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The future of electronic entertainment

orget the plumber — for many gamers Samus Aran's return
F represents the GameCube's release of the year. The successful
series, one of only a handful from Nintendo not to bear Shigeru
Miyamoto's signature (though nevertheless exemplifying much of his
design philosophy), was one of the few NCL franchises not to '
receive an NB4 update. Much to the tenacious chagrin of Super
Metroid's massive — and predominantly American - fan base. Some
eight years on, Nintendo has rewarded its principal audience's
patience with two Metroid experiences in the same month, both of

which you'll find appraised in this month's testscreen section.

The decision to grant custody of one of its brightest creations to
a US developer with then-limited reputation had caused Edge to
question the move on more than one occaslon. In response,
Miyamoto-san calmly explained it as the result of NCL's internal
teamns’ craving for new challenges; their preference for the creative
freedom offered by working on new franchises, he argued, over the
need to negotiate the tighter constraints of sequel development.

There may be some truth Iin this, though it's difficult to ignore the
fact that key instalments have traditionally remained in-house
productions. A more likely scenario involves an increasingly US-
centric Nintendo, one prepared o alienate its own domestic market
(where firstperson gaming is largely dismissed) in favour of
capitalising on the North American territory.

Regardless, that's a story for another time and doesn't detract
from such a pleasant way to end the year. Being the last issue of
2002, E119's overall mood has mostly been raflective, preoccupled
with the significant changes of the last 12 months, Videogaming
doesn't look back, however, and with the console online plans
(finally) going ahead 2003 promises another eventful 365 days.

Of course, if you're a PAL GC owner you benefit from the
added advantage of having Metroid Prime to look forward to.
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Mobile phone gaming comes of age

After WAP gaming’s disastrous false start, mobile gaming finally looks set
handsets.

to take off thanks to new Java-enabled

But what does the future hold?

ust a couple of years ago, mobile phone

gaming was going to be the next big
growth sector of gaming. It was ubiquitous
at trade shows with a never-ending supply
of specialist developers queuing up to
benefit from low-cost development, and
there were an equal number of experts
touting research to suggest that the sector
was about to take off.

However, since then it's all been a
bit quiet. After the high-profile failure of
WAP to attract anything other than meagre
audiences, specialist developers started
to disappear from the trade shows,
publishers started to scale down their
i t, and h began to adopt a
more cautious tone.

find ways of getting their existing
subscribers to give them more money, S0
they can pay back those expensive loans.
Or as Ideaworks3D CEO, Adrian Sack puts
it, “After stratospheric growth in the late-
'90s, handset sales and revenue from peer
to peer voice traffic has begun to level off. In
the mobile industry, the brightest hopes for
continued revenue growth are pinned on
coming up with clever new ways of making
money out of voice subscribers during the
so called ‘dead time' when they are not
actually making phone calls.”

And though the untold riches that WAP
gaming once promised never materialised,
there are still developers and publishers
who can see the advantages of low cost

“After the high-profile crash in valuation o
the telecom sector, mobile gaming is seen
as a crucial sector for network operators”

Despite this disastrous start though,
mobile phone gaming is still with us, and
more significantly, it's back on the agenda.
Indeed after the high-profile crash in
valuation of the telecom sector, it's seen as
a ial sector for network operators
whose bruises from the 3G licence auction
still smart; with mobile phone uptake now
maturing, operators are simply having to

development for a truly massmarkat
platform. Conventional videogame
publishers are still interested in exporting
their brands to the mobile sector; mmO2, for
example, is working with a number of game

Picofun and Hone, while THQ is bringing

mmo02

mmO2 claims to have launched

the very first commercial Java
games service in the UK with the 02
Games Arcade, which went live in
September.

The service offers a wide
selection of games to download
onto Java-enabled handsets,
including Atari classics such as
Asterpids and Pong as well as other
titles such as Men in Black ! and
Denkiblocks!

Around three new games are
added each month, Games are
charged on an ‘event basis’ similar
to ringtones. Each game costs
£1.50, plus a small download charge
of around 30p, and remains active
for 30 days.

Tim Raby, head of games, and Nicola proposition, which means that the user clearly represents a difference of

Aspin, data marketing manager, 02, perience is different. G g on philosophy. We basa our model on
mobile phones has been very big froma  event-based charging and revenue

Why is mm02 interested in games? usage perspective for a long time - sharing. We essentially take on the role
games such as Snake are played by a of publisher - we're spending marketing

NA: We know that our customers want huge number of people every day. money and we're retailing the product.

them, is the very obvious answer. We Java gives the functionality of an

also recognise the business embedded game with a greater degree How close is the mobile phone

opportunity; we're expecting huge of choice as to what games are on your industry to a common technological

growth in this arsa and are well aware of phone. Of course, it's aiso a revenua platform?

the importance of games in ing portunity for us.

new target audiences. Clearly J2ME is technically a standard,
What are the business models that but in truth, to write a very high quality

Why are mobile phone panies so jerpi bile phone gaming? game, developers will have to tallor it to

keen to p bile phone gaming different devices. But that doesn't really

right now? TR: f you pare Ls 1o \ Live, fere with the user experience — if
it's offering a similar range of games ata  you download a game from us it'll be

TR: 02 has always offered games, but price of about £3-5, whereas we're the same game whatever handset

the 02 Games Arcade is a Java offering them for about £1.50, which you've got.

000o 0
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Orange has been spearheading its games
campaign with the Sagem my-GS handset,
which comes with ten downloadable games
titles and a console-style keypad. Orange's
wirefree service currently consists of 11
titles, including World Wrestling
Enterfainment, Who Wants To Be A
Millionaire?, The Weakest Link, and Orange
own Dinolsiand.

James Kaye, LIK

KU Is one such

Why are mobile phone companies so keen to comp

time, hand

promote mobile phone gaming right now?

The initial drive to get

gam £ -

for a substantial percentag

Mow, with the introduction of Java technology,
the games are graphicall

What are the business models that underpin the markat." And

mobile phone gaming?

It's not really any different from the
snventional videogame busil

“Research agency Ovum is predicting that
the global wireless gaming market will be
worth £630m by 2004, and £2.7m by 2006”

How close is the mobile phone industry to a
common technological platform?

going to be th

" 5 B §F N E AN
until thers 1 Incd

not going to go away
our initial handsets s a good
2 ndard and it produ

for the user.

The new breed of Java-enable
handset allows a much more

sophisticated gaming experien
than that offered by static WAF
titles. The first wave of games
includes ports such as Pac-Ma




T-Mobile aiso claims to have been the first

UK operator to launch downloadable Java

games in June. T1 mpany currently offars

game’. The line-up includ rian Strike,
Rail Rider and Prince of Pe

Vodafone's Livel GPRS service i Entickaagy b TAK
has just been launched with a
tar-studded publicity campaign,
emphasising games such as
Space invaders [below, top) and
Starmy Sight (below, bottom)

Why is T-Mobile interested in gan

Why are mabile phona companios

promota mobile phe aming right now?

o % % W M % KW
The main driver has been the launch of

LA R X B X B K B

vith

3, and

the first pent of call for mobile

ompatition means it will

| benefil

% that undorpin

Select

Vodafone has launche ok 350 k8 the mobile phone indusiry tc

with & flurry of marketic

udded TV ad campag
variety of games, mchucin
Bobhbla, that rangs
actually free.

Suresh Sudera, UK pr

What sort of technolog) fvar are fueliing the

current resurgence in mobile gaming opment

activity?
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Of all the companies working hard to make
mobile gaming a reafity, Nokia is arguably
eatures a high- ution doing the most. Game 2002 was played by
and comes pach 0 over 1m pi 25 countries, who
dues and informaton from a
number of platforms, cing the Intomat
and SMS text . In a Bon, it plans
game phones,
d a partnership
What does the tuture hold for mobile
gaming?
MN-Gage which nu 1 the Nokia
platform and the Symbian OS. Sig
games will be packaged on mem
which is a move away from the J
download model.
bles; and by the summ
hopefully turm-basad multipl

Mo

you domg to distinguish your

offering from that of your competitors?

Mterssting devesopimant i

ame-oedic:

vou taraet the Pocket and S

teve Clayton f

mpany’s mobile devices division

“We're aiming at people who've got time
on their hands. We want to give them more
things to do with their mobile phones™

NOKLA NOIKIA

N IN BLACH




Microsaft's entry into the mobile space should

come as no surprise; like the Xbox, it's an attempt
BG or g I e 3 GOt lime o to diversify in the face of slowing PC sales, The both platformm:
company has consaquantly joined forces with poterthal is there to mak

Orange to produce the Orange SPV Smariphone, developer community fe

powered by Windows. It essentially boasis all the
funcionality of a PDA and comes bundiled with a
game developed by works3D called
Rebound! which was designed by Dan Malor
who worked on Chaos Engine and Speedbalf 2

ader oem retails for £179.

1S where | Delleve the Conve | " wcialist, Mobile D i v gi moving aver

Wil end L OIS | " | a5 greal new games that

Gamers in mind

NOIKIA NOIKLA




GameCube gets Game Boy Player

Nintendo proposes novel solution to the problem
of the Game Boy Advance’s dim screen

an release later in the year. The

s the entire back ca

The Game Boy Player is the latest add-on
to increase the functionality of the GBA

Peripheral vis

2 300

that conr
Gamel

oritrol the actic

waning demand,

But though investors and financial

Game Boy

Game Boy to be played on ¢

home console, a

aral thirdparty
manufaciurers L

' INeImsanes in
with sirnilar functionalit t NI 1o's Ir nd just as Edge

Although sales of software for the GBA continue to disappoint, it's a platform that boasts
more than its fair share of innovation, such as motion-sensing and light-sensing games

Edge wonders what the impact of the Game Boy Advance’s roster of SNES remakes, Metroid Prime and Metroid Fusion are among the latest titles to highlight the potential of
combined with the new Game Boy Player will have on second-hand SNES sales... GameCube/GBA connectivity, which is set to become more intimate with the new add-on
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Square and Enix join forces

Japanese publishing powerhouses aim to exploit
RPG synergies to take on western thirdparties

Suusan

Ricolil

for Microsoft in the company’s bid to

nt in Japan
s explained the

enlarge the Xbox footr

A statement o inves

ced that they are o merge

operations 10 form a new co rationese bahind the merger: “in the ever-

Square Enix in a bid 1o com changing world of entertainment software,

European and US thirdparty publishers tha most important issue facing companies
Under the terms of the merger, which is
Intended to be completad by Aprl 2003
Square's assets and liabilities will be
absorbed by Enix to form the new
company, which will be headed by Yoichi

today is how auickly they can grow as the

marketplace and opportunities for busineg
expand and diversify. Together, we will aim
to become producer of the highest guality
digital cortent in the world.” Outfining the
broad strategy of the new entity, the
management of the two companies
hgheghted broadband network gam
overseas software sales as areas
potential growth, It was also argusd tf

Wada, the cument president of Sguare. In

addition lial publishing

WNg anc

S86M 10 end specl

that Enix might be a viable acquisition target

Going global
In an attempt to highlight the = Total Sales in millons Japan  Overseas
synergles between the two Square ] .
companies, the merger Final Fantasy Vil 9.2 38 53
announcement was Final Fantasy X 54 27 27
panied by a s ¥y Chrono Trigger 28 2.3 0.6
of the biggest selling games Kingdom Hearts 23 09 14
published by the two Final Fantasy Tactics 22 13 15:]
companies, to .
the giobal synergies Enix
generated by Square's Dragon Quest Wil 41 41 A
traditional strength the USand ~ Dragon Quest il 38 3.8 na
Eurcpe, and that of Enix in the Dragon Quest V 28 28 na
domestic Japanese market. Dragon Quest Monstars 24 24 n/a

Square’s success in the west, combined
with Enix’'s domestic success, the new
company is likely to be a powerhouse

merged entity will be able to reduce

development o axpioiting the

development synargies that exist batwesr
Squara, which boasts its own intemal
development teams, and Enix, which
outsources every element of production
The deal, described as an offensive
mave for bath parties, clearly makes sense
in light of CESA's recent Games White
Paper, which demonstrates the need for
Japanese pubishers (o DUrsuUe SUCCess In
foreign temitones in koht of ever-increasing
development costs. And aithough Square

ered financially from s disastrous

hasr

it foray into fim-making, the company

Was expecting 1o post disapponting

financial resutts for 2002, and international

Summing up the deal, Enix president
Kelji Honda stated, "Our styles are
different, but our ways of thinking ars the
to make games thal the

are-great. I'd like to create
be uniike anything users

) in their lifetimes.”




