through
the displays. Its a pretty cheap way to kil & day If you'ra & strugaling student i such
an expensive City. Aquariums are aiso great plaoes 1D Spot such bicogy. The Monterey
Bay Aquarium n Monterey, Calfornaa is one of my favounies.

“There are a few stoms around the States that camy mounied skeietons. Thee s
Mapdia and Mandibie in uplown New York on Coumibus Avenue and there s The
Bone Store n San Francsco. Both grest places.”







Jez San
chief executive - Argonaut - magic

Mo industry bash is complete nowadays without Jez San pulling out a
pack of cards and showing off some hugely impressive new trick.
vhen the family bought a TRS-80 in

tion tumed to videogames. Twenty-four years later, after

tinto magic as

watching magician Deren Bro

m on TV, he dusted down the cid magic

books and started practising again. San freely admits to pretty much
stalking Brown for a while 10 find out the secrets behind his repertore,
beia

lecture videos on the art of trickery. " also befriended some other cool

hat he'd written a few books and even released

B disce

magicians, such as lan Rowland, who Reraly wrote the book on how to
be a psychic,” says San (the book’s called 'Cold Reading’). *1've visited
the magic circle a few times and It's great to meet the wise old
magicians. | even mel Alan Alan having a crafty fag and he showed me
the most amazing 'rising card' trick with my own deck of cards.”

The first card trick he leamed was 'Out of this World' by Paul Curry
(Bvery trick is given a name by its inventor) in which you "facilitate a
spectator to separate an entire deck inta red and black plies without
looking at the cards,” That's still one of his favourites, along with lan

Rowiand's 'Sense of Touch' magic system, "where, just by touching the

ace-down cards, you can tell people what colour they are.”
San reckons he spends about five to ten hours a week leaming new
tricks, maost of which he picks up on Magic Newsgroups o via books,
videos and lectures. You won't find him hanging out at the big Las
Vegas shows, though, "I was never inspired by American stage
magicians such as Segired and Roy, or David Copperfield,” he says.

n from a young age | knew how every trick was done. There are

only SC mary ways 10 make an elephant disappear” How true.

Ten Brown - Pums Effect, Absolute Ms

{ DrOWN i)

lan Rowland - ‘The Art of Cold Reading’ and ‘Sensa of Touch'
e ian-romdranc oo

Websites — www ihemagiceals.com, www.slEkazam,co.uk
WWVWLITIERCSITINN, COM, Wi BtV 00 Lk

Yahoo groups - theEye (yahoo.comy), and MemtalistsAsylum (yahoo.co.uk)

LA

Aaryn Flynn

programmer - BioWare - adventure racing

To most sensible videogame players, the following will sound like Hell
on Earth: "Adventure racing Involves covering very long distance
courses in the wildarness using one or more disciplines, including
running, trekking, mountain biking, canoeing and whatever else the
race organisers throw at you.” That's Aaryn Flynn, smiling. These
usually team-based events can run for over 36 hours (endurance

races actually last two weeks), and take place all over the world, from

British Columnbia to New Zealand and Vietnam. The sport was
inverted by French journalist Gerard Fusil who oversaw the first
adventure race, The Raid Gauloises, in 1989, Since then dozens of
similar events have sprung up all over the globe and it's getting big

enough 1o attract major corporate sponsorship (Nike has a hand in

Canada's Sea2Summit race). The last event Fynn took part in was
the invitingly titied Canadian Death Race, which involved running a
125km course over three mountains in 24 hours. Which is perhaps an
evan more grualing task than attempting to satisfy ‘Star Wars' nuts
with his cument work project, Star Wars: Knights of the Old Ordler.

But amid all this physical actvty, Flynn hasn'’t abandoned all the usual
trappings of the ciched developer lestyla, 2s he axplains, "My wife
crews for me dunng the races, bringng me my bike, running shoes
and whatever aise | may need dunng the race — even pizza.”

Yep, you can take the programmer out of the studio, but. ..

Books - Martin Dugard —'Surwing the Toughest Race on Earth’ (Teb Books)
Rob Searmaker and Ray Browning - ‘SERIOLS Training for Endurance Athletes
(Hurman Kingtcs)

DVD -Any ol it
Website -~

i

Monge’ soros avaliabile from www.discovery.com
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ware next”’

It's been mere months since console manufacturers rolled out their latest wave of hardware. Nevertheless,
somewhere in their R&D labs, heads are being scratched because the release of a new console can only
mean one thing: it's time to start working on the next one. Edge contemplates the next hardware wave. ..






The Baseline-Box features a 60Gb hard drive, four
controller ports and plays DVDs out of the box

A 0.13-micron P4 chip could power the Baseline-Box,
along with a raft of other off-the-shell components

Baseline-Box

The simplest future game console to investigate is the one
that tracks the performance increases on the standard
companents as predicted by Moare's Law. As a nule of
thim, this states that the Aumber of transistors that wil
fit on 2 square of siican doubles every 18 months.
However, graphics chip designers claim that differences
between CPUs and graphics processing units (GPUs)
msan their technology s actually maoving faster than
Mogre's Law. Chief scientist Davig Kirk reckons, for
exampie, that at present nVicka is doubling the
perormiancs of fts products every six months. Combining
fhesa two factors over a five-year cycle would potentialiy
see CPU performance increasing by a factor ot ten, while
GPU performance rises 1,000 times, This is uniikely 1o be
realised, though. as the major limitation of this off-the-shelf
approach means 1 wil rmquin companents, such as the
CPU, which already exist. The faster cycles of the
graphics market provides more fiexibiiity to desana
custom chp but It will rermain a typical PC component
rather than somatng exotic. such as the Sonys Graphics
Synthesissr. Combined togsther in typical PC fashion, s
hard to baiants tha two, especially with respect to
ensunng thers's encugh bandwidih to supply the graphics
chify with analgh data for It o work at ful potential, The
upside to fus approact s that [t offers very high
performance while reguiing refatively low startup costs,

‘Connsctivity and siofage are broadly the same as the
current generation of consoles, afthaugh thers is-a largar
hard drive. Most putilishers are cautious about moving
towards a digital distribution model for games, though, 5o
downloadatia content seems lilkely 10 be limited to new
levels, skins and chamacters, The game focus of the
conscla 2s0 means that there will be ne push to
downioad music or mowies, but the console plays DVDs
out of the box without the need 10 buy a dedicated DVD
perpheral, a5 5 tha case with Xbox.

CPU! 0.13-micron Pertitm 4 ar Athlon 2600 chip
nanring at betwesn 2-2:40GHz with 256Mb of unified
RAM shared withy GPLI; .09 migron GeForca? equivalent,
running at S00MHz with 84 programmable graphics
pipelines operating under DireotX 10.5 !
Theoretical performance: 400m polygons/sec
Estimated actual performance: 50m polygons/sec
Theoretical bandwidth: 20Gbvs stomge: 6060 hard
drive. 24 x 4.7G0 DVC

Networking: 10/100Mbps Ethemet Broadband modem
Peripherals: fuur ports, headset and Mmicrophane combo
bundiad with unit

Initial manufacturing cost: $400

Advantages: relativaly cheap to design and manufacturs,
great perlormance, easy to develop games for
Disadvantages: iow paformance-to-cost ratio; an
evolulionary rather than revolutionary product;
maniaciuining cost remains high throughout lifecycle;
large physical sze

Likefihood: 87 per cent

Killer app: Hato 4

In tarms of image prpuess_‘ing. a variant of nVidia's
graphics solutions would be & particularly safe bet

b

L
ANDY WAVERRGL
PN BRI ENG



Pace's groundbreaking set-top box technology made
use of Sega's defunct 128bit Dreamcast architecture

SkyStation
0 boxes and videogame
ause technically

128 long been
are broadly simiar. The chips that

2 can ke licansed Dy set-top bax
manufaciurers, while Microsoit's loss-making WebTV
division, now called MSNTV. would iove 1o release a
Xbox-based system, which is why there ame all those
HomeStation rumours. UK manufacturer Pacs even

3 Dreamcast-based systam,

be overcome i the business model

SUs 0

Beacause most 8 green away free with a
thannel subscription, they need 10 e as chaap as
possible. However, by 2004, tha costof a PS2-based se!
top box wouwd bo low snough o make it an aconomically
PSE games meant consumens could be charged a
nominal $50 for the box. It's hard o see this modal

0Op DOXES areé

Working v garne console othar than PlayStation2,
Even by GameCube and Xoox won'l have either the

software [rary or massmarkst secognition of PlayStation
as gaming and interactive TV functions; the

e 1o record TV programmes on
: : d movies and music, In
addiihon, 1 will be the device on wiich developers ang
publisher first expariment with episodic games, althoLigh

these wili be used to support TV brands such as ‘Big

its diiv VO

her” and ‘EastEn

dess’ rather than belx) games in their
-0 this reason, it's Faly thisy will be simple
james rathear than hardoors 30 shooters
Wnastic gateway be ablé 10
% Despite the fact that

10 broscband calhie

Flash ana Java
and tha'lika.

i will thies

an ordinary e CONMNacHion

The most likely scanario for Ihe Sat-top Consok
wauld see a partnership sianed by Sony with BSkyB
andl other 1 such as US DirecTV, with
manutacturers such as £

twiork opera

3 and Motorola buliding the

boxas under contract

Current-generation set-top boxes vary in feature sets,
bul SkyStation's hard drive would be a core element

CPU/GPL: D.16-micron, intagrated Emobon Engns
ana Graphic Syrthessar system-on-ohip (S0C) with
32Mty of BAM

Theoretical performance: 30m polygons/sec
Estimated actual performance: 10m polygons/sec
Theoretical bandwidth: 2Gb/s

Storage: 4 x 4.7Ghb DVD, 40Gb hard drive,
Networking: local connachion vid cable or satellite to
local service provides

Peripherals: Irfrared TV controller, two DualShock
cantrotier ports

Initial manufacturing cost: $100

Advantages: brings new lunctionality 1o set-1op box
markst; expands game market; aiows new episodic
husiness mocdiels to be attempted

Disadvantages: no mullipleyer; blurs the distinction
between games and inleractive TV: uses obsolste
technoicgy

Likelihood: 75 per cent

Killer app: Big Sime Brother

In addition to two DualShock controller ports
and 5 DVD drive, the SkyStation has a 40Gb hard
drive on which users can record their favourite
television programmes. In addition, it can

also connect to broadband, cable or satellite



Additional madules could be connected to the
Parallel'o'PlayStation for upgrades. The unit could
download films and games, and will feature four
DualShock3d ports and a DVD/Blu-ray disk drive

Parallel’o’PlayStation
Ths ambition of Ken Kutaragi, the driving force
behind PiayStation, has never been in guastion. “The
computer embodies the most advanced technology
daveloped by the human race, It 8 on the same level as
the steam enging or the printing prass. Future
developments will fan cutstrip anything we can predict,”
he said back i 1989, And while PlayStation2 was a
shock 10 the industry, Sony's next console promisss
to be nothing short of revoluticnary,

Much has besn made of the partnership signed

by Sony, IBM and Toshitia  first callad The Coll, now

‘known as The Grid, This 1schnalogy-shanng agreement

will allow Seny and Toshiba to use |BM's advancecd
silicon-manyfacturing protesses to create feature-rich
but low-powered system-on-chips {50Cs). 1BM has sald
it expects the architecture to allow sach SoC to feature
petwaes four and 12 processor cores par chip,
depending ocn apphoation.

Bt fhe key driver Tor this new approach s connectivity,
While the Parallel'o PlayStation will function as a
standalcne unit, it will coma inta its own when its
connected 1o the PlayStation Network. Designed 1o be
distributive processors, the Grid SoCs will use the network
they are attached o increass thelr overall processing
power. Sony's overall goal is that such SoCs will sventually
be cheap enpugh to be included In many pieces of
consumer slectronics, thus providing the potential to
incrazse the power Paralisl'o PlayStation by connecting it
to, say, a Wega TV or Sony DVD player

To complete the hardwars, Sony has alfeady
redesigned its PSZ hardware, combining the Emation
Engine and Graphics Synthesisar into one chip, In
coryunclion with slicon enginesr Simplex. The new
{Ril-32 chip has aight imes as much memory as its
PS2 predecessor and can display scenas at a resoiution
of 1,820 x 1.080 pixels, In & frame, In prograssive mode,
which is highar thar the outpul capabllity of current-
generation, high-dafinition TVs:

Elsewhere; the Parailel'o'PlayStation features the usual
broadband and hard drive leatures, which Sory will use to
become the first digital entertainmeant cormpany, leveraging
miusic, games and movies via lts encrypted, copyright-
secure network. Cther functionality includes suppont for
Sony's new Biu-ray DVD standard and the use of Memiory
Sticks i place of memory cards. It will also see Soty
finglly embrace four controller porls as standard.