Sega and D3

To be this good takes AGES...

announce new budget titles

known for ts range of cheap PlayS

and PlayStatic
¥1.500 (£8) and ¥2,000 (£10) respect
n 49 per cant of the comparty, with

ftware (retaling at

yalonging to Sega. Whether Sega’s
| have a hand in the games

ar, but uniikely, and
it it's the return of some

15l props hich

seams 0D AGES isn't

nNg any tme, sire:

ng a fist of

mingt

games have been given a release
date of Summer 2(
ane, initially seen on the Master Sys
and whose update may well be based on

the Space Hamer-style version that was first

3, The first is Fantasy

i reled

Harmier itsalf is down for an early

batween 20 cor

exploration, and Golden Axe, which will be
a true sequel to the '89 original,

After that, the schedule is lass clear. It
looks like Monaco GP, Gain Ground,
Bonanza Brothers, and puzzier Tant R
the arcade brands heading

revival, wt

i Streets of

the Mega Drive's much-lov

Rage also seems certain to

Alex Kidd in Miracle Worid, |

e Master System. 30 AGES

the possibility of upd
Virtua Racing, Phantasy Star I, L
and Phantasy Star V. All games will retail at
) (£13). No UK distribution ¢
although Sega's

rvestgal

¥2,50 | has

bean &

it intends to relaunch as a

13y mear

VS Tor gamers intent on
1d

ey a2

The new version of Phantasy Star contains new characters and items, switching between

2D combat and 3D exploration. Golden Axe and Space Harrier will also get updates

Science Museum hosts professional gaming tournament

Intel invites the UK's leading gaming clans to compete for £25,000

WELCOME TO

THE GAMING EVENT
OF THE YERR

2157 MBER 2002

(@

PRI PETEL MARTERE RARINE RNANPIDNBNIP .
priiianiaderaiaind i n g lﬂ!el

According to Intel, this is just the
beginning for professional videogaming

014

of professicnal gaming

Tn; prospec

3y to push prof
untry and to promote tasa
7 Nick Knupffer

Intel’s UK Gaming Program mang

al gam

specialor §

aim s

ngrow it Laing

leagues, tournaments and rules

¢ and to help

Some of the game

at the Science Mussum Incluc

HeE Next year G

and evern more casn on

at were contested

1 Countar-

Counter-Strike was one of the titles in
the tournament at the Science Museum



Crawfish closes doors

Slowing demand for Game Boy Advance software
forces handheld specialist into liquidation

ifficutt market conditions have forced
D Croydon-based developer, Crawfish
Interactive to ciose. After being founded in
1995 the company quickly carved out a
reputation as a specialist handheld
geveloper, producing an impressive
software CV that included such tilles as
Ecks vs. Sever and Strest Fighter Alpha 3
Upper. However, the confinued
underperformance of the Game Boy
Advance software sector, and the curment

cimate of ntenss commercial competition
across the industry as a whole, made the
company’s position untenable

As a result of going Into voluntary
Sguidation, the company's entire workforce

was made sedundant on November 14, and

The move was announced by Cameron
Sheppard, the comparny's managing
gitector, *I'm desply he tee

sSamy 10

that we created at Crawfish,” he said
commenting on the news. “We worked

harcl and everyone here was passionale

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

all find good paositions within the industry
m currently investigating the possibil
fireshing the games we had aimost
compieted and would ke to take this
oppartunity to thank everyone for their
support in the past five and a halfl years
and can honestly say that | am proud of

what we achieved in that time.”

Hard times

Thea announcemant coincides with bad
news far a number of publishers and
developers, in spité of record software
sales, and highlights the difficulties
presented by an Intensely competithve, hit-
driven market. it's also underfines the
downiurn in the marke! for GBA software
Despite the company's forays into other
handheld sectors, such as PDA and mabile
phona gaming, the static demand for GBA
games has prompted several publishers to
refrain from commissioning new software
In-addition, Sheppard argued that several
lata payments from publishers, no doubt
themsehves strugaling, exacerbated

the company's predics

Crawfish managing director, Cameron
Sheppard announced news of the
company's closure in November
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Tracking devetofaments in d-evelopmeﬁt
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Not just faster, nVidia's latest graphics technology

%

GeForce FX allows developers to code smarter too

l
WWW.NVICHELCO

The demo uses time-dependent
shaders to age the materials of a truck;
the steel body rusts, while the chrome
tarnishes and rubber perishas (top)

nother 12 manths, another plece
A of high-tech silicon from nVidia,
But while the
known as NV30) architecture comes

GeForce FX (previously

trailin marketing hyper

ckel s

0 market

—thers is
itative leve

when

compared to the brute
approaches of GeFon

offere

we renderin g

t—d. Thess

decisions concerning ho
nardware s power,

though, some of the other
Widia
3dfx, the intellectual proper
nVidia acquired in 2000,

smarts come from one-tim

ore it went bust, 3dfx focused on

:h as motion biur and

ther the grapnics
gramming
5 Up 1o the job. nVidia

35 resurracted thoss

technology nor the p
at the time w
;
Incorparating them al

ideas, howsver,

d ex-3dix 5

into its aggressive R&D schedule.
"There are two reasons why we call

it FX," explains Geoff Ballew, n\idia's

GeForce product manager. "Oneis

be

the combined teams of what was

& it's the first GPU created by

Named Dawn because nVidia says GeForce FX is the “dawn of cinematic computing,” this
pixie shows the power of shaders to animate materials such as skin and translucent wings

016

As well as tech demos, new technology always requires some games; Epic offered this
Unreal engine demo (above), while Russia developer GSC showed its forthcoming FPS Stalker

nyidia
about film-s
Claiming Ge
emotion In a way that i
possible before,

this marriage of stunning
quality imagery wi
Cinamatic

puting.

Real slim shaders

enabling technalogy behind the

are s the im| ation of
Microsoft's DirectX 9 pixel and ve

shaders. Tl

gramming
languages enable developers to gain

low-level access to graphic
ghtning-fast

s, provid

performance. Of course, as an open

standard, all graphics cards supporting
BirectX 9 use this technology, though In
a potentia eraus precedent
GeForce FX supports a non-standard
extension, known as Varsion 2.0+ pixel
and vertex shaders. A standard DirectX
9 graphics card supports merely
Version 2.0 technology.

The difference is that GeForee FX
enables developers to write or

Jer
shader programmes, though the longer
tha programme, the more processing
time Is required. “We prefer to let
relopers decide how to use the ext

's approach means davelopars
can usa techniques such as dynamic
branching within their shaders, which is
eful for animation blends.

slerments of the technological
armoury nVidia is bringing to bear with
GeForce FX includes support from its
shader programming language Cg (see

tlre's powerful

CineFX graphics engine. This can
handle sight pixels and 16 text
per cycle, double that of the n\ic
previausly highest-performance part,
the GeForced T1 4600. In anather
DirectX 9 development, it supports
128bit colour precision per pixel,

and the |

es

ia's

st 8X AGP memeary bus

specification too. nVidia has also

anti-allasing technalogy,
th a new optimised approach
called Irtelisample.

The
says offe
of last year
the comparison that really m

W

It is a product that Ballew

5 times the performance
TI 46800 model

ba how it shapes up relative to current
arch-rival ATi's Radeon 9700, but for
hardcore PC gamers with deep
pockets, the future's looking

faster and better than evar,

Building the perfect beast

than



From spy to king

After conquering PC gaming, technology company
GameSpy is now focusing on getting console gamers online

WY

th ma
vendor. It's hardly s
that GameSpy Is pretty
annoLncement Electronic Arts has

opy with the

signed up tor its onling gaming
technologies. Linder the agreement, EA
will incorporate GameSpy's online
gaming middieware into fulure games.
GameSpy will also provide assistar n
Tor

managing the back-end sarv

re ior many of e

campary, As wel
picked up business
Actiision and Disnay. Not bad for a

from Take2

service thal, from a consumer paint of

vienw, merel s onlineg game

be - them is a lot mors

10 this area than simply running the

AMLS OuUt St

Allied Assault and Freedom Force were the
first fruits of EA’s link with GameSpy, but
sxpect many more PC and console games

GameSpy was quick to support online gaming for consoles. Back in 2001, it hosted
Activislon's Tony Hawk's Pro Skater 3 for PS2 and now offers support for GameCube titles

nine technologles —

rything from
2

anti-pire stermns to in-game

ameSpy offers
toolkits which allow it to
ch as matchmaking,

IS5UBS SLK

community, administration, online
competition netwarking development
and patching issues. It owns the
popular online voice communication

technology Roger Wilco, too

Arcade haul
Yet for most consumers, GameSpy is

rown for its Arcade software,

downloads of which top the Bm mark
ing in at SMb, the client allows PC

w-iatency game

H namow and broadband,

for over 300 games, At paak times, the

i our technology business
1 delivering PS2 solutions
- we are the clear leader in this space,”

will come

predicts Surfas, adding, "We also
expect to see some business from the
GameCube market — all 14 of our
loalkits are available for it."

And while he says GameSpy's not
permitted 1o ciscuss the company’s

involvement in fo ming EA tities, he

agmits the agreemant covers ail the

platforms
PS2 and GameCube, Support for Xbox
iBabite
Technically, it's not & problem bt as
Microsoft is setting up its centralisad

of a moot point though

GameSpy. But having said tha
company does offer a hack servics of
sorts. Called GameSpy Tunnel

Software, this allows Xbox gamers to

play online for free using a manually set

up LAN via the Xbox Link option

plaud Microsoft for making a
hnoiogy and
I

WrE gaming

says Surfas of

providing the

best user axperence,” he ¢

"The future we strive for at GameSpy
is one where publishars can use our

tools across all of the major platforms,
deveioping once for threa, four or

more SKUs."

t GameSpy supports - PC,

The ¢ ers’ view of G py is its ub Jus

GameSpy Arcade utility which allows gamers to find fast
servers, check patches, chat and maintain their buddy lists
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“In the past year, however, games consoles
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The Pro Play wheel peripheral means that gamers
will have to tilt the GBA for best results. Nghher

e - bul Edge ¢
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-
lest range of voice fecognitiontoys. Expect a Micropets are fun, but nothing quite compares to
g order from schools across the nation the company's new range of lime and salmon toys

s “We're not there yet, are we?”

With the CE taken care of, the time has come to
Iower the shoxs, fit some OZs, get some NOS.,.

The TAG McLaren reference equipment stuffed in
the back is probably worth more than the car




The GC 21 sound system fs a quality product, but
the lilac style may require a total room redecoration

those who still appreciate the Athena things in life
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minute of extra time — the slightest touch of

the left analogue stick, a litle acceleration with
R1, a nudge of the square button so gentle it's as if
you're afraid it might break. You know, when you
scored that goal; when you replayed the momant
the ball crossed the line back and forth, back and
forth, the goalkeeper perpetually stretching, clawing,
failing; when you left it static at that instant and
panned the camera around, catching the whole
pitch frozen in an jnstant of elabion and desparr; and
when you zoomed in on the kesper’s face, you
swore you could see his heart breakang.

It's a funny old game, they say, again, and again,
and again. Pro Evolution Soccer 2 amved on
RedEye's doorstep this moming, and by all accounis
it's pretty much the same as Pro Bvolution Soccer.
The kits are slightly diffierent (gamers with an artistic
bent can design their own), a few more animations,

Euduﬁm:whenyouscoredtiﬂgoammeﬁnal

bit crisper, a new training mode, but yeah, pretty
much the same. It's just enough to capture RedEye's
ever-wandering eye for a couple of seasons with
West Ham (because they're called 'L ake District’,
mostly, and RedEys fancies both the view from the
teracing and the territorial advantage of playing at
altitudie), and then it gets fled with the ariginal under
M for ‘muttiplayer essential’ or ‘mostly redundant’,
depending on how you lock at it.

The vehemence with which dedicated foottall
game fans have vilfied EA's Fifa seres over the years
Is definitive. When magazines refer to fterative
updates, they do it in the context of Afa, and have
been daing so since '986. The flagship franchise is
visually unrecogrisable from then, of course, but in
terms of control it plays pretty much exactly the
same. It is more arcade gamea than simulation,
emphasising the spectacular over the workananiike,
the overhead kick over the unfortunate defliection, It
is a very American interpretation of the sport; ke
watching the MLS actually, all technigue, littie heart,
RedEye's yearly FAfa taste-test: is it possible run the
length of the field with the keeper, head for a sweset
spot, tum side on to the goal, and stroke it home
with a ludicrously-curved shot? Congratulations,
you've just bought an expansion pack.

Just like if you've bought Pro Evolution Soccer 2,
then. It hurts, but there's no point playing sweetheart
with it amyrmione, because Konamii is going for the

mainstream jugular. You bought the onginal — maybe
you even bought Winning Bleven dirsct from Japan,
such was your hardcore fervour - and you played
evangelist. You toid everyone you knew, bought a
multitap, brought them round, won them round, You
showed them why it was criminal that every year,
every Christmas, Fifa sold so unbefievably well, and
you mage them promise to give Pro Bvolution a
chance. Konami pulled puppy-dog eyes, begoed
you to help; you played the virus, the sweetest,
smartest virus, and now you've served your
purpose, and you're dead to it,

Tears becauss the Dutch players are all called
Cranges, because of Aragon (Manchester United),
Andalucla (Lazlo), or because the team data within
the repainted shells is ust so last year? Forget it. The
pubksher doesn't want to be your friend; it wants to
be Bectronic Arts. It is just as easily established that
the general public don't ike change as it is that big

REDEYE

A sideways look at the videogame industry

companies ke money, and the big money comes
with getling the general public on side, Result? The
same game as last year, but with Queen on the
soundtrack, ots of in-store promation,
overwhelmingly positive feedback from the specalist
press, and an unparaleled underground word-of-

much better expenence than 2002. They're really
trying. You can still beat the whole field with the |
keeper, like. But at least it's trying.

It's all too litte too late, though. PES2 thrashed
Fifa In its the first wesk of PS2-only sales, and whils
the multiformat charts the following week show Fifa’s
popularty continues on formats where its essentially
(currently) unmvalled, it appears EA will have to do
s0me even mare desperate repositioning to save its
franchise from extinction. If it can't make the saving
tackle, the route to goal is clear for its opponent:
Konami will inevitably follow the clean, simple,
business modet so successhully imprinted by its
predecessor \Which means, at the end of the day,
Brian, that the football market will absolutely belong
to it for the next few years; the evolutionary path of
football vdeogames will stall for a while, and Pro
Evalution Soccer 2 will be the last version of the
game RedEye will buy for a while.

Sick as...7 Hey, its not all bad, If we step back
and look at how the beautiful game's digital
representation has evolved, from Pong Football to
Match Day to Kick Off to Sensible to Fifa to ISS to
riow, I we stand on one of the peaks in the Lake
District and check out the roling wistas of the

“Konami pulled puppy-dog eyes, begged you to help; you played the
virus, and now you've served your purpose, and you’re dead to it”

mouth marketing campaign rur by you.
Congratulations. Write and tell Koriami, it might send
you a couple of PES car stickers,

Meanwhile, EA sees what's happening, and
strikes back with a plan to regain credibility. Partly
with the soundtrack, which substitutes the Robbie
Wiliarns anthems of old with (fractionally) more
credible sounds from the hyper-produced Miss
Dynamite-ee-ee, bright young things tumed REM-
wannabes Idlewild, and the teenage boy catch-all to
end all catch-alls, Avrl Lavigne. More pertinently,
though, the game enging 13 ALL NEW, written in
baold, and it might as weall say, "SHIT FOLKS, WE'WVE
GOT A RVAL FOR OUR LICENCE TO PRINT
MONEY."” Sa2nsing that these days the kids are all
about arit and determination, the ALL NEW engine
contains a Simulation mode, which makes the game
rmore sutitle — fewer overhead kicks from the halfway
line, essentially — and consequently makes 2003 a

EDGE

progression of football progression. Even though the
littha increments are so insubstantial, the wider
picture shows just how far we've come, and how
each reigning champion has refined the art of
sporting entertainmeant just a litte bit.

Ten years ago, the best football game was
Sensible Word of Soccer, which was entertaining,
but nearer to pinball. And now? There are spins and
tricks and volleys and jammy goals scored off a
midfelders arse; and things we couldn't even dream
of befare. And sure, there are still thosa loathesome
sweet spots — much harder to find, but they're there
- and yes, we know it's still nathing like the real thing,
because it's impossible to compress every muscls in
the body into a joypad. But the point is that it's
closer, more fun. And that, my friends, is Evolution.

RedEye is a veteran videogame journalist. His
views do not necessarily coincide with Edge’s
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ruising down the streets at sunset to the

strains of Mister Mister's Take These Broken

Wings', on my way to inflict seven types of
ballistic mayhem in my mauve casual suit — it Is clear
that the decision to set Vice City in the mid-'80s was
a stroke of genius. And cne might begin to wonder
why so many games are either set in some buffed-
up sci-fi future or wrapped in a claustrophobic faux-
medievalism, when the broad canvas of history
offers so much that is unexplored in the way of mise
&n scéne. Has the time come for the historcal
videogame to emerge as a viable sub-genre, o set
alongside the historical novel and historical drama?

Vice City's historical fidelty is not, of courss,

faultless. For the purposes of useful communication,
youl are given a celiphone that seems to weigh
down your character far less than a standard
Matarola brick of the period would. And whils I'mno
Jererny Clarkson-style automobie buff, | suspect

AN A ey

that thers would have been somewhat fewer
SlUVs on the road a decade and a half ago.
However, the game’s expertly judged soundtrack
and costumes do work together ta give jt a distinct
aesthetic character, which both cleverly plugs into
custormer demographic, and distinguishes it from all
the ather games on the shelves.

The grand arena for historical reconstruction in
videogames ramains, of course, WWII, and games
such as Medal of Honot: Allied Assaulf trade on ther
limited ‘realism’ (in terns of histoncally accurate
weapons, uniforms and so on) as much an thair
gameplay qualities. At its best — for example Alied
Assaull’s extracrdinary Normandy landing sequence
—1his approach can surpass bath historical prose
and film'in its visceral immersion, in the sense it
offers of witnessing historical events at first hand. it
couid well be true that those whe play these games
have & befter sense of what it must have been like to
fight in the war than anyone eise save the veterans
themselves. The charge, meanwhile, that such mass
tragedy should not be reduced to the status of
‘antertainment’ will not stick as long as we sanction
the existence of thousands of other artworks in
different media — from Spielberg’s film ‘Saving Private
Ryan' (a shockingly brutal 20-minute special-sfiscts
seguence followed by two hours of increasingly bug-
eyed sentimentality) to lan McEwan's novel

Steven Poble

‘Atonement’ (in which the war s meraly a convenient
device to frustrate the central romance). And, of
course, entertainment doss not precluds leaming, o
other more ambivalent respenses to a wark,

At the other end of the spectrum Is the
ahistorical attitude to history, A game might be satin
the foggy streets of 18th-century London, only to
feature dayglo demens that must be dispatched
with heavy weaponny, thus ignonng the restrictions of
place and action that might actually result in
something Interesting and original, In games that set
their historical net over a wider span, meanwhile, a
particutar period is often used merely as window-
dressing to differentiate one level from the next, as
svidenced in TimeSpittars2. Sure, you have a
tommy gun i '20s Chicago, or an old-fashioned
shotgun in Victor Hugo's Paris, but quite apart from

‘consstently frenetic nature of the shoat-svenything-

TRIGGER HAPPY

that-moves gameplay tands to work against any real
sense of penod immersion,

And this example poirts Lp the major problem
with any more sophisticated treatment of history in
videogames, which is that our modes of interaction
wath gameworids are, for the most part, still
simpiistically violent. If Confiict: Desert Storm were

feudal Japan - and we all know that feudal Japan
was about littie more than samural wandering
around hacking sach other to pieces with large
swords, so that's all right,

Even adventure games that are not primerly
defined by a viclent dynamic are stil heavily
dependent on technologies of cbject interaction —
in other words, gadgets. Prisoner of War, with its
array of low-tech, penod gadgsts such as boot-
polssh, mirmars and singshots, was a brave aftempt
to extend the possiblities of action In the historical
videogame, which falled only because of its
mystenious insistence on a tedious ‘realtime’
gimmick and frustratingly repetitive gameplay.

But there are limits: it is clear that a game with
such a huge and satisfying variety of gadgetry as
Ogarina of Time caould never be setin a naturalistic
historical period. The further you go back in history,
the fewer sorts of gadgets are available of the kind

that would plug easily into the interaction templates
of a modern videogame.

The freedam to combine any kind of gadget with
any Kind of environment explains why so many
games are setin & vague future, but we are
becorming saturated in familiarity with the sci-i
stereolypes of games such as Red Faction ff or the

“Has the time come for the historical videogame o emerge as a viable
sub-genre, to set alongside the historical novel and historical drama?”’

to be a truer account of the Guif War, it would
necessarly include hours of gametime huddled
with your comrades against a tank, complaining
about sandstorms and drinking endless cups of
tea. And it is presurmably the essentially static
nature of much of the fighting in WWI that has
There is nat much stereotypical digital action to
be had sitting in a trench and listening to shells
boom overnead.

Literature and fiim can buid themselves around
the stories of characters trapped in such situations,
with the fighting itseif often becoming an interlude. a
means of punctuating the emotional drama. Whils
videogames cannot find'a viable altermative dynamic
far such ‘guist’ reconstruction, their choice of milieu
will remain highly circumsicribed, The most popular
historical milieu in videogames aftar WWII is probably

EDGE |

woeful final levels of Perfect Dark. Such mikeux are
cormfortable and predictable, and familianty breeds
contempt. In many ways the past is more alien than
a weakly imagined future. A videogame equivalent of
Patrick O'Brian's historical seafaring novels, or a
game dranched in the religious paranoia of the
Crusades, would surely be richer and stranger than
yet another few miles of stainless-stesl comidor and
laser guns. It rernains to be ssen how such games
might work, but it is surely an enticing prospect.
For ane sign of the matunty of an artform might be
its abiiity to play not anly with its own histary

{as Kojima's work does so spectaculary), but with
the history of humanity as a whole,

Steven Poole is the author of ‘Trigger Happy:
The Inner Life of Videogames® (Fourth Estate).
Email: trighap@hotrmail.com
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amn, I'm busy. Almost suicidally so. In
D fact, | just can't even find any time at all,

s0 my position as an Edge contributor
s going to have to end soon. Can | just say that |
have really enjoyved my time doing this, and that |
wish you all well

Mo, I'm just kidding — | don't want to stog
writing here. But, to be honest, I've feit that way
this last month: *'m so busy. What can | wite for
the column. .. 7" Bt then my heart responds: "It
Is easy to give up, If you have to, let it be when
o truly feal the limit,” So, that’s what ['ve

decided, albeit shightly uncomfortably. I'm gaoing
to continue. Why? Well, iet's just say I'm
somewhat obstinate. If I'd given up, that would
have meant I'd reached my limits. | mean, unti
now, | always refused to bring my work home,
but now, not only at home but averywhers, |
can't stop writing when something work-related

crosses my mind. S0, yes, | will camy on,
obstinate as | am

But this time, since | had so much trouble
thinking about what to write, I'd like to tell you
about something completely different: a persanal
snapshot of what it's ke to Ive in Japan, about
my hobbies. | hope that you don't mind this;
pérhaps you might interested in what occupies
my thoughts when | am not making games.

As an opening staterment: to be honest,
maost of my salary disappears on alcohol and
fashion. Don't | buy any games? Cf course. But |
get even maore from my colleagues and friends in
the industry, Meanwhile, | drink so much. No,
really. | drink every single day.

In the past? Well, inmy early 20s, I'd drink a
bottle of bourbon one day and I'd do the same
the next, without any problem. These days |
can't dothat so | just drink half a bottie of
whisky. This is still quite a guantity. it may be that
pecple from overseas won't undarstand, There
is a big drinking culture in Japan, you see. Most
of my closest fiends and colleagues dnnk, and
it's how we relax and unwind together.

Shochu (a light type of Japanese sake) is my
reguilar drink at the moment. Joryuchu is another
Japanese drink | really ke as it offers an
authentic Japaness flavour. It's made of nce and
wheat, and has a very clear taste. You can drink

it in various ways, but the best part is it has no
effect on you the day after, Even after drinking
mare than one bottie of it 've had absolutaly no
affect the following day. it is truly a fiendly type of
aloohal. Still, as people will tell you, even friendly
alcohol can be a poison If you drink too much of
it, and for that reason | try to keep my Intake at a
reasonable level,

There are two types of alcohol | don't really
like. First, beer. | can drink it, and | think | like its
tasta, but only the first botte. | can't believe it
when | ses people neck bottie after bottis, and
for that reason | always refuse to go to beer
gardens or beer halls.