The range of peripherals will be expanded with Webcam
and communication units bundlad with the console, in
arder (6 ennance online apphications.

Sony's GScube: paralle! processing combining 16 Graphics
Synthesiser {top left) and Emotion Engine (top right) sets

CPU: 0.08-micron Grid-based CPU runfing at

1.8GHz with 256Mb of RAM and capable of
perfarming over one trillon caloulations/sec

GPU: 0. 18-rricron (R-G2 Graphics Bynthegiser
running &t 150MHz with 258Mb of HAM

Theoretical performance: 150m palygons/sac

{single unit)

Estimated actual performance: 75m polygens/sec
{single unit)

Theoretical bandwidth: 48Gb/sac

Storage: 100GD hard drive, 24 x 4.7G0 DVD, § x 27Gb
Blu-ray Disc, 128Mb Memory Stick

Networking: 107100 Ethernet connection

Peripherals: four DuaiShook ports; headsat and
microphone combo and Eyeloy2 Webcam are bundiad
Initial manufacturing cost: 3600

Advantages: myaiidionary design, sasily upgrateabie;
high perfommance; uniocks new business mode for
developers and publishers; successfully combines

role of consoie with domestic gateway
Disadvantages: tigh initial investment reguired; difficult
for gevelopers to urlock its full potertial; ralies on gualty
of network: potentially confusing for consumers
Likelihood: 50 per cen

Killer app: The Getaway online



PlayPhone

Convergence between smartphones and PDA is drivan
by the PlayPhone, & concept introduced by Nokla but
guickly adopted by other manufaclurers such as
Samsung, Motorola and Sony Encason. Thee-
gimensional graphics functionality i provided by a
system-on-chip ARM core and integrated graphics chip,
which provides bester-than-PiayStation-guality graphics.
The device itself consists of 2 480 x 360 resolution oolour
screan which also acts a soffwere keyboard and number
pad for phone and imited PDA functionality. A handsires
Biuetooth-anabled headse! is alse provided

The most impottant aspect of the PlayPhons, howeer,
is its connectivity, which consists of an always-on 3G
connection as weil as its Bluetooth capahility. Due to its
limited mermory, games ane downicadad in @ spsodic
manner, & couple of levels at a tima. They cah be flashed
to memory using Bluetooth &t shops. too. Thess
stangdalone games themsehes Sre seniler 1o thase
avaiiable for the curmant generation of PDAS, A bip
advamiage of ths kind of device & that they aliow gamers
o access persistont massively multipisyer online games
(MMOGs) s0 they can keep in touch with events as they
urfold without having access to.a desktop of living oom
consals, In addition, they can taka pan of the game with
them: training a creaturs in Black & VWhits, for example.
Ingeed, much of the ost of mobile phones today is
subsigiser today by natwork subssrigtion, so netwerk
providers such as Orange and T-Mobile cut deals with
MMOG publishers siuch as Sony Online, which gives away
these phonhes with two-ySar subserpbons 10 18 games.

Nokia already produces mobile handsets with spacific
extra functionality, such as MP3 playback on its 5510

A Bluetooth-enabled headsat (such as Nokia's, above) would
be a welcome standard for technology such as the PlayPhone

CPU/GPLE: (L15-micren ARM 11 cora with integrated
imaginafion Technoiogies Powe VR MBX running

at 1 &Hz

Theoretical performance: 2m polygonsises

Estimated actual performance: 1m polygonaisec
Theoretical bandwidth: 512\b/sac

Storage: 84Mb of fizsh memory and 83Mb of RAM
Networking: 3G mabille conmection, Bilistoath, infrared
DA link:

Peripherals: handsfres Blustooth-enabled haadsat

Initial manufacturing cost: $300

Advantages: enabies new revenus streams for publishers;
nétwork cpealons and hardware manufacturers; relatively
powesrtul; chieap for consumer, greal connecthty
Disadvantages: nigh manufacliring costs; not a
focused device; too big to it in pocket: eauire compiax
business deal

Likelihood: 60 per cent

Killer app: Biack & White Liniverse

Tha PlayPhone, designed fo be hald comfortably in
two hands, also comes with a Bluetooth connected
headphone/microphona and a 3G aerial



The GameTeenager features an ultra-thin backlit
screan and Bluetooth connectivity for gaming on the
move. Back in the living room, howaver, the
GameTeenager slots neatly Into the basestation

GameTeenager

Pressure from mobile phones and FDAS i one dirsotion
wear batween Microsaft and Sony
ta converge Game Boy Advance and
GameCube 10 create a portable concept In e vein of
Sony's PSone plus dedicated screen

Nicknamed GamaTeenager, the device is roughly AS.
sized and uses a clam-s esion, Opening d reveals an
ultra-thin Back-lit colour screen of resolutian B40 x 480,
Backwards-compatitie with GameCube, It uses the same
proprietany 1.560 DVDs. Procassing power is provided by
a modified varsion of the GameCube's Gekko CPU
enhanced with aaditional BAM and Intagrated with a
clstom araphics chip to create 8 naat system-on-ohip
Bsttery life, a8 sver with Nintendo, Is a concecn, bul aight
haurs from afully charged battary |s considéred adequate
interestingly, 45 a standalone system GameTeanager
toesn't feature connectivity apart from a Blustooth link,
Thiz allows ad hoc gaming rabworks and communities 1o
grow. But It use as a'moblle cansole Is only half of the
siory. Also available as part of the technology is 8 home
basestation, into which thée unit plugs. This provides
power, snabiss connection 10 & monitor or TV soreén
anad provides broadband connactivity. It also houses
four wirslegs controlier parnts for a more traditional
Inving room gaming expenence.

and a brutal pac
pushas Nintenc

| REFOFF

0:19

Sony's handhsld devices feature clear screen tach;
GameTeenager, too, would feature an ultra-thin display

“

. nal
SAVID GHABEN
EREMTITR

CPU/GPU: 0.13-micron anhanced Geldc GPU and a
custoin graphics chip with 84Mb of RAM

Theoretical performance: 40m polygons/’sec
Estimated actual performance: 15m polygons/sec
Theoretical bandwidth: 5Gb/s

Storage: 84Mb of fizsh memory and 128Mb of memory,
20GB hard drive In bassstation

Networking: Biustooth connection, 10/100 Etharnst
connection via basestabon

Peripherals: four ports for wirsless controliers va
basestation

Initial manufacturing cost: GamaTeanager $150,
basestation $100

Advantages: unicjue devics; true gaming on the go;
Biuetooth connection is great Tor plavgrounds:
astablished technology

Disadvantages: high-risk strategy, compiex integration
process; extra cast of bullding i mechanical robusiness;
pasestation fsks cenfusing consumers

Likelihood: 25 per cent

Killer app: Manio on the move
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Stop the clock

magine this. You are playing a level in Blinx, You have

collected tha right time crystals, solved a few
rudimentary puzzles, done some classic platforming, and
eliminated the last of the level's anemies. But, just befare
you reach the/deal, the in-game clock caunts Up the last
few seconds 1o ten minutes, and it's Garme Over.
Frustration ensues; yuu have to do eyerything you've [ust
dane, all over again, exactly the: same, except for
fractionally quicker, No fun. | :

But Blinx also guasagﬂmpse of haw :tcwldusetm
in the comect way; it awards grades depending on the
speed with which you completa the level. It's only
implementad superficially - from D+ 1o S+ there's no real
reward, just a messure of your success that you can brag
about with soms [small) pride — but it's there. Mostly,
though, you'll st be refieved you've got there without the
ime running cut. That's the thing: racing against the clock
Instils neediess panic. You can't take a moment Lo take in
fhe envonments, plan attack, because every second you
waste is a sacond that you might need at the end of the
level = you might not, of colirse, but there's no way of
knowing that when you're halfway through. Why is the
lirmit there at ali7

Perhiaps as a thematic Time Sweeper' thing, or maybe
cross-pollination from another genre, Time does play a
crucial part I racing games, paniculary in rallying, for
example Rally Fusion and Calin McRae Rally 3. n fact,
there It's the whole poifit - the player has to get from A'to
B as quickly as possible, and then go back and do It

| quicker still, and so'an, It is you against the clock, but here
the experience is pure. It s the same the second time

through, and the third, and it is the orly thing vou have to
warry aboul. In Blinx, it is one of a dozen conceérns.,
Enemies and platforms can be defeated. Time,

Jhawever much Blinx pretends to have power over it,

cannot. The progression Is inexarable, and that inevitability
is depressing. In the 8bit era, games sat time limits
becauss the tachnology didn't facilitate too many different
ways of challenging the player. Now we've moved on, and
whils banusss for fast times are welcome, Edge believes
it's time 1o quit arbitrary time limits that push you, rush
yau, then kill you because you'ee riot quick anough
at'second guessing the level design
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Fauna magarine.
W ke to try | ot
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Tom Nook's shop allows players to
buy that must-have outfit or piece of
furniture. He restocks every day

Animal Crossing

Formmal: GameCube  Publisher Nintendo  Developer In-house  Price’ ¥6,800 (£35) Rslease: Out now [Japan, US), TBC (UK)

A nimal Crossing, Nintendo's much
anticipated 'communication game', has

no real objective save living an idyllic lite, and
your first week teaches you to | :
s A by nver,

bite, press A again). You lsam to catch

to fish (equip rod

(equip net, sneak up on
learn to comb the village for objects of value
(shells on the share, fossils in the ground
salvageable miscellany in the town dump and
at the lost property office). And you leam the
rudimentary

bug, press A), You

tion aspects too

1@ random characters
that move in‘and out of you W
And that's
because when you take any single elemant of
Animal Crossing on its own, break it down
and write it down, then it appears mundane.
In essence, the whole game is cutesy sleight-
of-hand for adults who wa be fooled, but
Gaod, when you believe, it is hypnotic,

r unigue 1o

e problem with this review

8]

dictive. The town in which you ive

&

“In essence, the whole game is cutesy sleight-
of-hand for adults who want to be fooled,
but God, when you believe, it is hypnotic”

migue, and once you
gl NOUr wanGenng around youwr
2st impossible

town it is & view it with

cynicism, or even consider it as code. It is
magical, and entiraly yours.
Your house, which you upgrade and

from Nintendk bank of loving

cantankerous characters. Your furm
avallable both In collectible thematic sets
{modemn, kiddie, space-age and so on) or
tallking point centrepieces (Link's Master

Catching a rare fish provides the player with a dilemma; should they donate it to the museum,
where they can view it in the aquarium, or exchange it at Tom Nook's shop for lots of money?
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Skeletons are found in sections. Manage 1o complete a full dinosaur (like the triceratops above) and
the museum curator will give you a brief lecturs on the significance of your find. Now that's edutainmer

sxample). You ing, designed

on a pixel grid at the town tailors. Your
museum exhibits, your fruit trees, your
collection of NES games, It is all yours, and

the pride is what keeps you coming back

Finding the right stuff is the hook. items

key to fo
c with code
trading. Provide the shopkeeper with the
name of a friend and their town along with
the item you want to send, ana he'll give you
a 24-digit alphanumeric code. They go to

their shop, type It in and receive the item you
just sent. it's an exceptionally well-executea

oe:

ground for a
And, by gc

g Intemet community.
%1 o the station and trading
memary cards with a friend, your charactar

Can visit someone else s town, admire ther
sumoundings, Lse thelr shop, mest their
villagers, and maybe have one of them follow
you home. Bits of the Animal Crossing world
leak from village to village like the sweetest

virus, and st you'll lust for the global

paliination that could happen in an

of that is a shame, as

Crossing Is a game buit on the premise of
showing off, perversely It is one that you can
only ever play alone,

xated by the fact that the

the sysiam CloCK

shut and NPCs
glandar provides

bugs appear at nl

head to bed - the game



A it
Yeah.. 1 really wish
Edge had maybe a
heated pool or something...

Villagers bitch, celebrate, complain, sing, sulk and more. Here, local blue cow suggests to Edge's
character how he'd improve the village it he could. Edge really wishes it had a heated pool, too

yearly even
d, ar

through the ar, a fishing tournament runs

ihe SNOwW Covers

the grou d in spnng the biossom twists

every Sunday through November, and so on
These are thirs

at every village throughout
the worid shares, things that give life to the
game when the passio

1 lor bug-hunting anc

home Improvemeant is starting to wane

load up the game just to see what's going on

But maybe there's nothing going on today,
which is kind of the problem

The difficuity that some gamers will have
lies in Ammal Crossing's lack of intensity. The
first 15 minutes you spend in your village
avery day are gloriously excting, but soon

the game, and it becomes

g, becauss you want to keep going
but the more you push at the boundarnies, the
more the game's imilations become ocbvious
- tasks repeat, events recccur, working
becomes a chore rather than a joy - and
you're forced to concede that thisisnota
garme lor a one-night stand. it has imitations,
sure, but love is long-term, and providing you
recognise that fram the start, you will

fall for this, deeply and truly.

frus

Edge rating: Eght out cof ten

Spotting items in other people’s houses only alerts you to the fact they exist; you can't go to the
shop and order them. But it's likely that someone on a message board will have one for trade

Name that tune

Each town has its own signature tune which rings

out on the hour every hour and is (somewhat erratically)
interpreted by each character as their greeting

It's possible to compose your own music by altanng
the score posted on the massage board by the

post office. The brightly-coloured frog symbols may

be something of a departure from traditional sonic
notation, but the system is quickly learmed and

easily manipulated.
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Thanks to ‘temporal distortion’, the sky
in Blinx's universe slips slickly from
night to day. Shadowing is poor, though

Blinx: The Time Sweeper

Format Xbox  Pubkshar: Microsoft Game Studios  Developer: Artoon  Frice: €45 Release: Out now

ctually control the flow of tima," says

Microsoft's Biinx promo material, "a
feature only possible on Xbox". A statement
s0 bold, incredible, enticing it deserves italics
— aptually control the flow of time - it's no
wonder Microsoft's upper echelons regard
this as one of the games that will sell the
Xboot, Parhaps it will, on that plece of
hyperbole alone, but it is better described
thus, "A platform game with clever power-
ups.” It is often competant, for sure, but to
see it as a saviour, or a revolution? Call in 20
vears of jumping déia vu; kill all the monsters
and get to the goal,

Like all good assassinations, begin

with the killing. The clunky combat is the
first thing that will frustrate those expecting
fast-paced thrilis from Sonic Team's Best
Pals™ Artoon, Biinx sucks up junk with his

“Blinx is better described thus, ‘A p
with clever power-ups.’ It is often competent, for

sure, but to see it as a saviour, or a revolution?”

atform game

Each of the five time controls has an
appropriate signature fitter. While you
record yourself, the screen goes green
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hoover, and spits it out as ammunition. The
smallest pleces each take two or threa
saconds to collect. Five shots of the emalic
firing system later — which, without a reticie,
sips imtatingly between automatic aim and
manual — and you're sucking again. it iIs hard
work being a time sweeper There is much
sweeping, little time

Time crystals come in five colours
Colect three of the same colour ina group of
four, and Blinx recelves a power-up that,
theoretically at least, allows him to bend time
1o your will, Yellow is slow, bius 1S pause,
green is record, crange is fast-forward, and
purple is revand. Fast-forward, pause and
slow act on time and the local environment
as you'd imagine, allowing Blinx to defeat
faster enemies or negotiata moving platform
sections. Record tapes ten seconds of
movement, then rewincs and plays it back
immediately, required 1o solve puzzles that
would ordinarily need two people. Rewind
acts on the gameworid in pre-ordained
ways, If a statue has collapsed, then using
rewind will relormm it, however long ago the
destruction happened.

That last example, the structured rewind,
demonstrates just how restricted the
temparal manipulation really is. The time
tools aren't brushes with which the player
can paint their own level solution; they're
o unlock specific doors, and you don't

The junk that Blinx uses as ammunition comes in small, medium and large sizes, but initially the
feline can only suck up the smallest pleces. Better vacuum cleaners can be bought at the shop

actually control the flow of time any more
than Super Mano Sunshine allows you to

2 plumber. A rewind s
sntial 10 get past a collapsed bridge, as a
record IS 10 do soma two-way sessaw
jumpmg. If Birnx does not have thea right time
power-ups (and there is a good chance he
WO t, since, y, he can only hold three at
once), he cannot get through that section. Al
that he can do is retrace his steps and seek

ally ve the ife

the appropriate crystals, but there is a good
chance they will be inaccessible, or already
used. They do not respawn; if they {
the: only thing to do is guit out and restart.
Complating a level without precognition

gone

nvalves ether learmmg what les a
sheer luck,

30 O

That's the thing: for a game that, if

buy into the hyps, is all about adding anather
dimension, Blinx is cunously restrictive. The

exparments a
e Imit, Wi

explore, and will ¢

gt medals. Those

seaking out the hicde
are meant to provide an incentive for replay,
but even when you've gone back to a level
2, you still have to kill all the
nd get to the exit for

and founa

ens:

Chances are you'll run out of trn

MUCH eifor

30 little jo

thernselves are mostly cleverty wound

ridors, too, albert

level

7]

sreasingly well
disguised as the game progresses
There are planty of other elementary

S include a came at

of the game yoL
and the
ch staris well

can only discover by ayir
environmental design, whi



Using fast-forward speeds everything up,
and protects Blinx with a impenetrable sphere.
It's probably the least useful of the controls

PAUSE Whenever an accident befalls Blinx -
camera twisting 80 degrees above a spike
pit, an unseen enamy hitting you with a
bench from behind, you know the sort of
time rewinds a few moments to a
en, in theory, death is avoidabile.
at idea which appears 1o work
right up until the retry positions
through a double jump, and

i tration/ i vitable.
If Blinx should run through water while CRUSHaGCRC iR I

time is paused, he leaves a static wake
behind him. When the pause time (shown

by the orange bar at the foot of the screen)
runs out, the water walls collapse beautifully




SOCOM: US Navy SEA

Format: PlayStation2  Pubiisher: SCEA  Devein

ti Price: §50 (£32)

Zipper Int

LS

Aemass: Out now [US), March (UK)

dge will admit to having expenenced
E problems trying to play SOCOM online,
in that on most attampts nothing happened
and whan they did the game's voice
communicator device didn't fee! like playing
(see Band downl Band downl). This, given
that the game is a US import, didn't come as
a total surprise but is nevertheless required 1o
ensure readers are aware that this is prmanly
an appralsal of the singleplayer game.

No, it's not unfair. Aware of the potential
merit of the offine experience, and the swift
realisation that expecting import gamers not
to act on their curiosity about this title urtil
the March PAL release is unvealistic, we
thought it appropriate to place a call to our
favourite impaorter,

Once out of the envelope, the likelihood
that you'll have the headset mic/sarphone
snugly in place before the disk tray receives
the new recruit is high. It looks and feels like
a gimmick, but then the game begins and
your three team members are talldng to you
not through the TV speakers but directly into
your ear and everything in the gameworld
sneaks up a degree in the imponance scale

As the leader of the SEAL unit cumently in
one of the game’s 12 missions you get to talk
back - or specifically, you get to instruct. The
terminology is simple (eg Bravo - steaith to -
Delta) and the list concise enough to learn in
a few minutes (alternatively you can navigate
the straightforward menu with the X button).

Use of sniper rifles is made harder than
it should due to imprecise controls.
Calibration helps, but it's still far from

thant
St opera

being the

“Don't let the angular, simplistic nature of
the visuals fool you — some serious effort
and attention to detail has gone into this”

‘Concise’ doesn't mean ‘imited’, however.
In addition to the obvious *hold pasition”,
*ragroup”, *fira at will” type commands, your
CPU SEALSs can be asked to infitrate and
clear buldings, to set or disable explosives, to
provide cover and generally daal with all of
the varied aspects missions throw your way.
At times they are very corvinging, thewr
maovement imprassively captured, remarkably
Hollywood-iike and abile to negotiate their
environment with aimost tangibie intefigence.
Yet occasionally they forget their training and
behave like bad actors, breaking cover
neediessly or ssemingly hesitating to gun
down a hostile threat barely more than four
AK-47s' length away. It's enough of a regular
occurrance to frustrate, particularly as this is
the kind of game that rewards a careful and

Your interaction within the game is done
via an action button, the function of

which ch

p g on sit
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Here, you must restrain and escort an informant back to the extraction zone (once the compound is

cleared) but it's also

considerate approach. Spending 20 minutes
choreographing your advance on a group of
Thal islets only for one of your crew's keen
trigger finger to give away your position
seems unfair, The only consolation, If you can
call It that, is that the enemy regularly displays
more moronic behaviour, giving you time to
get a shot in {though given the siightly clumsy
control system, despite the calibration
options, you'd be better off firing a few
rounds just to make sure you hit your target)
Other than the above disappointment it
would be easy to attack the game's most
vuinerable facet but don't let the angular,
simplistic nature of the visuals fool you -
some serious effort and attention to detall
has gong into this. The breath of your team-
mates in Alaska, the footpnnts in the snow,

who surrender when you point a gun at their face

blood stains from the wounded, the
comvincing nature of expiosions (and the
momentary deafness expenenced If stood
too close — not an onginal touch but
welcoms nonetheless), the excelient sonic
recreation of weapons and the realistic
behaviour of their projectiles. Al of these
combing to create an involving environmant
Litimately, it's this sanse of involvement
that ensures you put up with the
shortcomings. The draw of seeing where
your next mission may take you, discovering
yel ancther great touch in the game design,
certainly proves compulsive. As does the
continuing hunt for that elusive
perfectly executed sortie, of course,

Edge rating:

Seven out of ter



Bary 1130
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Riddah Rouge

You can play the game in third or firstparson
mode. Control, as with most of these games,
Is & little clumsy but nothing to worry about

o e b A e e ba b

DI R 2

Band down! Band down!

Edge's gl exparience of the online
game doesn't appear symptomatic of all
s trying the US import in the
Several of the magazine's sources
have played the game without trouble
(other than the odd circumstance of
online etiquatte). The broadband-onl
s a rather limited {by PC standards at
z C of game options with ju
threa main game modes - Hostage
Team Deathmatch and
Demolition, a variant on capture the flag
using a centrally located bomb to destroy
t's base. Exp =view of
pect once PAL code is finalised
While the dynamic soundtrack Is a little abrupt, the sound
effects are excellent — wait untll you hear an AK-47 or M0
being fired. Just one of the areas that SOCOM gets very right




Ratchet & Clank

Format: FlayStation2 Publshs: SCEE  Developer: Insomniac Games  Price: €40 Rploase: November 8

A T LA ETYV AN L = - —

There's almost a surfeit of character in Ratchet & Clank, from the buddy movie protagonists, to the
game's various nefarious nemeses, and indeed the loveis themselves, which are intricately detaiied

hanks in part to the unremitting advance
T of PlaySlation2, Ratchet & Clank will na
doubt shift a considarable number of units at
retail, But any commercial success will also
be thanks to a combination of bright Ideas,
high production values and the same
commitment to eliminating any unnecessary
frustrations that characterised Naughty Dog's
Jak and Daxter, with which Ratchet & Clank
shares an engine,

However, now that the recant
appearance ol a certain moustachiced
plumber on GameCube has sat new
standards for the platform genre, it's
Impossible not to be disappointed by Ratchet

Throughout the game there are an
increasingly imaginative range of tools

with which to dispatch your opg

“Now that a certain moustachioed plumber has
set new standards for the genre, it's impossible
not to be disappointed by Ratchet & Clank”

& Clank’s failure to truly engage. While Super
Mario Sunshine has the capacdity to elevate
and inspire, Ratchet & Clank feels somehow
lifeless by comparisan,

Thare's no doubiting the overall technical
agequacy of the title, Production values and
signs of the lavish cane with which it's clearly
been developed are evidant through
the deviously humorous plot to the well
worked buddy movie dynamic batween the

There's also something fundamentally unengaging about the game, owing to level design that's

i Iy R and ah

two leads; Ratchet, a surf dude bipedal
feline, and Crark, his staid robGt companion
Cut-scenes boast a professional polish and
the overall visual aesthetic is scintillatingly
varied as our eponymous heroes traverse the
galaxy, alighting on vastly different planats as
they go - all depicted with an almost
unprecedented level of visual detall.

And there's no doubting the quality of the
imagination that has gone into the design of
the game. Ostensibly a pitfall platformer in
the mode of Crash Bandicoot or Jak and
Daxter, players are actually treated to a
variety of playing styles. There's a whole
hoverboard subgame. for example, and
extended aenal or tumet-based shoot "em up
sections punctuate the action. But the real
selling point Is the rangs of gadgets and
tools that are accessible throughout the
game, either as a reward for completing
certain tasks, or for purchase using baolts,
the in-game cumency.