The second type iswine. | know it's guite
tasty, and | do like it, but I'm very vulnerable
to it. Twice I've been completely drunk with
absolutely no recall of the evert, and twice it
was because of wine, | drink &, but anly in
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modaration. Oh, and it is very expensive, tog,
which makes things worse: if you make me drink
really expensive wing it will be pointless, because
in the moming | won't remember. My body has
o expensive needs,

Having said that, though, another passion of

wearning a local brand named Comme das
Garcans, but | realised | felt strongar for Gucal. !
Believe me, it is a real pleasure to discover your
perfect style —but the best part is that | not only
found the perfect suit, but also the person who
was in charge of inding me the perfect sult -
my future wife, We met in that shop and
married not long afterwards.

Amyway, | don't anly wear brands. | also like
old clothes. They're endless, | love the fact that
you charish clothing like treasura, regardless of
its age. | particularly love jeans. That began
when | bought some Levi 2015, ten years ago in
avintage clothes shop. 'l save you fram my
detailed stories about my vintage jeans, but |
have a special souvenir for every parr |'ve
bought. Among therm there is a pair of Levi 501s
XX (war model) which has a special place in my
heart. And my pockst, too — you could almost

Toshihiro Nagoshi, president, Amusement Vision

buy & small car with the same money. Arywaty, |
don't only have expensive ones — | also heve
standard pairs, in all sorts of colours, In total, |
have-around 50 and |.only wear five of them,

| have one more fashion vice - silver
accessories. It's quite a strong hobby. Again,

“In my early 20s, I'd drink a bottle of bourbon one day and I'd do the same
the next. These days | can't do that so | just drink half a bottle of whisky”

ming is fashion, and | really love Gucci at the
mament bt it & guite expensive so | can't afford
to buy It very too often. Why do | like it so much?
Simple, Because it's cool. Oh, and | really admire
the brand’s cument creative director, Torm Ford.
Guea used to be an outdated brand, but with
Tom Ford, it's found a new sense, a new style.
He Is guite a businessman,

One of my favourite Gucel products s the
shirt. | really recommend any of you who haven't
yet tried one to do it No, | don't have any shares
in the company, and (coviously) | dan't work for
themn, but that's what | felt whan | put my first
Gucgl shirt on; "This is how my body should
ook.” | believe the shirts show off the best of
me, and | iove this brand for that. Most of my
suits are Gucgi, too, although Gucci did not
make me discover the value of brands. Until | felt
in love with Gueci's house style | was alrsady

ke most of the brands, but particulary Gabor of
Kamhout, fommery ChromeHearts. Like jeans,
my target market is wide, from the smaliest
domestic brands to the biggest massmarket
iterns: My collection's too big to count, easily
more than a hundred separate pleces. When |
was younger | used to have necldaces, but now
| only wear nngs and bracslets, and | don't wear
toa many of them. Incidentally, my wedding ring
Is from ChromeHearts.

These accessones are so mportant to me
since they allow several versions of me to make
an appearance. | think it Is impaortant for creatve
people to develop their other interests. Amyway,
next manth |'ll be back to talking about
videogames! See youl

Toshihiro Nagoshi is president of Amusement
Vision, formerly Sega subsidiary Soft R&D #4
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newly renamed 'Famitsu Wave DVDY,

formerly ‘Game Wave DVD'. ['ve just sat
down and read the November issue of ‘Weekly
Famitsu’. | don't know if you're familiar with
'Famitsu': it is the biggest videogame-related
publication produced in Japan. Now, out of all of
its many pages. for me, the most important part
of the magazine lles at the beginning, and its the
'Scoop' section. As a core reader of "Weskly
Famitsu’ — you might have noticed my devotion
to garnes, and ‘Famitsu’ readers are devoted. or
the ‘hardcora’ — | always read these pages first,
50 | can leam about things long before they are
released. That beautiful blend of text,
soreanshots, llustrations. ... ah, that is the very
sssence of Japanese videogame magazines.
And these days, of course, | enjoy producing the
magazine as well as reading it

I I ey there. This is Lupin Kajima from the

05131 5
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Anyway, the article in the November issue
that | really wanted to read first was,
unsLinprsingly, in the Scoop section, t was a
piece on Metroid Fusion, the Game Boy
Advance continuation of the Metrold senes,
scheduled for a February 2003 release in Japan.
(I don't know why it has been released overseas
first; that's just how itis.) | know this may surpriss
you, but | wasn't interested in the GameCube
version, Metroid Prime, but the handheld version!
Of course, there were thnse pages about the
three-dimensional console episode oo, but my
heart and my mind were entirely focused on the
natural follow-up to the Super Famicom edition.

First, I'l mention what I'm expecting from
both Metroid titles. On GameCube, Metroid
Frime is a 3D action shooting game — essentially
a firstperson shooter. On the Game Boy, itsa
vertical and horzontal scroling 2D action
shooting game with a lot of emphasis on
exploration and discovenng new abilities -
very orthodaox, very retro,

The developer behind the GameCube
version is an American company caled Retro
Studios, whose development problems you may
have heard about (| understand that thers was a
lot of input from Nintendo of Japan, butitisa
fundamentally non-Japanese title). The Game
Boy Advance version was handled by Nintendo

itseff, in Kyoto, and it's worth stressing that the
producer in.charge of that version is one Mr
Sakamoto Yoshio. He's the man praviously
respansible for, among other things, Metroid on
the Famicom's Disk System (on which he worked
with the late, great Gumpsl Yokai, who
developed the onginal Garme Boy, Robotic
Operating Buddy, Virtual Boy and many other
Innovations at Nintenoo), Yes: the man who les
right at the origin of Mefroid has retumed to
ensure the quality of the revival, which makes me
&ven more anticipant. Looking at Metroid on the
GameCube, | think the difference is dear. They're
two different games, two perspectives on the
same subject, aimed at two different markets:
Japan and overseas:

This rmay sound a ittle too much ke a
skewed kind of personal opinion, but | don't think
the GameCube version of Metroid will sell very

well in Japan. Perhaps you think this will have an
impact on sales of the GBA version, out I'd like to
recall my previous point: the difference between
the merkets in Japan and overseas.

In the previcus issue of Edge, | wrote about
Microsoft's Xbox console and, amaong other

motion-sickness aspect; the genre appears to
provose a nauseous reaction in many Japanesg
gamers. | have tried playing many firstperson
shocters and, to be honest, | always experence
an amount of motion sickness mysalf, So, despite
trying to get into it, and of course appreciating that
it brings |oy to many players, | cannot say that |
redlly ike the genre.

However, Metroid Fusion is completety
different. When the average Japanese 'Famitsu’
reader s asked “What games did youplay as a
ehild?” or “What games did you grow up with?”
then Metroid' is an abvious answer and a poweriul
influence. Metroid’s success in Japan isn't
dependent just on that, but aiso on natural
expectations that people have sbout the idea
of a version of the old game. Those expectations
are based on theoretical principles, such as
“an academic action game,” or “a retum o

TOKYO GAME LIFE

Kojima, assistant chief editor, 'Famitsu, Wave DVBD'

pure fun," and they're magnified by the mermones
of people like me, who enjoyed the garme mary
years ago on the Famicom Disk System. We're
adults now —an entire generation who grew up
with Super Maric Bros —and we have real
memories and real hopes.

“If the facility works, not just in linking the GBA and GameCube but
also in linking the US and Japan, Metroid could be a worldwide hit”

things. its undisputed leading title, the action
shooter Halo. This game didl so well worldwide,
but by that | mean overseas, essentially, because
It cidd 5o fittle over here in'Japan. Of course, tisa
guality game, no doubt about it. It brought link-
Lp gaming to the console market, the sort of
thing that consdle-owning Quake and Doom
players, the firstpersan shooter hardcore, had
dreamed of for years. They were more than
satishied — but thera arer't many of those sort

of people in Japan, and that's just one reasan
why the game wasn't very popular. Doom,
Quake, Halo: the firstperson shooter simply isn't
axciting to the Japanese. You probably know
this already — in previous generations of
harciwars, a vansty of those action shooting
games came from PC to PlayStation and of
course the Saturn, but had absolutely ne Impact
in Japan. Why was this7 Partially because of the

In the November issue of “Weeldy Famitsu', it
was revealed that the GameCube's Metroid Prime
and the Game Boy Advance's Metroid Fusion wil
feature some kind of synergy using the GBA link
cable which connscts the two pieces of hardware.

If the cable succesds, not just in linking
the GBA and GameCube versions but also in
making the link between the widely different
US and Japanese game markets, then Metroid
could become the weridwide blockbuster that
it rmight well deserve 10 be. Feaardless of
whether you like or hate either type of game, it
loaks fike both will provide what Mefroil's ahways
excelled at: fun, So I'm off to buy some
medication against motion sickness, and
count the days until February!

Lupin Kojima is the assistant chief editor of ‘Famitsu
Wave DVD', part of the Famitsu publishing portfolio
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Incoming electronic entertainment from across the globe

Take a chance if you want the returns

EDGE #119

The Legend of Zeida:
The Wind Waker (GC)

Biohazard 4 (GC)

Killer T (GC)

PN.03 (GC)

Tom Clancy's Ranbow Six:
Raven Shield (PC)

Star Wars Galaxies: An Empire

Impossible Creatures (PG

Prescrean Alphas (various)
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It's the most anticipated (and controversial) Nintendo game for T ' I. '
years, but will mainstream gamers accept Miyamoto-san’s hard cel? * : i
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powsariul” and apparently abl AACK

multipls enemies, though Edge never
managed it). Anather toy making itself

‘avaliable earty on s the leaf. Used on the
ground, Link bats. it ke a fan, which sends
blast of wind about ten metres in front of |

to fix =snd can be usad to hurt enemies of
= a sail ha'll sal manipulate objects. Usad in the air, ha hoh
i have above his head ke a parachut wing |
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sible moments,
and while tria will get you through,
Edge wouldn't recommend it, not lsast bacause
you'll be missing out on a stary Nintendo
promises will be translated with some delicacy

aplomb, but -

5 B all these in a plant-ther

locale, which also allowed for much grass
sellent Z-lock (nowe |

ty of enemies.
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0 Link taking slashing and some exe
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Biohazard 4

Amidst lightgun spin-offs, online versions and redesigned classics for new platforms,
Shinji Mikami finally returns with another true — and truly exciting - Biohazard sequel

Shinji Mikany, ty

Jepartment, puton a v

of what will sure naCube

reay

ers with £

E wzard 0, he
1 his hand, despite actuslly

wid mean a mu
with play

themselves

3 ALY

Bichazard 4 Is the first in the series to go for a free camera system.
Predictably, little compromise has been made In detall. In fact,
the locales look more expansive and involving than ever before.
Environment design appears to mix the gothic with the stark
post-industrial. Leon's sheepskin-lined coat is very 'in' right now

Uniike the rest of us playing the games.

034



I Gametuns

- : F her: Capcom
Davelooper: In-house
Ongn; Japan

Faloasa: Summer 2003

The director of Code: Veronica returns, wielding not a survival horror sequel, but a
strange Panzer Dragoon-style shooter. What are they putting in the water at Capcom?

oubtless, the most impo

ant
project to be revealed at Capcom's

L | recent GameCube shindig

Biohazard 4. And with such a heawyweight

was

wdeogame hogaing the copious dance floor
of Vel no wonder that the latest wark

by Hiroshi Kato — the directer of Code:
il be overlooked by many.
That and the fact that Dead Phoenix is still
very early in developrment.

Even with st basic visual demo,
there were defi signs of samething
mieresting he

, if only because Kato-san
made such a spectacular and engagingly
humorous presentation. The most
convenient description that most attendses
were able to come up witr

was Panzer Dragoon Zwei meets Shin
Sangokumusou 2 (Dynasty Warriors 3). And

that's an accurate summary.

The lead character e of the lastof a
race of birdmen, huntad to near extinction by
a determined enemy. To save his people from

gradication; the winged hero has to eangage in

fight combat against a massive army. The
co em allows totally free

movemant within a 3L

vironment, althouah

Zar

the characler has a large gun, which is
capable of finng various projectile types.
There's also a charge feature, which allows

you to buile up energy and et looss a
devastating blast in the form of a fiery dragon

The Dynasty Warriors element can be

found in the allied birdmen who fight

alongside you. These can be called to help
d,
depioyed to form strategic, squad-based
atiacks. In the dema
he ground beneath, but in
ol W in the

or

out when you're being out-gunr

& extra soldiers

were running along
hed g
as well, making for some dramatic three-

gimensional b

projact. It's clearly :
Kato-san, and for the G 1
The fitle drew little attention at the event

no did

need

though - as mentioned — the early «
the project little justice. The visual
y be spruced up b

Wi

& idea of m

an intrige
the image of hundreds of birdmen engaged
i mid-air combat reminded Edge

of Bnan B d and his nawkmen in Mike

iing ane. Al

Team-based flight combat Is an interesting hybrid, and from the looks of Dead Phoenix -
especially the formation flying on the left - it has plenty of potential. The ‘Fire’ gauge in

/ ] " *, the bottom left of the screen can be powered up through the game and used to unieash
Kato-san took his inspiration. e Rl a massively powerful blast. Judging by some of the giant enemies (above), you'll need it

Hodges' 1980 version of ‘Flash Gordon'

It is uniikely, however, that this is whera

D35




Wit GameCube

biigher; Gapcom
Dovolopor: Grasshopper Manufactum
Crigo: Japan

Novemnber 2003

Capcom’s teenage infatuation with cel-shading is spreading to its
thirdparty developers if this stylish assassination horror is anything to go by

My one

tering walls and

5 another clear refere
e. Which leads Edge to s
5 e |

Just how far can a videogame intrude into high-end
anime termitory? Killer 7 seems to be taking the
envelope and shoving it far into the distance, using
bleakly expressionistic colouring and overtly stylised
characters. Interesting, but is there a game in thera?
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Ongin; j;p

= Spring 20

Heled

The creative duo behind the original Biohazard returns with a fast-paced
shooter, where slavering zombies are abandoned for rampaging mechs

though he's overseeing all five of
Capcom’s forthcoming GameCub
titles in a general managar role
nji Mikami is taking a particular interest in
this thirdperscn shooter. Acting as director
and bringing aboard Kobayashi Hiroyuki as
praducer, he's reforming the team that
unieashed Biohazard — and with it the whole
sunvival horror tsunami — upon an

unsuspecting world, But unlike the
occasionally ponderotis, puzzle-strewn
gameplay of his zombie opus, AN.03 (which
simply stands for Product Number 03)
represents a returm [0 a core gaming Conceg

relentless shooting.

system goes Insane unleashing Its sscurity
bats on the unwary population, Mercenary
Vanessa Z Schneider is sent in to destray th

weapons. Although a non-stop shoot-fest is
clearly the objective here, the lead character
has been imbued with a range of defensive
maoves, allowing her to dodge incoming fire ¢
hide behind objects for a moment's respite
from the tech slaughter.

Both the mech and location designs are
exceptional, making use of stark whites and
shiny metallics which contrast heavily with th
darkness of the Biohazard series, Some of i
robot designs resemble Industrial Light and
Magic's work on the 'Star Wars' prequels,
with machines taking on a segmented
insectoid look. There wers whisperad
concems about the simplicity of the lead
character — both In terms of her repertoire ©

maoves, and her design, but Edge likes the
clean lines, and the fact that Vanessa's suit
resembles a slightly more slinky Imperial
Stormtrooper outfit, As with Devil May Cry,
EN.03 could well turn out to be a victory of
style and sheer fun over substance.
Sometimes, that is enough.

y o i =

© RN

The stark, monochrome corridors of 'THX 1138’ inhabited by Stormtroopers? Is this Capcom’s
homage to George Lucas? The presence of mechs would suggest more local influences




Tom Clancy’s Rainbow Six: Raven

ied

Failin

to prepare is preparing to fail, said Benjamin Franklin.

Useful advice for anyone playing Ubi Soft’s latest plan 'em up

air 1o say that by

great man's strength in degth, the maore

erebral Rainbow Six Is the

yriginal Clancy

franchise and, despit

v sloppy console
gonversions, the one th
enhance s
And alter its
hopes were hig
preserve the high stand:
0 far. Thankfully, a recent demo ap
confirm those positive Mpressions.

lempersad

admirable le

TECapILIre an ocouf

opportunity to get a better glimpse of the

planning ion = which is, after all, one of

core strangths and seling points,

s
{2l
[11]

S52Mtial 10 equIp your sgquad

ppropriate payload (from an alr

rd overnead

ns are taken before

map on which ¢
missions are played out.

When the action does start, it's
authentic. One-hit kills are now

supplemented by an easy interface to allow
squad commands, as wel as the ability to
gently nudge open doars, And-though we
highlighted the flash bangs In our
Raven Shield, the point desery

the simulated disorientation is one of the £

OOoK at

siterating;

gifacts seen In a game for a while, comb

ral and visual noise with contral confusion,
And thanks to effective use of the Unreal
engine, it's all presented with cris ting-
edge visuals. Weapons dropped by enemiss
n't be picked up, but as the developer
L, highly trai SF
pick up unknown weaponry In
the midst of an opsration. Certainly it's not

cu

ists would

anough to diminish enjoyment of the dema.
ing that the game's

Finally, it’s worth ni

5 singleplayer missions are complemerited

by six dedicated multiplayer maps. with

pnline matchmaking supported via the

publisiiers ubl.oom Service.

MESEDS

.3.311‘)

Harnessing the potential of your entire team is essential, since combat is authentically harsh. You can
choose to go it alone, but this is no Splinter Ceall, and lone operatives are likely to find things pretty difficult

Ongin: US
Helease: February 2003 (PC), TBC Xbox)
Pr usly in E112

Proper planning Is vital if your special operations are to
succeed, as always in the Rainbow Six universe. A
rather neat addition is a 3D walkthrough before you
play through missions, to prepare you for the heat of
battle, where things begin to get a little bit tricky

Use of weapons

Fans of previous Rainbow Six titles

have s thing of a repu n for their

attention fo detail, So they will no doubt be

pleased to discover that there are a total of
iding the

Mac-11/9 Machine Pistol

M Uzi Machine Pistol

SR-2 hine Pistol

MTAR-21 Bullpup Submachine-gun
USAS-12 = 5

TAR-21 Bullpup A
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Format: PC, PS2, Xbox

Star Wars Galaxies: An Empre Duv

~ Relzase: Summer 2003 (PC), TBC [PS2, Xbox)

Previcusty in E112

With the last batch of utterly awful LucasArts gtarnes out of the way,
could it be that the ‘Star Wars’ licence is abou

ther than perhaps the epic Hajo-
imitating shooter PlanetSide, thera
seems 1o be very little to get excited
sbout in the intimidating world of massively
multiplayer PC gaming: Thera's an enarmous
pumber of dublously named titles, but very
Fitle style or zeitgeist cool to draw in the
punters. The number of Sword & Sorcery
ciones is now rather depressing to behoid
it's unsurprising then that the focus of so
much attention has been lavished on
Everuest creator SOE and its attempt to
yecreate the 'Stars Wars' universe and to
populate it with real peopls in the sumptuous
Star Wars Galaxies.

Disappointingly, the rumour that players
would be able o set fire 1o Wookieas and
Ewoks proved to be entirely vacuous, but

Sadly it looks like simply throwing a rock to trap this
biighter in the portcullis is going to prove a bit tricky
when he's outside in his natural environment. No
world on the Sarlacc yet either. We can but hope

b AN
AN

to strike back?

thera is encugh canfirmed content coming
out of Web-space to ensure that excitement
Is growing among the faithful, As a participant
In this huge multiplayer world you are able

to play as any of sight famillar humanoid
races from the '‘Star Wars' milisu, purchase
ar B2 unit and aven construct your own light
sabre. Clearly, enabling your gameworld
avatar to become a Jedi Knight will be the
ambition of most players and as a result such
an undertaking will be extremely difficult.

And it won't focus exclusively on the
combat-heavy quests that provide a staple
tor the traditional fantasy RPGs, in Galaxies
peacetime roleplaying activities are

rewarded too.

Hawever, in combat your adversaries
include, AT-ATs, Rancor monsters and even
other players, choosing as you do between
Rebel and Empire forces. The game Is set
in the immediate aftermath of the destruction
of the first Death Star, although it's unclear
just how quickly time will progress or whether
gametime will run the same course as the
films.

What has been confirmed, however, is
that &l the major characters from the films
are present in the game and so you
can expact to brush shoulders with the
Skywalkers and others, possibly controlled
by employess of Sony Online Entertainment
Edge suspects that someane’s childhood
fantasies are going to be realised in a
most profound way.

o pilot

d out including a

and, if

have even been
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mposside Creatres

Microsoft looks to genetically engineer a new RTS franchise, and the tank
rush appears to be dead: long live the hippo-with-a-dolphin’s-head rush

Attacks are assigned to different parts of the body,
so giving a creature a chameleon’s head will allow it
to attack from distance with an astonishingly long
tongue (while a body part is useful for camoufiage)

ICU
In
m‘v‘:‘;.

Wolves hunt in packs so any creature composed
of part wolf gains an attack bonus when it's in
ihe vicinity of three of its colleagues. The same
goes for other species, too; the trick is to find a
combination of two whose special abilities
prove particularty potent when mixed together

042
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Developer Rel
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harmacy, Damien Hirst's drug-

urant in Nottng Hill,

PC markeat, it woul

cassful, Which i

to its '50s setting

s6flras entrusts the ple

things and more at once ant, for

sure, but

Crazy Sc

simple mix 'n'
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ck unit with &
g Blending a bat's

A monkey gives a fiying ape

with newly crossbred squads

and so on ance will be the key, naturally,

and while the number of possibilit an




| resom‘ / \lphas This month’s announcements and updates...

A name change and a couple of new screens is
all lon Storm is letting out of the bag at this
stage. However, sources who've seen the iatest
code have returned extremely impressed

it Disnay Interactive
Developar: Monolith Productions

Taking all the popular elemeants from the Disney
film Tron 2.0 is beautifully abstract and a delight
to behold. But though the lightbike sections are
brilliant the adventuring remains a little clunky

Kururin Paradise

Format: Game Boy Advance

Out in Japan by the time you read this, the
premise of this sequel to the original likeable
stick puzzier is identical, though a fourplayer
link-up option for mini-games has been added

Legend of Zelda: Four Swords

Hopefully the imminent arrival of Winds of
Takuto won't overshadow this other end of year
must-have which offers the fabulous A Link fo
the Past and a bonus new fourplayer adventure

8

Running on System 246, Namco's shooter
Introduces new graphical effects such as smoke
to make enemy location harder. Also you can
now switch freely between (collectad) weapons

il GameCube
ublishee: Nintendo
evaloper; in-house (NST)

The latest shots of Nintendo's update of Edge's
once-favourite snowboarding title are reassuring
but it's going to have to work hard in order to
out-trick Amped. Now expected in April (US)

World War IIl: RTS

Over 100 historically-influenced missions,
superior attention to detail and a graphics
engine to match from the Russian team
responsible for IL-2 Sturmovik. Due spring 2004

Grand Prix Challenge

Al, unrivalled
visuals and beautiful presentation... hardly
surprising given it's from the Melbourne House
team behind the great Le Mans (DC version)

Genre

a gameplay,
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Far Cry

A startling revelation: a firstperson shooter coming out of
Germmany that doesn't put us to sleep. Edge talks action bubbles,
sagacious Al and rag doll physics with Crytek’s multinational team

The firstp

the most publisher

e morment, but a

Far Cry takes place on a number of istands and
Crytek is actively playing on the juxtaposition of
the idyliic with the horific. Although details are

scarce, expect some survival horror elements

he can do wl

SOEce and the toois

- PC, Xbox
Ubi Soft

1
T

alopar: Crytek




Lighting, shadows, particie effects and textures promise much. A good deal of the action takes
place outdoors and there are dramatic weather effects to enhance the sensa of claustrophobia

) and take a piss

may wandar over Lo

n a car. But when all

you will really sse (he

automatic fire, one Al comes alive when you play it ove

U play it the

Anchors away

moer tr 11 Haif

dowrn from

when marnnes

You are able to hop into a number of craft in the game, extending the sense of freedom
available. The firstperson perspective doesn't alter and you can still fire weapons while driving

< 046
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ncidentally,
be taken out
as they plungs vards the ground
or the gunstip can be biown out of

the sicy, And as in Hafo, the wreckage

apable of landing on

3 big part of the

ce. Jesps, rafts and

own 1o Edge but

omised. The vehicles ara

ated into the woarld and can

when approached

e 1o drive some of

from bahind,

This tool box philosophy extends

D every ares

he game. Pick up &

ket faung

When

hips fying

heightens

biliets

Some great reward

Far Cry's sense of re

attention to det

50 that thene 'was a |

shot and the impaact, you also
take distance into account and aim
highar than the target, "But that just
“We

i that thes imtated the player

n't fun,” says Natsuume

g mpressive rag dol

physics were added. Bodies jerk

These sketches hint at things to come.
Biological experiments conducted by a
shadowy organisation? Expect some
freaks coming out of the woodwork, then

siump and fly though the air with
i ick as it

tremiendo

S0UNas, thera s mik
from seeing how the bodies
nder fire rom differsnt we

Natsuume then chalenges

nink of a memorable moment from

“When all hell breaks loose you will really see the
diversity of behaviour. Nobody is scripted to go and
use the mounted machine gun, for instance”

any previous FPS game. Edge goes

for the 1 assault in Halo

iutaly, That's one of the best

ons of that game,” Natsuume




Along with the jungle locations depicted, you will
also get to explore a temple, a rusted battieship,
Japanese bunkers, caves and the headquarters of
the enemy - deep baneath a fiery volcano

“What we've decided to do is build Far Cry around
the concept of action bubbles. Each of these bubbles
provides five minutes, or so, of intense action”

ol inter we wanted

things in the game to make it

greal. Thers ars 14 |av

are belween seven a

bubbles in sach level.