Acguiring ciffierent footwear, for eample,
aliows access to rai-grinding sections.

short of the rarefied heights achieved in Super Mario Sunshine

Or magnetic strips that wind deviously
through certain levels with scant regard for
conventional notions of up or down (and
allowing the beautfully detalled cityscapes to
be viewed from another perspective). While
lockpicks engender mini-puzzies and special
headgear allows access to praviously
inaccessible arsas

But the mainstay of the gama is the
acquisition of new weapons. And here's the
rub, Quite apart from refatively minor niggles,
such as an unwieldy camera, or
cumbersome controls during shoot 'em up
sequences, there Is a falling at the hean of
the gama. Although the vanous weapons are
devilishly inventive, ranging from the basic
bomb glove and blaster to decoys and
kamikaze robot bombers, they are all
essentially guns, There's no sense that you're
being given an emergent toolset with which
to interact with the gameworld, as in, say,
Ape Escape. You're just baing given different
ways to dispatch opponents. Indeed any
non-weapon power-ups are used in an
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For most of the game, Clank serves simply as an upgradeable backpack, but one or two missions
allow you direct control, including some that see him transformed into a formidable behamoth

secrets and a diverse range of difficult-to-
access nooks and crannjes. Determined

= is rewarded with skill points
and gold bolts, which can be used to
purchase even more powerful gadgets,
while completing the game uniocks a host
of supplementary matenal that Drings the

features throughout the game) to mocked
up Time' magazine covers




Star Fox Adventures

Forma: GameCube  Fublisher; Nintendo  Developer: Rare | Frice: £40

t's the stuff of 'Heat' magazine. Week by
week, the rumours gained momenturn until
it's what everyone was talking about, One of

the comerstone n

and one everyone a

in y anniversary, crumbled
outfit Rare was wooed away from its
Nintendo homestead by fiashy toyboy
Microsoft. Regardiess of your romantic
convictions on the subject, it means that Star
Fox Advenitures, né Dincsaur Planet, has
now seean its parents spiit up, and gone from
NS4 swansong to GameCube parting shot

Confus ring too. Thera's no
ar Fox Adventures is one of the
most beautiful worlds yet reaised on

doubt tha

GameCube, and the visual splendour 1S
immense. Later sights prove just as
glamorous as the opening stages: Ocean

“SFA houses logic that should be as extinct as
the creatures that roam its surface. Little is
proffered in terms of exploration, or challenge”

Often your role seems to be little othar
than a glorified PA to NPCs. Feed me this,
fetch me those. No imagination required

090

And the fur effe
and certain patches of the scenery, add a
plush, luxunous solicity to the game. Outside
of an occasionally truant framerate, there's
littles to criticise here as Rare's baroque louch
works incredibly well with no hint of ¢

However, before the namrative

fold, a vast shopping fist of
. N racks up at the bottom nght
of the screen, fusling worries that it might
turn into yet another bout of platforming
accountancy, It's okay, though, because your
progress relies more on completing lock 'n
kay puzzles than gathering preset numbers
of pick-ups. Sadly, the puzzies presented 1o
the player are wholly asining

And this is its biggest failing. Star Fox
Adventures, it would seem, houses logic
that should be as extinct as the creatures
that roam its surface. Little is proffered in
terms of exploration, or chalienge
Everything is prompted, whether with button
presses, instructions from team-mates or
context-sensitive pads. Puzzies enter the
realm nge-solution hyper-ineanty.
and regularly touch on the remedial: Fox
McCloud encounters an obstacle, and

coilectible:

finds the means to overcome it within easy,

Feloase: Out now (US), Novembaer 22 (UK)

Combat is a stilted affair and fails to spice up the bread-crumb following exploration. There
are some elaborate combos, but why bother when enemies fall just as easily with button-bashing?

nearby reach, Fox McC
It's @ mini adventure
Lazy like a fox, rather than requiring the
use of vulpine cunning, It would seam. It may
suggest that it's pitched at the younger
audience, but that wouldn't exolain away the
teer: rating on the cover of the packaging, or

K] Saves the worlg

two hits to smash open? Why are airborme
enemies, the most fn

ng to combat,
immune to lock-on attack? It points instead
to absent-minded game design, and it's a
stark contrast to the production values
avident elsewhere.

Values, such as the excellent camera and
control sys
the C-stick (w 5 used to call

Rolodex invenlory, a considerate and non-

1. The view isn't operated with

THC!

up a

ntrusive system), but the left tngger, which
positions the camera behind you. Despite

this lack of tangibility, camera problems are
generally abser
where it become:
handiing of the main character is equally
sure-footed and laudable, too.

So it's a shame that combat is such

cept during boss bat

terly dysfunctional. The

a spartan and repetitive experience. The

an ultra-poiite lock-on that's invoked

SNEVES YOUr WEapOon S
drawn. You ty fight one assailant al a
time, and the! 0 way to actively switch
between them. It's a moot point, however,
as only the targeted enemy will bothar to
attack, The others wait patiently in line like
tlemen, making confrontations feel
reserved, turn-

y flambo

ad and imited 1o

yant b -basher

pically British as
the wide range of UK accents present in

comboes. it's aimost as by

the voice acting




Previously in E98, E112
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Fox McCloud's impressive staff is not just on
display to scare the natives. You can use it to
trigger switches and stun multiple enemies

rs the 3D aspect 10 any degree of beaut
and involvernant. Comparisons to Zeida ars

redundant as, at best, it's just Zelda-iite

you'll be left with a sobriety of perfunctory

puzziing and little els ose the plural in the

tithe; thera's only

or discovery, just progression

aong a beautifu 3ight Ine. Theres

Edge ra

Every outdoor environment is subjected to an
exaggerated Zelda-style day/night cycle, where
moody, rich hues wash over the location as the
sun meets or leaves the horizon. It einforces the
fact that Star Fox Adventures is one of the most
magnificent looking GameCube titles to date.

A shame then that gameplay falls considerably
short of Edge’s (admittedly high) expectations

You're accompanied on your travalls by a
young triceratops by the name of Tricky,
prince of the Earthwalker tribe, and
wisecracking heir to the throne, He's a
bearable sidekick and he follows his simple
command list with aplomb. But it's just ane
of the features of Star Fox Adventures that
fesis compietely underexploited, he can be
used as a counterweight for switches, and
is happy to indulge in a game of fetch, but
the rest of his abilities feel trivial and shightly
dim. More teamwork betwean the pair
would have elevated the coupling beyond
the functional arranged marriage that it is.
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The Lord of the Rings, The Two Towers

Farmat: PS2 (version tested), Xbox (US only) Puthisher: Electronic Ats  Devsloper; In-house/Stormfront Studios  Price: £45  Release: November 8

ost readers will aiready be aware of the
M esteem in which Edge holds the first
instalment of Peter Jacksan's 'The Lord of
the Rings’ trilogy. For those that aren't: Edge
didn't like it. Rest assured though, that
Edge’s pecuiiar {or as we prefier to think of it,
discerning) cinematic taste won't influence
this review of the first instaiment in EA's
videogame adaptation. Parily becauss of a
desire 10 keep Edge's reviews free of any
bias, but also, and largsly, because The Two
Towers is one of the most sophisticated
videogame film tie-ins since GoldenEye,
albeit for a very different set of reasons.

It doesn't, for exampla, boast the
paradigmatic level design, or sublimely
balanced mechanics of Rare's FPS, though
the gameplay al the heart of The Two Towers
experience is enjoyable and wal wrought in
its own right. No, what sets it apan from the
broad mass of other videogames based on
films is that this playable component s but
one part of a broader expenence that bulids
on its source matenal excellentty, drawing the
player into an authentically and
atmosphencally realised retaling of the
origingl tale. indeed it is parmaps the closest
that a developer has yet come to matching
the cinematic vision of its source matenal
([even cioser than Rocky, reviewed iast issug),
and it certainly expands upon it

The better you perform in combat, the
higher your kills are graded, resulting in
more points with which to upgrade

“While the game itself isn’t groundbreaking, the
overall experience is, and as a package it's .
unlikely to disappoint — even if you hated the film”

Fans of the celuloid version will be drawn
In‘immediately by the technical briliance with
which the film has been used. The action is
framed by cut-scenes that transform almost
unnoticeably from seguences of the film itself
into EA's own digitally animated versions, and
the game closaly follows the plot of the first
two mowvies. Thus, eager fans will be able to
take a sneak preview of Frodo and co's
further adventures, which take in
anvironments such as Fangom Forest and
the homesteads of the Rohimm before
reaching a suitably dramatic conclusion at
the battle of Helm's Deep. ‘Howard Shore’s
Academy Award-winning musical score’ is
also repriged while the original cast provide
their vocal talents (see Lord of the exira
things) and locations and character models
are rendered with an alimost unprecedented
realism on PlayStation2.

Some of the Uruk-Hai prove particularly
difficult to beat, which does undermine
several otherwise well-executed levels
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The fidelity with which EA has recreated the characters, environments and plot developments of Peter
Jackson's first two "Lord of the Rings' films is both astonishing and (to Edge) surprisingly satisfying

Even for non-befievers (such as Edge),
these slements are wislded with skill to
immerse and reward the player, and in the
context of a videogame, hammy acting,
incessant music and a lack of decent
characterisation don't seem nearly as
imtating as they were in the cinema. In any
case, the interactive parts of the game
provide a solid expenence, recreating key
sat-pieces from the films, such as Isidur's
encounter with Sauron, and Aragorn’s
encounter with the Ringwraiths at
Weathertop. The emphasis throughaout is on
massive numbers of enemies and fast and
furious action. And taking the part of
Aragom, Gimli or Legolas, players can use
upgrade points to earn new combos and
Supenor Weaponry.

MNevertheless, The Two Towers is let
down by some significant flaws, Although the

design of some missions is inspired, some
levels are very poorly balanced, and the set-
piece structure results in an unnecessary
sense of stricture In places. Boss encounters,
in particutar, suffer from a slightly ill-
considered sense of pacing. But the major
crticism Is that there is a disconnection
between collision detection and its visual
representation, Undermining an otherwise
satisfying combo system. It's certainly not
enough to fatally undo the rest of EA's good
waork, but it does cause some easily
preventable bouts of frustration.

Still, while the game itseff isn't entirely
groundbreaking, the overall experience
is, and as a package it's unlikely to
disappoint - even if you hated the film.
Which is high praise indeed.

Edge rating:



The set-piece nature of the game's level design allows for some incredibly well-conceived sections,
but also contributes to an uneven sense of rhythm, and some equally badly implemented moments

Lord of the extra things

Following the feature-laden lead of the DVD
releass of The Fellowship of the Ring', EA has
included a host of extras with The T
A number are available from the outset, such as
interviews with Petar Jackson and Sir lan McKellan
about the making of the fiim and the game. Others,
such as more cast interviews, ¢ and
photography, are unlocked by playing through the
game with each character, increasing the replay
value considerably. And regular readers will be
Ardent fans will probably be tumescent with excitement at the prospect of an early glimpse of pleased 1o hear that the guality of voice acting is
scenes and settings from ‘The Two Towers’, such as Fangorn Forest and the plains of the Rohirrim much better than that of most other videogames.
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The visual effects in Unreal Tournament
2003 go far beyond those presently
supported by PC graphics cards

Unreal Tournament 2003

Format: PG Publisher Infogrames  Developer: Epic/Digital Extremes  Price. €35  Refease: Out now

T he hook Is sport. That's what they want
you to belleve, Multiplayer deathmateh

games are now being called 'e-spons’, at

568 a sponsol
upasag
massmark ming. Given the s

levels of obsession that the PC deathmatch

games have Inspired, such a reality doesn't
searm so far away. The Websites and the
players are there, all that's lacking are the
games that will grasp the audience

Epic and its licensess, Diaital Extremes,
have developed Unreal Toumament 2003

with this in mind. The maior new game

mode, Bombing Run. is most cefinitaly

aming 1o pick up ball-based sports vibes

from the players, and the staggernng v

are more TV friendly than ever before. In fact
/ narne, with its 2003 moniker,

IC wants 1o set u

exhilarating reinstaterment of the genre, and it

might just begin to realise those dreams
Unrea! Tournament 2003 has learmed

much fror struggles of 1898

The

The result is a game that is more prec

“Unreal Tournament 2003 is a game that is
more precise, more punchy, more attractive
and, dare we say it, more like Quake”