3 &8y whether the

\ctior

oh landing

don't come along very one

And the essance

1 15 inherant

n lhe execution ra than tha theory.
What is certain is that the imaginations

of the taarm will very much be on trial,

Going commando

i t the it

engine that underpins
Touted as CryENGINE at
ume refers to it dunng

at You Sea s




Polygon power

The rag doll physics have been
Iimplemented tremendously well,
Bodies slump, twitch and arc through
the air impressively when hit with the
game's more powerful weapons, At rocessing expenditure, Typ
this stage Edge Isn't allowed to reveal
other revolutionary aspects of the game

tailed objects

minimum polygon and

nly 15,0
histicated texturing and
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Far Cry's emphasis is most definitely on OTT action scenes linked together with a plot straight out of a dumb sci-fi B-movie. The fact that
the team is approaching everything with tongue firmly in cheek is to its credit. Don't expect another FPS with ‘realism’ as its watchword







love-me-do

Begun as a response to Oracle’s games page back
in 1993, ‘Digitiser’ has gone on to receive plaudits,
ITC rebukes and photos of a fan's naked girlfriend.
Edge talks to the mastermind behind it all, Paul Rose

bout six years ago, | got a call from a guy al The Indepenciant’ saying, I'd lke to

do a feature on you, because ‘Digtiser’ s a phanomenon.' But ha never called
back.” says Paul Rose. gnnning irto a hall-full pnt glass. “The mason he never callied
back was because his book had been picked up by a publisher. It was Alex Clarland, After
“The Beach’ came cut, he sent me a copy and said that If | tumed to page such-anc-such
i'dsmahhhhfw.()ndhmswmuﬂq' phrase, "‘Messed
Up'. And he opened my eyes 1o the fact that people who are into games know 'Digitiser’.”

Paul Rose, aka ‘Digiiser's Mr Biffo, grins a lof. He also laughs, and giggies, and
sometimes shrugs with a c'est-la-vis smile. There 8 not a trace of cynicism in his words,
which is surprising coming from one of the country's longest-standing games jourmalists;
‘Thgtiser’ s 1en years old, and Fose has been wiiting it since the beginning. It s unikely
you'll have heard of him, although his nom de plume is sgnificantly better known among
gamers. As Mr Bifio says. pecpie who are inlo games know 'Digitises’

People ke Alex Garland, bestssling author of “The Beach' and ‘28 Dayvs Later,
(*Probably ‘Cigitiser’s biggest fan on Earth," says Rose) who once won a typcaly-Digl
competiion in which readers had o send & photograph of someona I an exotic location
hoiding up a sign saying ‘Digitiser = Fith.* The competition’s fitls was Brown Trumpet:
Alex Garland sent in a picture of one of his fiends standing atop @ templs in Thaiand.
Histary does not recall his prize. but the anecdote shows the sort of devotion that
Channel 45 Telstext games page inepires, and that would ulbmately rescue i from a

rmanagement-ied humour cull,
>
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THE MOOMINS AT CHRISTHMAS

t A

“When | talk about ‘Digitiser’, | always say we. Which
| think is some way of distancing myself from it, this
anonymity thing. Always done it. Weirdest thing.”

“Don’t like the new redesigns. Don’t mind saying that, but it's nothing to do with me.”

Hy hesd so big and
svollen The girls ars
bound to choos=s xe cover
Tom Selleck this time

“It's one of my biggest bugbears
with games that stories are
written by developers that don’t
understand how to write a story.

| mean, today | was playing Star
Fox Adventures, and it was like,
‘What's this about?! It's just a load
of old bollocks.’ There’s no
structure to it.”

:;n
-
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CIRA

“I do think the medium’s unfulfilled,
and that there’s so much more that
can be done with games.”

Brrrr!
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Digitisers d

remaved. But the gentleman T

o to the ITC, and | think from that

sturn for a

irty early on we put a few no: out of joint, never intenti
we really enjoyed what we weare doing and | think that came
on the page. But | also think the fact that we enjoyed ourselves, that
we messed about in the offic mething rotten, kind of rubbed
people up the wrong way. And even though the management at

tips, charts, and letters, an hased at Teletext and ha's great at
chasing up gar But PR people have always distrusted us,
generally speaking. Anyway, Wipeout came out, biggest game yet

on the PlayStation, and we through hell trying to get it. Calls

weren't being answered, emails w g ignored. we did the
only thing left open to u Fat Sow to put out a request for it on
air. Unfortunately, we went a litthe bit too far, and

ome. .. trouble.”

'Gossi the Dog. ITC's only ¢
Gossi the Dog had a«
complaining - and it w
it said at all ~ that tiw
a beft. A cartoon dog

Always slhightly nervy.
uple of years ago, something in the
how had obviously bothered him. He
t a better bag this year. | hadn't

@ to him having

“Yestarday |
tramp”. | m
Aliens’, whic
grown a pair of
lic for breakfast. I'm
pretty sure that if CI wa that on at 4.30 in the aftemoon, |
can get the phrase tramp’ in Digitiser without the ITC coming

down on us.”

Mean Machines ried putting digs at "D

and we started digging back. But of course, wa could ('lig harder

n their letters page:

and faster and every single day. It eventually ended when editor
Steve Mermett... well, there was one specific challenge he put to
something about viewing figures. We sent him this absurd letter
back, where we called him biscuit-skin, fish-back, and all these
other things, along with the statistics that proved our point. And in
the next issu " n Machines’ there was some briefly worded
retraction, and that was the end of that.”
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“Ten years, and you just see the same cycles
repeating. I've seen trends come, go, come back
again. Currently we’re pissing off Xbox owners.” s
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“The typical ‘Digi’ reader?
Certainly not best-selling
novelists and the voice of
Darth Maul.”

“We've gone back to scoring
out of ten. We started out of
five, then went percentages,
then out of ten, then back to
five, and now out of ten again. |
mean, I've seen on the 'Net
already people saying, ‘Didn’t
they say we should do away
with review scores altogether?’
and we have. But | was 21 when
| started, and in ten years
people change, grow up, and
they’re allowed to change their
opinion. In two years’ time |
might say ‘Sod it’ and go back
to doing percentages, marks
out of 1000, | don’t know!”

“l mean, we've changed our
minds on reviews. We might stick
a game in the top ten early in the
year, and then by the end we’'ll be
quietly leaving it out. It's human to
change your mind.”

Dadd v ?
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Daddy Cool 1= back. weah! Cool

ztyvle 1= the new
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IT'S GRRY

“What they don't realise is
they’re posting on these
forums - ‘Have you seen
what they’re saying about

the Xbox?' and it’s like,

o

LINEKER!

‘Thanks, you've given us an

extra 20 viewers!”

“John [Pickford, of Zed Two]
called my bluff. Knowing that I'd
had experience of screenwriting

and supposedly knew how a story
should be structured, and knowing

my opinion on game plots, he
dropped me an email, and
asked me if | fancied writing for

- his next game.”

“When | started doing it, |
couldn’t get out of the mindset
of writing a videogames script.
So all the dialogue was
incredibly stagey, and it read
like a videogame. It was John
who pulled me away from that
and said, ‘This is actually a bit
shit’, and then | started writing
it like a proper script.”

/
Merry Christmnas,
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well, Christ, it's iasted tsn years, and thatsa hal
of an achisverment, But | was aware we had this
reputation, and that people didn't particutarty ke
us — parbicularty over the last five years, when |'ve
not been based at Teletexd, and | was st the
parson sanding in copy that they ddn't think was
funry. It annoyed them. It spoke in a language
they didn’t undarstand — and of course they
dicn't understand it, becawse it wasn't aimed at
tham, because they wers meda executives and
'Drgitiser’ was aimed at videogames fans. To
their credit, they've understood that now, and

At the time, though, things wers diflerent.
Rose speaks delherately, camfully watching his
words, "The axcuse | was given was that it was a
cost-cutting measure. But in the process of that
decision, when | was fold that 'Digiiser’ was
being reduced to three days a weak, slbeit with
na reciuction in copy, | was also told that they
didn't think: it was funny, and that it had to stop
beng funny. Or stop baing not funny. | had no
choice but to go along with it

Panel beaters
So out wen! the jokes: Ring-Sk, Zombie Dave,
Fat Sow, ot &, and out went Panel 4, too,
‘Digitiser's weekly column by & guest games
expert, Rose wasn't quita as sad to see that
disappear. “1 was somy 10 see Shuan Campbal
go. Hthink the olher columinists waren't guing it
their full attantion, | think Vicket Barlin would be
the first to admit that " Not that it didn't cause
some pain, thanks to Campbels final colum,
never actualy published. Rose gnmacss a ittle,
though the smils doesn't disappear completely.
“| can ses what he was doing, and Stuart
won't ke me saying this, but that, n the middie
of it all. Things got really homible, it was really
quits unpleasant. Telstext have said to me, "We
handied it really badly,” and they did, they wers
needisssly nasty 1o me, unpleasant and
confrontationa, and they've apoiogised and
that's fine. And, then, in the middie of that, Stuart
sent in this Pansl 4 that bloody well made
evarything worse.” He grins. *'m ke, ‘Chears
Stuart, I'm trying to pour watse on the flames,
and you've just chucked a can of petrol in."™
Whils Campbel's rant was unpublished, It can ba
read in full on the Internet at
hitpe//dislspace. dial. pipex. comAowrvestate/dnb

z=tyle,
1ice fresh and red hot |

babv .
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While 'Digitiser’ went through the motions lor
ayear, Iosing fts cult status and losing viswers,
Rose was busy elsewhera, writing for Sooty and
My Parents are Aliens’ for CITV, bl'l'lgr};
‘Bubblegun’ strip “Knifle and Wile' to Crannel 4
{*it was shite. | dor't mind saying that. Even
though it had the mos! amazing cast, my script
wasn't up to standard. That said, it aimost got
commissionad, ), and producing a story for Zed
Two's promising Pilags. On the other hand,
passionati ‘Digitiser' fans were busy organising
and executing a war of written attrition against
the Teletext bosses, demanding the retum of
editonal control 1o Mr Biffo.

“It's only bien in the last vear, since DigiGats,
that I've actually understood 'Digitisers
populanty,” says Rose. “Foralong time l've
worked from home. | went freelance five years
ago, and |'m based at home In rmy little cocoon -
all the post goes to Taletext, so do the emalls.
But | did gt to see a percentage of the lstters
that went there after the changes. And on top of
that, the sheer valume of personal emeats 1 got to
my home address. | started o understand, for
the first time in nine years that, hang on, this is
actually quite popuar, sn't 17

Eventually, Teletext went back on ts original
decision, and the character - but not the
characters, at ksast not just yet - mlumed to
‘Cigitisar’. “The justification thal Telstext gave me
last year when they said I'd got to stop the funny
stuff was that It excludes people. | would angue
that it was the exact opposite. They said this
‘Pythonesque’ — their word not mine — humour
alienates and excludes people, | think the:
subsequent letter writing campaign proved that
mors people et part of the cique than not.”