094

more pur B We

say it, more like Quakxe
Everything in UT2003 speaks of

refinement, from the interface in

vards. The

game modes have recelved some close

dattention. Domina

football with guns, Deathmatch and Capture
the Flag modes remain the stalwarts and are

ne impressive mapping

supported by sc

as good
me a moot

This level design is not always

nabled to enjoy UT2003

gither, because the singleplayer

yort with

All of the weapons support Unreal Tournament's trademark dual-fire mode. The chaingun, for exampl
now fires & slower rate of explosive rounds, while the rocket launcher can fire three shells at once

Al-col J :
game In its own nght

The weaponry has been overhauled too,
giving the player a greater feeling of control

and skill, while s

fenng the diversity of the

oniginal title, There's some amusing

On hare, INCIUGING a Nne

CIUGING a8 New sale

and a ‘Ghostbusters -

the beams’ ink-gun, Gone Is the
v verad sniper rifle, and in its place a
high-powered lightning gun, delivering a
spectacular electric bolt with precision

the tec

BS

ical trickery that mal
50 Interesting to ook at. This aesthetic
experience is dented a little by the hooted
taunts and ludicrous Americanised Net-
speak pleasingly, you can turn that off
( doesn't offer any

but then no one wanted 1o be surp

everyons

had to be comfortable and pol

It provides a shiny new ball to play with,
waell as a new ballpark to play in, making

players pleased the rules of the game have
remained the same 't be short of

pecple to play

et



The wealth of detail presented on all UT2003's
levels is simply staggering. The dynamic for
actual play, however, sometimes lags behind

ness of players is never to be

d.Int riginal Unreal Tournament

players discovered that the
teleporter could be used as aw
teleportin

2003, thanks to a delay, but a new

Games such as UT2003 are driving the PC technology B e

market, providing actual uses for graphics cards that
are presently way ahead of the available games

cting as a scout for flag and ball
carriers in the various gametypes.




While you expect trees to put up a fight, some of the smaller bushes appear to take a suspicious
amounts of speed from your car. Track design forces you to face the same decisions as WRC drivers

Damage, and particularly the way
bonnets, doors, boots and bumpers
bounce around, is superbly conveyed.
Both versions offer an anamarphic
option. (Shots on this page are Xbox,
PlayStation2 shown on opposite page)

Colin McRae Rally 3

Formal: PlayStation2, Xbox Publisher. Codemasters [Devsloper, In-house Price. 840 FRelease: Out now

he last outing in the Focus WRC
T alongside Nicky Gnst, then (rally fans wil
be aware of McRae's latest career moves
which see him split from both his current
team and co-driver). And what & fine final ride
it is. Stylishly presented, Codemasters’
promise that Colin McRae Rally 3 would get
you closer to rallying than anything before it
certainly seems to have besn kept as McRas
- sorry = vou line your Focus on the official
starting gate to mark the beginning of your
campaign: three years, six rallies per year,
seven stages per rally.

It's then on to the service area, beautifully
recreated and wonderfully detailed (everyone
has been motion captured, McRae can be
seen being interviewed by the press, etc) and
possibly only rivalled in quality by V-Rally 3's
representation. Here you can obwiously tweak
the car's handiing though you'll notice that
not all options are initially available. Getting
these upgrades (eg turbo, super light
chassis, power dampers, super maxi engine)
is & matter of progressing through the
championship. It's a great reward structure
and a way of maintaining high player interest.

“Grist’s notes flow effortiessly from one bend
to the next, an almost exact replica of when
you see him sat in the real Focus WRC"

096
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You don't get to see an awful lot of Colin himself and during service areas you don’t get involved with
the actual work being carried cut which can make you feel a bit alienated - until you're driving again

Once you're happy with your settings
McRae and Grist drive to the start of the
stage while you follow their progress on the
loading screen and then you're McRae again.
Immediately, things feel comfartably familiar,
The trademark oversteer-friendly model
makes an enhanced returm, emerging as a
natural evolution of CMR2.0's. As this s a
dual-format review, It's worth noting that a
difference betwesn the two versions is
naticeable in that the Xbox mode! displays a
slightly harsher, more digital interpratation
with Edge finding it necessary to slow down
the steering speed al the next service area in
order to compensate for this, PS2 owners
can ignore this step and immediately revel in
the best consale rally physics model around.

As with the preguels, its superiority lles In
the way it involves the driver and the detailed
feedback you gel from the varying surfaces
the vehicle is made to negotiate. In fairness,
joypad vibration could be applied maore
liverally (stopping short of the excess avident

in WRC Il Extreme — see p102) but even
when used this faintly you're never left
wondering what the whesls are up to.

Compieting the ilusion is the best set of
pace notes Edge has had the pleasure o
listen to. Having Grist record them individually
for each stage has made a substantial
difference — where WRCH's monosyllabic
delivery gets the job done in an abrupt but
functional manner, Grist's notes flow
effortlessly from cne bend to the next, an
almost exact replica of when you see him sat
in the real Focus WRC.

The lack of a licence has its drawbacks
(McRae, Grist and the Focus are the only
official 2002 elements in here) but it does
allow for the inclusion of non-WHC stages
such as the Japan and US additions to the
otherwise usual list of ralies found in
Codemasters’ franchise. It also frees up the
developer to create Its own track designs

and imaginative and brave they are tog,
delivering as wide a range of hazards as



SETANT RALLY

h nothing
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Attention to detail is beyond criticism = on dusty rallies the air intake on the bonnet becomes
increasingly dusty (left). Dust plume effects are good, but not as good as those in WRCHI, though

Pravioualy In E111, E115

I N

You're limited to three views and while the in-
car view works admirably, it's a shame to have
last the superb equivalent from previous CMR
games, particularly as It would add to the
already considerable sense of atmosphere

Whiie CMRA3J doesn't have access to the
official 2002 WRC cars it does offer some
familiar faces dressed in new decais.
Furthermore, some interesting mocels
show up every time you win a rally (above)
so the final selection |sn't as restrictive as it
initially seams. Other than the main game
mode, both versions offer single stage and
multiplayer options (twoplayer for PS2, and
two more on top for Xbox owners). With
the exception of handling (see main text)
differences between the two versions have
been kept to a minimum (even visually)




Dead to Rights

Format: Xbox  Publsher: Nameo  Oeveloper: In-house (Namco Hometek) Frice: §50 (£32) Feleass: Out now (US), TBC (UK) Proviously I E101, E112

corrupt city, a

IDCKS

enamy, and X pulls the tngger To

compensate for the simp Dead to Rights

o, and defaating e

Level three sees the victimised cop imprisoned
on death row. Making an escape requires a
winning series of improbable fist-fights

 use one of th

disarm 1

0N a nearty o

These are cinerm and brutal wa

disposing of enemies, and add to the

ne's B-movie feel, There are

sachions of pure hand-to

wWhic!

Fatal distraction

is what the game
. . e e
gcause there E \ : - ! | Dead fo Rights isn't afraid to tear the player
away from their punoh/kick/shoot
expectations. One section of a level
alternates between an on-ralls saction with
you gunning down people in a helicopter,
and a bomb defusing mini-game where the
obiject is to guide a pin through a cylindrical
maze within a time limit and without it

The camera proves unwieldy, although the auto
targeting makes it less of a problem. It's at its most
frustrating in confined spaces - parts of a later level, touching the sides. Another has you
set onboard an aircraft, will irritate many players playing Jack's dog, Shadow, and sniffing
out bombs placed around a buillding
And the rhythm action pole dancing, where
the player tries to distract thugs away from

the game's hero, is poorly executed but
siily enough to amuse

Dag




Red Faction |l

Fomat: PlayStation2 Publishes: THQ  Developer: Volition

£40 Hsises=e- November 15

Freviously in E112, E118

gunring oo
you happen
Upon a mo Ir unit. But it's not just

n climb

| you to

itior from foot to cockplt 15

anc

strategising is far-fetched. Wh

chunks out

while, it palls towa

ha end of the ¢

If anything, the game Improves when you don't have access to weapons of mass destruction such as
the Nanotech Grenade Launcher. Life is more tense when you only have the Military Assault Rifle to hand

Strap yourself into the mobile armour unit and
you can cause serious mayhem with rockets and
machine gun fire. Shallow but very entertaining

Custom cannons

it may fall short of the greatness that drips
from every pore of TimeSpiifters2, but Red
Faction I still offers some great multiplayer
fun. Framerates remain reasonably slick
and steady, even in fourplayer mode, but
the game also delivers a great deal of
customisation to gamers. Bot
‘personalities’ can be created by setting
variables such as aggression and tendency
to camp levels and you can even give them
a favoured weapon. It's also possible for
you to team up with, or against, teams of
bats with friends in games such as
Bagman, Arena and standard Deathmatch
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World Rally Championship Il Extreme

Faral: PlayStation2 Publisher: SCEE  Devaloper: Evolution Studios  Frice: 040  Helease: Novermber 20

Previously 0 E115, E116

1ECT busien - apsiors |

The pace notes, compared with CMA3's are
quite robotic and lifeless. Also, they occasionally
get called way too late which can be a problem

Silly extremes

While the licence naturally restricts what
Evolution Studios can do with the game
content, there are more options on offer
here than in CMR3. Of particular mention
are the Challenge mode and the Extreme
version of the WRC cars (effectively turning
them into the modern day equivalent of
Group B, 700bhp monsters from the mid-
'B0s) that becoma available. Try thess out
on the game's extra (fictitious) courses for
some very silly, very enjoyable moments.

o e, A

Finally, the rally crowds have been sampled and
their fog horns (or cow bells in Sweden) add
much to the atmosphere (and they react to you,
too). An anamorphic mode is included, as are
twoplayer splitscreen and muitiplayer options

ooking like a playable version of the new
L Channel 4 (and usual Eurosport) WRC
coverage, Evo cond hitempt
at taxking the videogame rally title from
Codemasters' Colfin McRae franchise (see
pB6) looks stronger this year. Thankiully, it has
also altersd significantiy since Edge last saw
It (sce E116). It's now more ck to
continue where last year's WRC left off, rather

than attempting to dumb down the content in
an attempt to secure a wider audisnce - the
licence will do that, after al

What does it do better than Colin, then?
Well, the most obvious aspect is the stage
design. Basad on the real thing, WRCIl's rally
segments are demanding but never fail to
deliver exquisite moments of rally action
Furthermore, the sense ¢

without rival - try Monte Carlo, Argentina or
Greece for a vertigo-inducing axperience -
while the draw distance ¢ L ) iImpress
There's a better ction of cameras, too

including a superb TV-style, in-car option
(though all intermal vies ve an abating
affect on the sense of speed), maore confident
engine sound (apart from the Focus) and

mechanical fallures ssam more N

(through aural and/or handling alterations)

Conversely, WRCII's physical damage
Implementation 18Nt as convincing as
CMR3's and during crashes the weight of the
car isn't properly conveyed, destroying the
liusion the game's other elements have
worked hard to achieve. The handiing modeil,
while perfectly acceptable after an initial
period of acclimatisation (it's werth noting that
as in 2001's WRC things improve g
the addition of a force feedback wih
doesn't possess the breadth or delic
that of CMR3. in addition, trackside objects -
particularly barrers — fsal unfairly punitive and
the overall environment tends to feel more
ing

y with

picky you
is so well presented the podium sequence s
again dreadfully unewarding and the service

could point out that for a game that

areas between stages are a littie sparse and
possess littie in the way of atmosphere {the
rL;I"I"I=!'Ig clock for repar time s a nice touch
but otherwise CMR3 or indeed, V-Rally 3 offer
superior representations)

Certz
attemp

iNly an mprovemant

over last year's

not that different it

, and w
does at least represent the obvious purchase
for those keen to recreate the overall
WRC experience in their living room

Edgera Seven cut of te




Rally Fusion: Race of Champions

Format; PlayStation2 (version tested), Xbox, GG Publizher; Activision  Developer; Climax Motorsports. Price: €40 Helease: N k

15(PS2), N t

22 (Xbox), N

ber (GC) Praviousty n E112

iven the road it has chosen to travel (that
G of the arcade rally experience), it would
be unfair to expect Rally Fusion to rival reality-
based heavyweight contenders such as
CMRS and WRC Il Extreme in a straight race;
That's not to say it would be left stuck in
neutral at the start gate — certainly technically,
and particularty in terms of car modelling,
Edge would expect to find Climax's effort at
the top of the leaderbcard, Fusion's battle, as
it pulls up alongside RaliSport Challenge (see
E109) and Shox (E116) and throws them a
cheaky wink, lles elsewhare though.

What Fusion has on its side is content.
And structure. The licence to the Race of
Champicns event, an end-of-term meet
{currently) in Gran Canaria for drivers of
differing rally categories to go head to head in
a super special stage, has resulted in an
enjoyable but brief competition offering some
very close racing as you become increasingly
farmiliar with its single track (the knock-out
nature of the proceedings can seem a littlie
unfalr at imes). Yet the RoC mode is a mask
—a foot in the door of the otherwise exclusive
world of the big console racers for a very
competent contender that wouldn't have
secured a look in without a licence.

The main game is to be found in the RoC
Challenge option, a seres of events spread
around the globe for you to tackle. The
variety is more impressive than that of
RaliSport, with hillclimb, rallycross, driving
challenges, relay races and single rally stages
making altemate appearances (occasionally
in different gameplay guises) and the game is
structured to entice you to open it all up.

There is one significant criticism, however.
The handling model fails to match the guality
of the game's other elements and as stich
causes it great damage. lt's not as
understeer-fixated as Edge found it to bein
preview code but it hasn't gone enough the
other way, meaning vehicles stick
unrealistically to the road and plenty of
handbrake (more than any other recent rally
game) must be used to get the back end out.
When it does, it tends to snap into overstesr
and feels exaggerated resulting In a contrived
sffect. Matters certainly improve once access
to the more volatile class-A cars becomes
available but even then the handling robs
miuch of the game's vivacity. Yet while it's
certainly a sizeable dent, it's not one
significant enough to completaly
damage an otherwise great chassis,

Edge rating: Seven out of ten

Physical modelling (including the way bodyparts behave) is among the best seen to date, easily matching
that of CMR3 (p96). But changes in road surfaces aren't as well conveyed as in, say, RalliSport Challenge

oR0273

The twoplayer version (four for Xbox) keeps a
surprising level of detail. Co-driver duties aren't
as impressive and don't feel as natural as some
of the competition’s equivalents but having the
pace notes fly out of the car can prove interesting

Shox treatment

Initial Impressions aren't favourable. A
limited sat of options (no anamorphic, 60Hz
or surround sound, for instance), clumsy
menu progression, even the wrong choice
of typography give the game a spiit identity
— it clearly tries to cultivate a genuine
arcade environment while hoping to out-do
EA's presentation, but Fusion just doesn't
have the spead to overtake that particular
department of the world's biggest games
publisher. Still, content saves the day.
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Street Fighter Zero 3 Upper

Farmat: Game Boy Advance Publisher: Capcom  Developae: Crawfish  Price: ¥4,800 (£€25) Release: Out now (Japan), November 28 (UK} Freviousty i E102

ero 3, reviewed in EGS: "Ultimately just another

reiteration of an ageing blueprint,” began § jaded
Edge. “Maddeningly playable.” it finished, In love all
over again. Rumours of development trauma didn't
bode well for this, the GBA conversion of the Upper
Upgrade, But from the first dragon punch it's clear that
this is a stunning plece of craft, as good as the console
equivalents in every way that matters, and exceeding
them in others - zero loading times, for example. The
four-button limitation is dealt with efficiantly; evervthing
can be reassigned, with medium blows defaulting to
simultanecus taps of light and heavy,

Besides, the calluses don't come from poor
controls, They come from being unable to put the thing
down; from practising for hours, and only scratching
the surface of a game that Is as deep as it is difficult as
itis fast. It's testament to the GBA'S power that it can
cope with the most furous moments of Capcom's
fighter without missing a beat, but it's also a tribute to
the talent of the team which has harnessed that power.
Crawfish's work proves that development hell can birth

Dragon punches are easily executed after
an initial period of adjustment to the GBA's
controls, though some players may have
problems with the light punch on the left
trigger. Reconfiguring takes moments;

beating the game on level eight takes longer excelence. | also shows that, refteration or not,

maddeningly playabie games don't age.

Eight cwit of ten

Edge rating:

Super Mario Advance 3: Yoshi’s Island

Format: Game Boy Advance Publisher: Nintendo Developen In-house  Frice: £30  Release: Out now

uper Mario Advance and its sequel both had their

S inal console incamations before Edge's time.
The third in the series of handheld ports, Yoshi's Island,
iz the first that Edge has looked at before, back in E26.
The GBA version is aimost identical, and shows off the
design that sets Yoshi's Isiand apart from run-of-the-mill
Marnio imitators. The Super FX effects are effortiessly
incorporated into Mario Worid-style platforming, while
the visuals are sumptuous, the zenith of 16bit beauty.

The level-based linearity may be weaker than Super
Mario World's world, but the rewards for collscting
everything on a level compensate, encouraging
persistent replay. And replaying it is a joy, regardless of
whether this is your first time protecting Baby Mario or
whether you managed to save him seven years ago.
People complain about the slew of ports on the GBA,
that publishers are failing to take advantage of the two-

]

dimensional renaissance, bul when the games are this
good, it's difficult to complain with any real forca.
Yoshi's Island will introduce a new generation of players
to platform creativity, and in an Industry that
uncomprisingty rejects archival works like

MAME, it shows how important history really is.

The major depature from Super Mario
World's pure platforming is Yoshi's ability to
consume enemies and spit them out at an
angle of the player's choosing. Eating
malons makes the tiny dinosaur fire seeds,
while other power-ups turn him into a
helicopter and a tunnelling machine

CesTeesy

vy

Edge rating: Eight ¢
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The making of...

Asteroids

In the late '70s, space invaded videogames. However, while Japan
delivered wave after wave of alien intruders, engineers at Atari's US
HQ began to toy with less animated foe. And so a legend was born...

Origin: US
Croginal releass date: 1979

EDGE #117



han Atan released Astemids

n 1979, the game did

something that very few
coin-operatad arcade games had ever
done before, It kept seling. Months after
its iInfroduction, when the sales cycie for
an arcadle game should have ended, its
manufacturer kept recaiving orders

Maore than 70,000 units were sold

generaling revenues of $150m (E97m)
for Atan, and no one knows for sure how
many cong the rock-soittng dhversion
sucked up, but Alan astrmates € made
more than $500m [£323m), Although
orders have tapered off, the games
legacy ives on with innumerable arcade,
home, and Web-based adaptations. This
obsassion, close to'a quarter of a cantury
o, owes its success 1o Atarl progranmimer

Ed Logg and a game that never took off

From failure comes...
With the success of Super Breakout
Leagg had established hirmsalf as a Super

Duper Game Guy @it the titie on his

current business camd). Lyle Rains

he director of Ala's CoIN-0p group
nesdied Logg's acvice, The company was
testing a game that leatured a giant
asteroid which couldn't be destroyed

et thal chon't deter players. They kept
shooting at the rock, According to Logg,
"[Rains] fedt that if people kept shooting at
& Mmaybe they reasy wanl 1o Diow up
asteroids. He said, "‘Well, why don't we
have a game where you shoot the rocks
and blow themup?"

However, Logg was lookargg for a littie
more strategy, He responded to Rains
suggestion: "I'd really ke to shoot (he
rocks and bresk them into smaller peces
because that way the player wouldn't
shoot everything, he would selectively
ok He doasn't want 10 just randomiy
shool because then you would have too
many mcks fiying around and it would be



g

Logg created his own font using the game's
vector graphics, taking care to ensure that
certain profans combinations of letiers
would not register on the hi-score table

too damn dangerous.” Logg knew that
shooting rocks wouldn't be enough:

“You needed to do something, otherwise
the player would just fly around and leave
ona rock on the screen and there's no
impetus to get you moving.” Having seen
fiying saucers in the game Spacewar!,
Logg suggested that they introduce a
sirmilar flying saucer to chase the player
on to the next round.

The next consideration was the
graphics format. “[Rains] wanted it on
raster and | suggested XY manitor
because it's higher resolution [1,024 x 760
versus raster's 320 x 240] and you need
that resclution to see what angle you're
shooting at. | was familiar with Spacewar!,
the original vector game, and so | knew
that the: high resolution was reguired.”
Since Logg was on a streak with great
Ideas, Rains gave him the green light on XY
monitor and everything else. Logg was
dubbed Asteroids’ programmer, project
leader and artist. Also present in that first
meeting was Howie Deiman, who joined as
engineer, and then Paul Mancuso joined
the: team as the game's technician.

Pain-free processing
Although developing coin-op games in the
'70s was a laborious process, thanks to
the complexity of the 6502 CPU,
programming Asteroids was surprisingly
pain free. The basic underying routines for
the existing XY hardware had already been
used in Atari's Lunar Lander.

One game slement that evolved after
the initial Asteroids mesting was the
division of the big saucer and the small
saucer. Logg wanted two saucers with
different roles, “The big saucer would come
in: *Shoot me, shoot me.... 'm st gaing to
take a few random shots.... I'm cannon
fodder.”™ The small saucer would amve
after three big saucers. Its firing would be
more focusad than that of the big saucer,
Throughout garmepiay, the two wouid
randomiy switch appearances. Afttain a
certain score and you'd only see the small
saucer. “Once your score got higher and
higher the saucer would come in and
shoot faster and taster and faster and
faster until you reached some madmum
lirmit,” says Logg, “[Reach that limit and]
the spaceship is probably coming in as
fast as he can, he's shooting as fast he
can, and there's an angle range that he
shoots you at and it slowly decreases until
he s extremely accurate.” Asferods
maxes out in complexity somewhere
between 40,000 and 60,000 points:
Logg has reached that range and
beyond. He's taken the machine to
99,999 points.

“Experts wanted to lurk and show off. Others wanted to imitate the
masters and learn to lurk. No one knows for sure, but lurking may
have been the factor that kept the game in play for so long”

EDGE 17
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And... success

Adfter only two years of programiming
games, Logg had already witnessed
patterns within Atar that hinted at a game's
Impending success, "I could tell when late
in the project people would come in and
bug you: 'Can | piay the game now? Gan |
play the game now?' Cr you'd leave for the
night, come back and the hi-score table
would be full." Whike all were good
indicators, accoades from fellow engineers
are raraly good predictors of market
performance. The garme needed real-world
testing, which it got in Sacramento,
Calformia. Logg describes the first time ha
saw a nommal person piay his game, “First
guy just walked up to the game, put a
quarter in and died instantly. it must have
been a 15-second game. And he tumed
around and put another quarter in. And for
me that was ke, 'Okay, | know now that
this game is okay.' Usually when people die
after 15 seconds they say, ‘Oh shit, the
game's too hard," and walk away. But in
this case, it was clear to me that the player
sajd, 'l screwed up, | can do better.” And
that's what you want to see in a game.”

The lure of the lurk

“The initial game design was sst up so that
as soon as the saucer came in he would
take a shot," says Logg. “And most pecple
would hear the saucer sound first, and try
to locate him. By this time of course the
saucer has already taken a shot and if you




weren't paying attention or uniuicky he
could nall you before you even had a
chance to do anything. So it was feit, and |
agreed, that the saucer had to wait a little
while before he took a shat at you. This
openad the doars to the whale lurking
strategy.” Logg wasn't oo concamed,
since he tied to master lurking and was
unsuccessiul, so he felt nobody could do
ft. But that ‘delay before firing’ did resultin
the development of lurking, and Loag finally
figuredreut how to do it himself

Payers used lurking to impress ther
friends. Operators started to complain
about lost revenue. In response, Logg and

his teamn created a new ‘lurk-imiting'
EPROM (Erasable Prograrmmiable Read-
Only Modulg) to replace the old one.
Asteroids fans soon redlised that some
machines were harder than othars. If they
came upon a machine with the new
lurking-disabled EPROM, they'd move on
to-anather machine. Experts wanted to lurk
and show off. Others wanted to imitate the
mastars and lsarm how to lurk. No ane
kniows for sure, but lurking may have been
the factor that kept the game in play for
such along time.

The extra-life crash
Get good encuah at Asteroidls and the
game siows down; L.ogg had no idea that
players were going 1o cap his resources.
it's a programming emor that Logg admits
10, “l should have limitec the number of the
player spacestyps to ten or something. But
| drewv 50 many across the top of the
screen and | kept drawing them off the
edge of the scresn that the game achually
siowed down.” Build 50 to 100 lves and
the game will begin to craw

Coliect more than 250 lives and you
may loss your game. it's the fault of the
machine’s watchdog circuit, To stay
operational, coin-operated arcade units
need a periodic response from the
program. The watchdog circuit tells the
machine that the game is stil working.
It too much time passes and the
program doesn't receive a responss,
the watchdog circuit will think the game’s
dead and it will rsboot

A M

the making of...