The futues for the section looks even brighter.
“Thers's talk of properly relaunching the Websie
next surmmer, Property, this time, with reviews, af
updated dally senice, and s0 on, Whether it'l
woric... | mean, we're not going o have the
pixefiated graphics on there, But | dunno, the
Web, digital teltext is in its infancy. .. | mean, ity
funny, but I've never fait the destiny of ‘Digitiser's
in my hands. Its up to Teletext if they want to
keap going with It, and for the first tme in ten
yaars they'ra fully behind It We've always been
this bad bay, Teletext’s dirty secret, but now they
want 10 integrate us.”
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“It's difficult to talk about any of the characters without incriminating mysell, because | always felt that
part of the reason why | found them funny is because they have no place in being there. And we got
away with it until last Septembar, which fair dues to Teletext, came down to them saying, “Why the hell is
this halt elephant man on here tolling jokes that make no sense?™™

“We started with The Man With The Long Chin, who was originally called The Man With The Lang Chin
Wearing A Pink Baret, which was just stupid, and was oventually just shortened to The Man. You work
for a games magazine, you get sent freebies and stuff, which eventually start to clutter up the office. So
we wanted to find a way to give it away, rather than hoard it at home, and | think | drew this graphic on a
page for a competition of a man in a pink beret, and peopie would win something from his secret
pocket. And then at some point that evolved into The Man's Diary. | honestly can't tell you how that link
was made.”

The Man's Daddy

“Thea Man's Daddy is without a doubt my favourite. It never, ever made any sense. In fact - and this is
probably true of 'Digitiser’ of a whole, and probably the reason why we've had a few run-ins with various
paople over the years - you literally love it or hate it. it's such an extreme of hate, such an extreme of
love. And there were even those extremes within the organisation that airs *Digitiser’. People who loved
it. people who absolutely hated it The levels of vitriol we've had in letters over the years, and the levels

of love - ganuine love.”

“The Snaokes were another of my favourites, and Fox ended up making a pilot for a TV version.

The Snakes made it onto 'Bubblegun’, which s where Fox Kids picked it up. It was for interstitials,
and it had ‘| cuss you bad” on thene and everything. They did it with sock puppets, with Phil Cormwell
doing the voices.”

“Fat Sow was a way 1o be anonymous. One thing that always wound us up about games mags was
that they weren't opinionated - they never gave opimons, it was always very carefully worded so as
not to offend their friends the PR people. We had to provide an alternative, because at the time, thers
wasn't an Edge, and there wasn't an Internet. We didn’t mind speaking our minds, and we were
honest, and beca e we weren | getling games from PR people we didn't owe anyone favouwrs.

And we always used to have that discimmer at the battom ‘Fat Sow's views do not necessarily

coincide with "Digitiser’s’ and so on.”

Zombie Dav
“Zombie Dave. <pause= What? <laughter> How did | get away with it? <laughter> | think the easiest
answer is, well, we didn't get away with it, did we? Because they pulled the humour. | don't think they
gol... specific jokes... but | think they knew there was something going on undemeath the surface.
maintan that Zombie Dave never said anything rude, anyway.”

“I might bring him bacic It goes back 1o the whole faces in magazines things. Thare was one specific
journalist.... in his magazine, a games magazine for God's sake, he had a diary section - a photo journal
of him going out clubbing. And it was like ‘hello?!" | mean, I'm a fine one to talk - | have swearing
zombies and funous pigs on my pages, and a half clephant man who tells nonsense jokes but still, it just
seems 30 sail-indulgent. That Dave Perry school of thinking - no setf awareness. | did an articie on types
of games journakst, actually. Future journalists all looked oxactly the same - all had little round giasses,
all really tall. All of them. And all Emap journalists were of a type too - lairy, ii-educated barrow boys.”
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“It was your constant favour and enmum?ement which fuelled our passion to make better games
As a final request, we ask that [you] continue to love the games because the future of those who our
remaining DNA will start from that passion.” Extract from SNK's closing statement, October
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new releasas only attract maore gamers and gamers en't_m'ng
the Nea scene soon became collectors.” Ebayaxampies
“suich as the Pez dispenser aive some perspective to what the
deserters call an overpricad market, A
{f'every collecting niche has its untouchable artifacts,
what is the Nea follower's Holy Grail? McClesky,
Unsurprsingly holds the cup: "My most prized home
carlridge. the European releass of Kizuna Encounter, was ._ i
obtained shortly after | began collecting. Of all thirigs, | traded
a Super Dodgeball conversion (cumently worth $350) as an
even frade for the seemingly ireplacaable Euro Kizuna. There
are ooty two copies in confirmed existence. [ 0w ohe copy.
which | purchased friom a French coliector, To find other
copiesin the world | have Gffered $200 just for & picture of the
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You've played the Game.
Now see the Movie!

2

game. Only one other copy surfaced (the owner confirmed
mianual text, etc), but this collector wishes to remain
anomymous. During 1996 the European offices used to
release anything up to 1,000 carts of any particular game.
Whiat happened to the ather carts s unknown. We have

many reports of sightings in various shops through the
years bt no one nas'come forward fo collect the $200

reward for simply owning & genuine copy. It's extremely

difficult to price European Kizuna becatise it never seems

oleave a collector’s possession. Put it this way: {'rmy wiling

|
|
i
|
]
|
|
|

‘SUPER HIGH TE AN

NEoC ORI

10 pay $3,000+ for 4 authentic Kizuna, If| iad 16 estimate,
Iwould say it would have around a $5.000 ending price,

The highest auction 1o date for 2 single AES home cart was
$2,800 for & mint English Metal Slig. In 1999, the Neo-Geo
collecting community was stil learming :

versions of ho:r'ne Garts that existed a:wndim word, |
Games like European Double Dragon and Ultimate 11 were

' just beginring 1o surface as fresh OVErseas contacts enters

the scene Years have passed, and pretty mitich 2ll of the
knowrn home canridge vanants have beer accounted for
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manager who et SNK for Sony pastures in lols 1994,
recond saying: “SNK .Japan dicf not sham information

Systerns (which wese both awarded o Apple Photo Systems:
SNK's history is as colouril and interesting as @ game
1 historian could hope for. Messed-p hardware launches,
talkect CD add-ons (1992), exiremea niche systems (Neo-Geo




The collectables

All prices listed here are in US dollars, This is a giobal markst and
you are most likely 1o get the best deal buying directly from an
Amenican of Japanasa soume, Go into a British high strast

The most desnrable tnles

These are

Vs rnﬁ-v\?' ra;-f'l. 183
{ vt oacnn BOURLFE TS0

The original Metal Sk was an
unexpectad hit, hence its low
production numbars and
subsequent hugs value

An extremely rars, If unplayable, titks
that forms the focal point of any
Japaness collection

Pulstar Kizuna Encounter

An A-Type-aliks that has come
down in vafus in necent times,

Ses main articls for details,

o (i7d

retro/coliectors. shop and expect 1o pay 8 Nigher poemicim,
Bear in mind most playens collact Japarese titles, which ae
aasiar fo fintd. Only the most dedicatad will attempt 1o coliect

Twinkle Star Sprites

Twinkle Star Sprites was ADK's last
game on e Mao. At manufactiune

ADK ran out of instruction books, so

the remainder ware supplied with
simple pholocopies

Waku Waku 7

The saqusl to Sunsolt's Galaxy Fight
has wohderful music, animation and
style. A very sought-afier title,

than a new PS2 titls.

An axtremely sought-after title
Onginally released in the waks of
Last Blage, | attracted itlie attention
due to its similar sword-basad
ancent Japanese themes.

Magical Drop 3

This excellent Tetrz/Puzzia Bobble
hybric relsased in small Japanese
guantities is very desitable.

the USVEuro releass sét. Althodgh the games ksted hare damand
very high prices you can obtain many Neo-Geo games for (ess

& Japarese-only fitle thal is
considerad by many o be the
best Neo-specific shooter

Metal Slug 2

Daspite the supenor slowdown-free
updats that is Metal Slug X, \he
origmal still tetches vary high
prices for US sollectors.
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Almos! as rare as Kiuta Encounter
enly. a handful ol this European
release survive,

An ADK update of iIts disappainting
1801 top-cown racar, Thrash Rally.
A huge graphical improvament, the
game kepl the playabiity of its
predecessor — warts and afl

Five of the besi—value games

Hera gre five of th

and most ressonably

The Last Blade 2

HEDIT GRuMa )
WikE CUNF OF AMCRIES 1%%

Despite comparisons of the OC port
of this garne to Sammy's Guilty Gaar
A the original refnairs anthralling an
tha Neo, wilh dean garmepiay,

The final instaliment of the Fatal Fury
series jo undenably the bast, Debate
cuntinues 1o rage as 10 whather )t i
the best Neo fighter of all,

Neo Turf Masters

Releasead by Nasca very closa to
Metal Siug, this tithe was largely
overlooked until word spread
concaming how graat it s

The biggest, most visually impressive
~and chaapest - of he Meta/ Sugs,

Shortly 1o be portad 1o PS2

Double Dragon

Trie recant confimmation of tha Euro
version's exislence only combined
with the recent release of Evoga's
Rage of the Dragons 1o keep this
can's valug in the stratosphers

The fan's classic. Probably the
largest percentage of players rate
this'as the best of the serjes so far

Art of Fighting 3

W L S T d v
™M P R BT iney

ay
NI, < o oo i, BF e ITD

Despite a recent tailing off in value,
this remains a collectable game. The
huge characters, distinct backdrops
and realistic fighting mechanics are
nat 1o everyone's tastes, though

Ta many, this game was the first
real display of SNK's talent. tis
testamant 1o this fact that the game
ks still highly enjoyable today,
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The bigger picture

ou may remember the scene from ‘Dead Pasts

Stclaty’ where the ‘eccentric’ teacher played by
Rabin Willlams draws a graph an the chalkboard to
demohstrate J Evans Pritchard's method of evaluating
poetry. By plotting its perfection along one axis and its
Importance along the other, the work's true valua can be
accurately determined, And then ensues a bout of page
ripping; suffused with heavy-handed symbalogy, that only
Pater Weir could peoduce.

1Dt course, there's no such thing as a perfect game and
no kel system for assessing its value. Every game smce
Spacewar! has had shortcomings, even the mighty Super
Maric 64. Go back and. play Nintendo's rmost celebratad
ganme and you'll still have yobr breath taken by the visual
fidelity, the sublime structure and the Ingenuity on display.
‘Youl'll also get frate because of the pocasional dodgy
camera angle. Those who've reached the lofty helghts of
Tick Tock Clook will know exactly what wa mean.

If all things wers equal, then a game with glaring
techmical flaws would score less than a five, There ars too
many competent games to aliow us to tum a bind-eye o
Ihose that see the protagonist falling theough scenerny liks
David Copperfield through a stage trap. But hers's the
thing: sometimes, and it doesn’t happen that often, a
game emerges that delivers gameplay which transcends
{ts technical frailties. The Getaway 18 one such title,

[t was always going to be a case of squeszing 4 quart
it & pint pot, The Getaway has framernate issueas, the
vahicle handling is best described as basic, dnd onoe on
foét'm}ngs take a turn for the brainless. Bul Sony's iatest
game still has the ability to imprzss and engage. It's all too
easy to join the game's anti-hype beigade by taking any
one of the Game's compaonents apart, but The Getaway’s
whoie 18 cerlainly greater than the sum of its parts,

The debate over whather objective measures can be
used 10 evaluate creative endaavours is 8 much bigger
philosophical question, and one that is never likely to be
rasglvad to everyone’s satisfaction, But, for the record,
Edge belisves that applyimg cold empirical guidelines
when reyiewing games is as problematic as taking a
wholly subjective fine. Ultimately, we have (o Use our
collective experence and focus on the aspeact that
colnts most i a videogams: whether it's fun or not.
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Prime is so polished you can see Samus’ face in
it right). The thermal visor allows the detection
of enemies in lightless environments (above)

Metroid Prime

Farmat: GameGube  Publisher Nintendo  Déveloper, Retro Studios/Nintendo  Price: $50 (£32)

Aslease: Qut now (US). March (UK}

dge will admit it had its doubts. When
E news first broke that Nintendo had
handed over the development duties of a
new instalment for ane of its most reverad
franchises to an out-house-studio only a
select few had heard of, eyebrows were
raised. When news arrived that Austin-based
Retro Studios would be working on an FPS.
brows and hands made audible contact. And
when, at E3 2001, Shigeru Miyamoto publicly
stated that the expected playable demo had
bean withheld due to personal concems
relating to the control dynamic, alarm bells
rang and our expectations were the subject
of a dramatic re-evaluation.