Logg dafinitely yearns for the arfier
days of game developing whers e orlly
dealt with one or two people instead of 30
and it only took a few weels instead of a
year and a haff to develop a prototype. He
stil develops games today with the same
group of developers from the late "70s -
now known as Midway Games West.

At the end of this year, the team wil
release O Muto, a character-based
action adventure game for the PS2, Xbox,
and GameCube.

Asterics has been a major part of
Loggs life, He used to play the game in his
sleep, When he mentions it to people, he
often gets the response, "0h, so you're
respensible for all my lost milk money.”
Logg, however, doesn't accept
responsibdity. That's not to say he
wouldn't give Asferoids credit for his
mamiage: n an odd twist, before he ever
met his wife, she aiready owned a
COin-op Asferoids N her home.

€EDGE 7117

Yes, sarly art design really was this basic.
Although the concept was simple, the extra
level of strategy introduced when asteroids
split apart made Logg's game compulsive
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Where

e a lie down

Edge's expose of rhythm action (“The very idea of

big. Edge was the first magazine to sec a naw genre seemed unbelievable... heaven knows

mpossibly shy Rare for ten years. "So what's the where it’'ll end.”) was more of a surprise, as was the

lead revelation In the news section, "PS/NE4 Beater

ked issue EB3, the question coming at the

B7-word erfine. But it wasn'ta Unwveiled At VM Labs" ran the story, with a screenshot
of Minter's “Cnline Oving" demo, and a ploty

of a verbos

urm's Microsoft's rumeours,
17" on the British dew

¢y of the next millenn

005
ng last word goe:
at Davelop! 97, “Wa necromiancers of the "Wired

nstead a “how do they do Atari employees grinning through their beards. But the

track record of quality. The Stampers weren't rev o Eugene darvis, eulogising producers

mch, though, playing the inteniew with caution, What

g in five years? “Pretty much generation t

did they expact to be doir the life into the dead pixef clay.”

the same thing," replied Chris. Only on Xbax, naturally, Right. See what hyperspace does to your head?

DI THE SAY THAT?
‘We are working on the game of the millannium, Interested?™
declares Confounding Factor's recrutment advert
Which millennium would that be exactly, Toby?

Y REALLY

*New Genre Alert!” A rars exclam miark on the cover reveals
Edge's excitement at discovering rhythm action.

EENS (AND RATINGS)
; Biade Runner (PC, 810); The Curse of
{PS, &/10); Pandemonium

1 (PS, 7/10); TOCA Touring
fprising (PG, B0y, Sonic R
hempionship (Saturn, 5708 A Japan
#10); Dead or Alive (Saturm, 810}

Mar..;e_v Isiand (PG, BAL
2 {PS, 510}, Coal Boarder:
{ 8105

1. Bust-a-Move, leading the
way for rhythm action. New
genre alert! 2. Blade Runner:
the last great point 'n’ click?
3. The Stampers survey their
estate, watching the skies
for intruding journalists

4. Jeff Minter's original Nuon
demo. Anyone would think
he's obsessed with sheep

5, Dead or Alive: simply the
breast back then & The
‘Daily Star's virtual girifriend,
Glamegotchi Jo Guest

T893 B3 S0

Ovine

Online

Vialet Berlin,

gar. This month

= Watching pictures of the stampsr brothers
mbers biagging:a rare game

handing over the keys to their company to Microsoft
at X02 in Seville recently tock me back to earlier
times, places and consoles. Reporting the first
glimpse of the N&4 from Japan, buzzing after playing
Mario 64, | got talking to Tim Stamper and his fellow
Rare-ites, about other gaming greats. They raved
about an RPG on the newly-defunct SNES, called
Chrono Trigger. Then they sent me a copy.

When a design team go out of their way to get
you to play a game created by another developer,
you might expect that game to be very special, but |
didn't expect it to be so very subversive.
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Never has a game shocked me as Chronio
Trigger did. Not with gore, or violence, but by having
an intelligent story, and by tuming gaming cliches on
their head. | won't spoll it, but let's just say that, an
hour or s0 into the game | entered a courtroom. The
trial there so stunned me that | Instantly restarted just
to see what would happen if I'd played the game ina
slightly different way. Twice.

It's a self-aware game that seemed to be aware
of me too, And whereas people think of it as an early
RPG by Final Fantasy houss, Square, as far as I'm
concemed it was another great SNES game
brought to me by the mighty, mighty Rars. =




T2

FAQ

Guy Wilday

the first game appeared in 1998 and
having just put the finishing touches to the
third iteration (p96), Wilday and his (substantial)
team are probably already working on modelling
the Xsara (after McRae's recent signing with
Citroén for the 2003 WRC season).

| ooking after the Colin McRas licence since

What was the first videogame you played?
The first videogame | can remember playing was
a homebrew Pong kit that my Dad built. Simple
but immediately addictive.

What was the first computer/games machine
you owned?

The first computer was an Apple Il. | can
remember my Dad buying it to do his accounts
on but | don't remember it doing much
accounting. Games | specifically remember
spending lots of time on were Choplifter and
Wizardry.

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

| can remember writing a Breakout type game

for the Apple I. | really just used it to try things
out rather than atiempt full scale projects.

What was your first job in the industry, and
what was the first thing you ever designed?
My first job in the games industry was at
Codemasters where | was employed as the
producer of Colin McRae Rally.

What's your favourite game ever, and why?
My favourite game ever has to be Super Mario
64. | remember being completely addicted and

This really varies depending on the stage of the
project. The past few months have been pretty
intensive so there has not been much time. But
I'm taking some time off to catch up on
everything that I've missed. When 'm into a
game |'ll usually play it into the early hours.

What's the first game you look for when you
walk into an arcade?
Still always look for a Defender machine. Loved
mastering the cantrols,

What's your favourite book, album and film of
all time?

William Gibson'’s 'Neuromancer’, 'Synchronicity’
by The Police, and 'Blade Runner’,

Which Website do you most regularly visit?
Probably the Oakley Website (www.oakley.com).

What game would you most like to have
worked on?

| thirk Metal Gear Solid would have been a cool
game to have been invalved in. Very different
from what |'m working on at the moment.

|

bf all the game you've been involved in in the
past, what's your favourite, and why?

| guess it would have to be the original Calin
McRae Rally. It was the first game that |
produced and guess that's why its so nostaigic.
Everyone on the team was completely new and it
was the first time we had all worked together. .

What stage is your current project at?
The game Is finished and was released on
October 25 on PlayStation2 and Xbaox.

“I'd like to see more development of audio in games. It would
be great to hear more cinematic audio during the game”

playing for a couple of hours before going to
work as well as long into the evening. | can't think
of any game before or after that has captured the
magic you get while playing through it.

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

It's been pretty busy recently finishing off Colin
McRae Rally 3 so there has not been an
encrmous amount of time for other games. Last
game | really spent time with was Luigl’s Mansion
which | really enjoyed. Still love the nervous
whistling and humming.

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

hich aspect of it do you think will impress

layers the most?

hope that people are impressed with how we
Ihave improved the visual lock of the game. The
enviranments are more detailed and the cars
more realistic than we've ever done before. Yet
the araphical design and interface is clear and
simple. | like the contrast.

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

I'd like to see more development of audio in
games. There is always a driving force pushing
the visuals but the audio seems to maove at a
much slower pace. it would be great to hear
more cinematic audio during the game.

What disappoints you about the industry?
Like the film industry, there is a much greater

ifocus on tried-and-tested formulas rather than on

innovation. It would be great to see more diverse
and inventive games

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

It’s great to be part of an industry that's evolving
s0 quickly. It has already become established as
a staple entertainment alternative and it will be
fascinating to see how this develops.

Whose work do you most admire?
Miyamoto's obviously but also the work of
Masaya Matsuura, the guy that created Vib
Ribbon. It was just such a clever and original
idea. | love the fact that you get new levels just
by trying another audio CD

What new gaming platform are you most
looking forward to?

Probably the new backlit Game Boy Advance at
the moment, but I'm always interested 10 see
what Nintendo is going to do next.

Videogames: Art or Entertainment? Discuss

| think the answer has to be that they can be
aither ar both. Just as films aim to entertain but
can also be seen as art | feel the same about
games. Some films aim just to entertain and
others are a visual spectacle. The ideal is to have
both and many of the great films do this. | think
the same applies to games. Most games aim
purely to entertain but a few could definitety
provide aesthetic pleasure as works of art.



| live in an environment where unfortunately
gaming isn't socially accepted. Not that | have ever
been subject to any discrimination or told off
because of my hobby, but | can always feel my
friends’ (particularly female ones’) contemptucus
aftitude towards videogames. But a short while
ago | went on holiday to ltaly with several friends
where we had rented a beach apariment. As I'd
had some good experiences with non-gamers
amang my family playing Samba de Amigo, |
decided to give it a try and bring it to ltaly. | knew
the risk was big; | mean, carrying the console, the
maracas and all the stuff needed for the game and
to try playing that thing with several non-gamers
could have ended in disaster. RedEye's essay
about playing Mario Kart Advance in the pub came
to my mind.

The first night we were In our apartment, as
vodka bottles were opened after supper, |
unpacked the DC and showed the maracas to
everyons, Their reactions were incredible: five
minutes later my friands, most of them women,
were arguing with each other over who would gst
hold of the maracas first, They even asked me to
organise a Samba mesting back In Switzerland. |t
was amazing — as if gaming hasn't never consisted
solely of The House of the Dead-style splatter
action; as If every stupid cliché had disappeared,
well, as if gaming was alright. They also asked
questions about other ‘dancing-stuff',

These games-despising peopla were just
standing there enjoying themselves in front of a
telly. Suddenly one maraca broke as a gir, trying
hard for a pose, smashed it into the wall. The party
was over with @ bang. Then they just asked me to
order a new one so we could keep shaking
ancther time soon. | couldn't balieve what | was
hearing. A few days after that | invited the same
friends o have dinner in my flat, As they amved,
several conscles were just lying under the TV Their
eyes gazed across my living room and suddenly
they noticed my Dreamcast with its standard
gamepad attached. With a big bright smile the
same girl who had broken my expensive imported
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maracas shouted at me, "Oh, you haven'’t got the
new ones yet?" At this moment | realised how
great Samba de Amigo really is, what power
actually underlies its entartainment — a power that
very few games (if any at all) possess. It fascinates
all audiences, breaking the gender and attitude
barriers that are preventing videogames from
penetrating further in society. For developers,
perhaps it's time to rethink all this guns 'n’ cars
siuff, to open new ways and to offer new
entertaining possibiiities that everyone can enjoy.
Adrian Crespo

You're not the only one with tales of late night
Samba-inspired gaming sessions with nor-gaming
friends. Currently the problem seems to be that the
industry isn't doing enough to let non-gamers
know that these sorts of videogame experience are
available - which is paernaps why average "guns 'n'
cars stuff” continues to outsell more inspiring titles
such as Samba de Amigo.

After reading Edge’s response to David
Dahl-Hansson (E114) | pondered the prospect of a
price reduction and what this could mean for an
underachieving industry. If software prices were
around the £20 mark, as Edge suggested, interest
in videogames would see the largest upheaval
since the intraduction of PlayStation.

And there’s also the matter of what affordable
software pricing would do for originality in games. If
| wander into a record shop | frequently find myself
taking a chance on a CD that |'ve never even
heard of. But equally frequently | leave videogame
shops empty handed because of my reluctance to
pay the ridiculously high prices. I'm simply not
prepared to take the risk that I'll be disappointed
when paying such high prices.

Essentially | end up buying the genres | know
| like — which is the curse of this industry. It
inevitably deludes publishers into thinking that this
Is what gamers want. If software prices weren't so
high then I'm sure that | along with many others
would be willing to take mare risks on a game that

| might otherwise have overlooked. And as
gamers snap up these more obscure titles,
publishers would be able to create new franchises
and IP. So if the videogame Industry really wants tc
play with the big boys, it will have to introduce
cheaper prices

Matthew Thompson

After a quick scan on the Web for up and
coming gamss | realised that as we all mature and
grow old, we have all become a bunch of skinfiint
misers. Why do | say this? Because | read an
editorial piece, on various Websites, that some
organisation wants o hold a games boycott week
where no one buys any games because they are
50 hideously expensive. That got me reminiscing
about how cheap games were whan | had my
Amstrad CPC464 and my college had a Sinclair
Spectrum. Then it clicked. No matter how cheap
games are, if thay are easy to copy then they wil
be copled. | am the perfect example of this as |
miyself copied various £2.99 games from my fellow
CPC464ers because all | needed was a twin tape
deck. As CD copiers and their ilk get ever cheaper
the only way that you can prevent piracy is to go
the Nintendo route and create your own medium,
This all brings me to the long-debated point of
lower-priced games. The truth is that we have
never had it better when it comes to game price
points on all platfiorms. That Web scan | mentionet
earfier yielded Super Mario Sunshine for £32.99.
MNow considering that | paid £50 for Legend of
Zedda: Ocarina of Time and a massive £53.99 for
Super Strest Fighter 2 it would look like games are
getting cheaper not only in actual price but alsa in
real terms. So why all the complaints? We've
grown up with videogames, we earn more (| speak
for all but me) and they represent an ever
decreasing amount of our manthly or annual
outgoings. So lets all enjoy the fact that we can ge
Super Mario Sunshing for less than the retall price
of the new WaveBird control pad (£34.93, |
checked at Live2002)
Anon

“| frequently leave videogame shops empty handed
because of my reluctance to pay the high prices. I'm simply
not prepared to take the risk that I'll be disappointed”
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See p12 for Edge's report on the Fairplay
Campaign. As far as the relationship betwesn
pricing and piracy is concerned, intellectual
property specialists are apparently comvinced
that there isn't one (though it's difficult to argue
gither way). But it's also worth pointing out that
alithough games are indeed cheaper than they have
been in the past, they're still perceived to be
axpensive by mainstream consumers — which is
one of the reasons that the audience for
videogames has remained relatively small
compared to other forms of entertainment. Mot
everyone has the time or resources to conduct
Web searches for cheap prices.

The times when computer games were
largely overlocked in the mainstream media look
set to end as Acclaim’s recent publicity stunts filter
through to the red-top tabloids.

Just recently we have witnessed centre spreads
in “The Sun’ newspaper of a very different kind
thanks to the publishing company’s desperation to
plug sub-par titles. Turok Evolution, for instance,
was featured as a 'Dear Deidre...’-style photo
casebook, with Tal'Set the prehistoric hunter trying
to get to grips with modern times.

This was soon followed with news stories of five
unfortunate/lucky saps/people (delete as
zpplicable) who tock on the moniker of the famous
dinosaur hunter for a measly £500, an Xbox and
copy of the game. Most would think the souls who
did this sold theirs for too low a price and the
media's portrayal may further cement videogames
as the preserve of the socially reclusive.

Now, grany of your readers will rightly dismiss
the press coverage as advertising which was paid
for by the company to appear within the pages of
Britain's best-read dally. But surely, the costs
required to feature a four-page spread in such a
publication would be excessive if Acclaim did not
feal it would make an impact and - more
importantly — recoup some of its costs.

| myself am tempted to believe that its work —
while slightly cringe-inducing - could have a knock-

Adrian Crespo is the latest of many gamers to
realise the mainstream appeal of Samba de Amigo.
It's just a shame that so few non-gamers are aware

on effect In the future. After all, every general
election we must tolerate ‘The Sun's boasts that it
was them “wot won it." Will such ad-features work
to win over the masses?

It is also tempting to feel that Acclaim may one
day be praised within your very pages for its
groundbreaking work that saw the games industry
finally convert the stuffy boredom of Middle
England households who are often too quick to
dismiss videogames as brain-rot.

However, the company’s latest stunt for the
release of Bumout 2, where it offered to pay for
any speeding fines incurmad on the day of the
game's release, drew gasps of homor from within
the comidors of power. And once the politicians get
involved, arguments almast cerainly swing away
from the benefits of videogames to the more
mundane 'videogame nasties’” point of view which
only serves to unravel the hard work done by
visionaries such as Miyamoto-san and Sony who
strive to Include thewr creations as part of the
essential fabric of everyday life.

The media refies on shock tactics to grab
people’s attention — but the mainstream is 2 fickle
and fast-moving arena, and shock can guickly turn
to revulsion. Just ask Michas! Barrymore. It is time
for Acclaim to prave whether it can keep its head
above water, or risk sinking in a sea of fury.

Brian Tarran

Acclaim’s new marketing strategy has already been
mentioned in Edge, but it's worth noting that in the
campany’s most recent financial statement, it
highlights worse-than-expected sales of Turok
Evolution as the reason for a shortfall in profits. It
remains o be sean how effective the new strategy
will be for sales of Bumout 2 and BMX XXX (which
three major US retailers are refusing to stock — see
Cuttings, p15), but Edge can't help agreeing that
the company would be better off focusing on
producing a diverse and high-guality release
portfolio rather than shock tactics that have yet to
be proven effective in the short term. and may
actually be damaging in the long term.

There has been a (ot of talk concering
cnline play on consoles, and for good reason.
Online play opens up a whole new gaming genre
1o the console market. Many say it will fall short,
and many say it will succeed, and many argumants
have been made both for and against. The most
obwious is that the PC is the leader of the market
and quite simply cannat be beaten. Why? Because
the PC is not just & games machine. Itis a
multimedia platform that allows the Internet to be
explored to the full, creating almost unlimited
potential for games and games communities.

How are we to be expected to create clans on
a PlayStation2 or Xbox? Websites need designing
for stats and personal achievements, pages of
bios, and clan news. Clans form an integral part of
online play, not just for members but for an
amazing sense of achievement when "SrgntCoBalt
[CPQ]" falls to your feet in defeat. It also begs the
guestion, “Why am | paying £30 a month for
gaming along?”

Online play is great but it's not the only reason
for shelling out for a broadband connection. What
about the endless reams of information that can be
accessed? Let's not forget user-created
modifications, around which an entire subculture
has evolved. Anyone who has sampled the delights
of GTKRadkant and Unreal Editor will tell you that
not one console game has came close o
recreating this, not even the handy Editor that
came with TimeSplitters came anywhere near.

So again, why shell out for the connection?
Another significant argument Is that console
gamers are of a different ilk than those of the
PC fraternity. Not all of them, trug, but most,
Picture your average console player coming home
from the pub and sitting down for a game with a
bunch of people he doesn't know. He can't talk to
them because he hasn't got a keyboard. He will
guickly become bored. Now what? Phone a
friend and ask him to play? And how many
friends does he have that have the console, the
connection and the game?

Anyone who has a keyboard for their

“The media relies on shock tactics to grab people’s attention
— but the mainstream is a fast-moving arena, and shock
can quickly turn to revulsion. Just ask Michael Barrymore”
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FlayStation2 s fooling themselves and should bite
the bullet and get a PC, You see the problem is
that conscles are party machines that you sit down
to with your mates and pass the controller back
and forth as you slaughter your opponent at
Worms or Bust-a-Mave or GoldenEye (still the best
multiplayer FPS on any console). Microsoft
spokespeople have said that they want hundreds
of thousands of players by the end of next year.
These guys are fooling themselves and sheould pool
their resources into creating better console games
and not trying to make out that their hardware is
something it is not.

Quite simply, if you want to play online get a
PC. After all, if you're the type that wants to then
you prooably already have one.

Mike Scholfield

Both Microsoft and Sony have put considerable
effort into ensuring that online console gaming will
match the PC for sheer enjoyment, with provision
for buddy lists and voice communication to cbviate
the need for a keyboard. But you're right to be
sceptical; it isn't clear whether the mainstream
consumer Is ready for playing online against
strangers yet — though Edge certainly hopes it is.

Your article about maAME took me back
to the halcyon days of my youth. Especially the
comment about old games allowing players to
really hone their skills.

During my A-levels a single pound would gst
me a bag of chips, a can of coke and still leave
20p for the arcade machines, out the back, to the
left of the fryers. What did | spend my 20p on?
\Well | only needed 10p to wile away the hours on
RoboCop (sadly missing from your top 100).

At the beginning of term, maybe ten people
would play during the lunch hour, but come
Christmas it was a mad dash to get to the
machine first, as by then we were all masters. |'ll
never farget the time that | become the first person
to reach the final boss. This was guite a coup as
myself and my friend Jake were both the best

Mark Agar argues that the days of showboating are
over. But is it just that the type of showing off has
changed since the heady days of RoboCop?

players, While others favourad Shinobl, ar a rather
weird and wonderful shoot 'em up called Xain'd
Sleana, Jake and | had a thing for RoboCop. As |
approachad the final boss the room became still,
breaths were held, and the bastard beat me
Upset, | stood aside for Jake to begin his marathon
at the joystick and, having learned from my
mistake, he played through to the boss and won.
The peint of my rambling? Games in those days
were designed to provoke cne-upmanship and
showing off. Finishing Tomb Raider VI hardly has
the same thrill, does it? Admittedly | have not been
in an arcade in years, but the last time | did |
played Tekker. Maybe | don't have the time
anymore, but where was the magic?
Mark Agar

The decline of the arcade sector |5 certainly
regrettable, but if vou look hard thers's still some
oppartunity for showboating — particularly in
Japanese arcades, where head-to-head gaming is
commenplace. But now that multiplayer gaming
can be enjoyed at home with friends perhaps
those showboating opportunities have evolved.
Certainly Edge's recent maraca-based virtuosity
was enjoyed by just'a small circle of reasonably
close friends — rather than the large crowds that
used to be drawn by coin-op ostentation.

An initial moment o disbelier, folowed by
surprise, and then sheer pleasure and a stirring of
memonies that | would never have expected to
emerge again.

It's the mid- to late-1980s. The era of the
Spectrum and Commodore 64 is at its peak,
threatened only by the rurnours of a new
Commodore maching and, surely not, an Atari
computer of unheard power. But for now, the
Spectrum awners hate the Commodore owners
and vice versa, and all is good in the world.

The time is-at hand, the latest releases for that
month are finally upon us, and each of the camps
bought its respective version, Am | talking about
games? No, the pinnacle of hardcore gaming at

this time was purchasing the latest copy of ‘Zzap!'
or ‘Crash’ (or for the wealthy few, both). And what
made this such an event for so many, was the
stunning covers that graced these rmagazines,
creations so much more descriptive of the
exclusives that were to be found inside the
covers, that the reviews themselves were almost
a poor second.

Blunder through time to the year 2002, where
magazines have the latest computer-generated
artwork, cel-shaded and shining, perfectly
rendered, spoilt only by the blurb which so cruelly
is splattered about them. And then there is E115.
No blurb. No over-useage of the word ‘exclusive’.
Just a wondarful example of the way magazines
used to be.

And only one thing is missing. The small words
in one corner, that were a guarantee of the care
and, dare | say it, love; that went into the creation
of the image... 'Cliver Frey'. Thank you for some
happy memories revisited
Paul Millett

On the assumption that many
readers own several consoles, would you be In
a position to consider providing a comparative
analysis of the strengths and weaknesses of
multiplatform releases such as Bumout, etc?
Iy views such an insert would provide some
guidance to those readers wondering which
version would suit thern best. In this regard, |
appreciate that certaln multiplatform games are
rsleased on one console before the other two,
and thus the value of such an analysis would
necessarily be retrospective.

Paul Astley

Edge does already try ta highlight the maijor
differences between the various versions of
multiplatform releases if they are significant,
But many cross-platform releases simply don't
differ across platforms, and there's usually little
to distinguish between the different versions

in terms of quality.

“Online play is great but it’s not the only reason for
shelling out for a broadband connection. What about the
endless reams of information that can be accessed?”




Are developers doing enough for colour-blind
gamers? Nebulus argues that games like Perfect
Dark and Metal Gear Solid 2 include sections that
are almost unplayable, but death_himself points
to the use of vibration as an alternative solution

From the forum

A selection of choice cuts from Edge-Online's discussion outlet (http://forum.edge-online.com)

Subject: Gaming through the eyes of an Foster death_himself st 2
unfortunate think it's hard fo cater for the bind exiras that the n

Nebulus suppose they Jd have rumbers, but st The

Dect It's a-me! A-Mario! | can'a talk!
Fostae DJ Sack

8 videoaame? The

{ Why complain about SNES ports?
Foster: Ridley

“Ports are fantastic. These are games that | loved to
play ten years ago, and | still own on SNES. But now
we can play them on the move on Game Boy Advance”




EDGE 118 on sale November 27

Next month

Global underground: do you really know
what’s happening in the rest of the world?

130 EDGE #118
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