“Deconstructing the layout and deciphering
clues left in the design by the developer to
find routes to a new room is an absolute joy"

D78

Tums out we should have had a little
mione faith in Nintendo's decision and bean a
little more confident in Retre's ability.

You get an jdea of Prime's quality early
on: the moment Samus steps off her craft
and onto the docking platform of a space
station from which & distress signal has been
sent, inquisitive gamers will guickly realise the
game of Asteroids that can be had by
shoaoting the space rocks floating about in
the atmosphere-daprived environment. It's a
promising start and a strong indication of
Kind of level of detail and distinction of the
proceedings that you can expect the game
to deliver.

in typical Nintendo fashion you're led
through the controls even before you've
made it inside the station. For instancs, the
scan visor's fundamental function begcomes
apparent — entering a new room and
sorutinizing your environment before you do
anything else soon becomes second nature

[and it nesds to as some elements, like
basses, you only get to maet ence - see
Analyse this). As does the control system,
that matter. Initially, the notion of holding
down the left shoulder button in order to
strafe, and having to manually engage your
vertical view axis (Dy pressing the right
shoullder button) feels awkward. In practice

Baby Sheegoths can still freeze you with their
dying breath {above). One of many great touche




wsly n E112, E118

'
flengnav] o ,
(1 11] . L
: o

openi

ithougn not stnclly the omcial seque

y but thankiully those are rare o P82, holds that honour) much in in anal retentive's nightmare
moments = tor the most part it's a aystem Prime referances Samus’ 16bit adventure), scenario has devel A with a bewilderng
that works in wonderfully rewarding and fluld )ehing down ona nearby planet, the number of unfinisheac
fashion game then really begins. Initial & i1 all direx

ir

ouple of e

olayers won't miss the parallal found (thelr "timing’ as expertly «

You get to shoot enemies, of course, but Prime
ramains true to its platforming roots - those
expecting all-out action are going to be bitterly
disappointed. This doesn't play like standard
FPSs. And that's because It isn't supposed to

Route finder

Metroid Prirma's map Is glorious, easily one
of the finest examples to date. In 30, it's
easily rotated and magnified for those
moments when you really can't see the
doorway that you swear is supposed to be
thare, As in previous Mefroid tities, it is
possibi downioag the area layout from
a map room (showing unvisted rooms as
light blus rather than oranga), but rather
than hand everything to you on a piats, the
developer has wisely included secret areas

that only show up once you've discovered
them, adding to the alreacty rather
substantial game area Prime offers players




Bosses don't usually provide much of a challenge but they tend to be of intimidating proportions [top left).
The gama's platforming elements (above right) work beautifully and never frustrate as in, say, the onginal Turok

Analyse this

thal altt e guk how much input Nintendo may have had
" makes games like, for instan wriginal next move should be, you during the development, Retro
Another layer on to an already wonderfully i i ) f
Tomt Jer, 80 rewarding (although Samus mimediate attention to this, che stands the Melroid games: this offars

rich play mechanic is the use of your scan
visor which uncovers vital clues or versatility together with
information about your prograss - indeed,
denouement is achieved mainly through
reading space pirate data log entries.
Complatists will revel in the way you're
encouraged to scan everything - from new

1o embark on axpi

enemies to health pick-ups. Successful O-acquinng a f W E 3

data entries are archived so you get an idea finally unlocks progress to new araas of the roing dull, though thal has never expect such a move wolld introduce.

of the leval of your scanning parformanca map never diminishes —and it's what ensures been a problem for a game senes that Maintaining the essence of the franchise affi
itionally has never failed to be anything thi

tial transition is in itsell highly

nsure

“After Ocarina of Time and Super Mario 64 this
is possibly the most accomplished three
dimensional update Edge has witnessed”

shed three dir

delvers an FPP, nc

2D title Edge has witne

<€ 080




The sensation of familis

ty, the kind that you
only really get from Nintendo seguels, is

—you'd expect the cha
perspective to co

feal within Prime

pletely alter the wi

Ay you
world yat this isn't the
Aetroid environment has been so

faithfully recreated that within minutes of

case. The

starting the game everything f

way you'd expect it to

exactly the

And that's be as with all Metroid

Instaiments this i y the sar
albeit this time it happens to alsc be
masterfully updated for

The same atr . the same pace, the

a new

ance. The same
utterly astonishing experience

same delicate ba

Nine out of ten
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Often, Prime's world looks as beautiful as it sounds (particularly in Pro Logic Il). The fabulously controllable marph ball: half-pipe trickery for accessing higher
levels (bottom right); a Monkey Ball moment (middie right); ball-specific levels adopt a side-on perspective (top right); and Spider ball can climb magnetic rails

081




Metroid Fusion

Formal; Game Boy Advance Publishac Nintendo Devsioper In-house FPrce €30 Hasase: Out now

118 Metrowd V)

rforms the player, Fusior

Having been caught up in a not-entiraly

predictable spot of bother, game

with you stripped of the manifold &

accruad during

You'll encounter many different types
of energy organisms (top). Bosses
come in many different forms. This
fellow (above) Is surprisingly orthodox

“It's about growth: you begin with a limited
selection of powers which can be vastly
aded via a process of exploration”

St N COMMGoN with Nir

x'll often enco

CacHs demand

1 and, after an arr

y e M preyies 56y S - - :
scratching, you'll move on to ALY SR AT e S o owalmmat o e

3 be a further challenge, retumning later tc Y \ l
‘l! N

Samus's ship [top right) will be a welcome sight for those familiar with the series. Elsewhere,
the heroine uses a spead-run and offers an unusual amount of respect for indigenous lifeforms

that praviously In

If vou are familier with the

e trans
littia to dull the
predl

the &

The main spaceship map (top) shows §
six lower levels, and this is where the avenwh Whichisr 3 n be said hat is ver les / stone unbombec 3 within about six hours of play time
lion's share of the action takes place. . :
Fusion introduces cut-scenes (above)

BxpeEnence

g allows
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Praviously in E113, E116

ENERGY
29

Navigation Rooms (main) are crucial elements: you'll head for them after completing every major task.
Hanging from ceilings (above left) is all in a day's work. Some areas do not offer general light sources
(above right), resulting in ranged illumination. This does not present too many problems, however

LOAD "” CODE

So you're stripped of tha many axceptional
abilities you acquired In your last mission
via Super Metroig? Then you'll have to rely
on the computer geeks and their systam
1o, first, formulate them once more and,
second, make them available for download.
Neediess to say, relying on outside
sources for progression be a bind.
Perhaps that's why certain upgrades can be
achieved by less obvious means. (in othar
words, don't be surprised to pick things up
from places other than download points, |




The Getaway

Format: PlayStation2 Pubfisher SCEE  Owweiopar: In-house (Tesm Soha) Price: £40  Faisase: Out now

W hera to begin? It has been suc
time since EBO's first look, and t

i

along

as been filled with prediction

assumptions. But, perhaps t

Ve and plent:
schadenfreuds. Maybe you'll have heal
the actual cost of making the game was far in
excess of the afficially stated E3m; maybe

n as the team glimpsad GTAI

proiect went back 1o the desigr

he way has been the 'm'

sk el
me substance —_—

urwitting butt
WO years now. a
punchling wath so

To begin with, The Getawa,
it's Oriver. A series of 12 missions t

is not GTAN,

Oddly, there doesn’t appear 1o be a way
to call up an in-game map, meaning those
with a working knowledge of London's
streets will have a definite advantage

ol of renegade

10018S INerweave

acy with which this is hand
someawhat cripplad by the script, more of
which later. Completing Carter’s missions
il

provides & Free Roam mode, which is

“The Getaway is technically superiative.
The guestion has always been whether it's
any fun, and those fears can be allayed too”

nothing like GTAI, merely offering the
leam Soho’s London at somethi
I OWT) paca.

ot into two or th

Thars aren’t any health packs or related Items in the game, but if our villainous hero can find a wall
to lean against, not only does his body heal itself, but his suit washes clean of those stubborn stains

location, and ong that will be the thirdperson conducive to seeing the guy whao's gt

oting rrythical future entertainment medium, that it

arbated by the

shooting when you armve. Driving Is whera you in the chast, That's ex

ac

further than any videogame has gone
the GTA compansons are most |

autolock, which, while o

sionally inane. but perhaps not always In

e IS approximately

The driving sections are enjoyable, If

a little too simple. Completing each
migsion from behind the wheel s a
question of determination rather than skill

ar, drive it fast, dnve

meathod of figh
levels have simple stealth aspsects, whic

work reasonably well. The

1 Dattle
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oll under laser tripe

he car, pred
appear immedi The cam

offering ne manual co
and
well be cinematic, but aran't ne
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Previously in EBS, E112, E118

mativation we get for him kiling friends,
enemies and innocent by
repeated plaintive cry of, “I'm doin

breaking into a police station, offing a
‘crooked’

and then kiling plenty more
innocent ones on the way out. There is ne
option here. If the player does not comply,
t's garme over, and Edge wonders what
motivated BT to lend its insignia to an
mrise which sssms predestined for
tabloi
Sitill, for those who aren't womed about
the direction that Team Scho is tryin
gaming in, ridin
Later'-style)

entel

bl

to take
wd (an empty, ‘28 Days
London is jolly good fun, even

The game’s approach to dialogue appears to be

. y _— simple: if they're police, add background static;
more so if you're aware of what London’s if they're not, make them use "adult’ language
really like, and there's little doubt that The
Getaway Is technically superlative. The
question has always been whether it's any
fun, and thosa fears can be allayed too,
because it is, to a palatable extent. But it's
not the evolution we were promised, at

Ghost town

times it's almost embarrassing, and all too
obvious where those spiteful rumeours have

sprung from, An Edge Sony contact who
works outside of SCEE made some intemal
enguines as to its reputation, and got
nothing by
return. The sad thing is that everyonge wants
to hate The Getaway, and, wh.

t heavy-handed dismissals in

ever its

Clearly the most visible flaw in Team Soho's
Londaon is the lack of people — players rarely
witness more than a dozen at once — but there
aren't enough cars either, though proper
congestion recreation would make for a poor
game. Other concessions include the absence
of smaller sideroads and alleys, and generic
licence-defeating shopfronts, which mask some
specific places Edge tried to find, Still, its a
phenomenal achisvement to get an environment
this big this close to its inspiration, particularly
with no en-route loading.




Shinobi

Devalopan

Overworks  Frce: 350 {£30)  Ralease: Out now (US), January [(UK)

lke Nintendo, Se

rormat: PlayStation2 Publishar Sega
ga has been busy
/180t

L updating one of it

franchises, and it has managed to steer clear

of simply producing a slavish update. Indeed
it's a mark of the company's
that It has revived memaries without being
suffocated by them, and resuscitated an old-
skoo! development philosophy withou!
producing a game that feels dated. And
above all, Shinobi is a game that affords
players the opporiunity to fesl very, very cool,
as they string together elaborate death-

vement

dealing combos and negotiate treacherous
environments at high spee

Once again, we're

the nonsensi

3l plot, featuring superr
forces, soul-gating swords

old and new as antiguated rivalres explode
against the high-rise backdrop of a vaguely
futuristic Tokyo, Thus it is that Obora clan

of the

ompses of his clansmen,

€ 1 to avenge the death of his clan.”
Which tums out to be an entirely appropriate
ntroduction to the action e this B-movie-
infused sense of style

TS

one of the game'’s

chief strengths. Hotsuma looks imposing Just
standing
dispateh

still, but he can also scale walls and
several enemies at once with a
dramatic Tata move (ses Akujiki power),
Granted, the game doesn’t stand out
graphi
notwithstanding cut-scenes, which are

Although the style and phillosophy of
Shinobi is entirely faithful to the game's
2D predecessors, Joe Musashi is only
available as a playable character after
enough secret tokens have been found

ly in conventional terms —

beautifully realised. Texturss and

“Aerial combos frequently occur above lava-
filled pits or sudden-death drops, as well as
presenting a means to reach difficult ledges”

enviranments aren't exz

breathtaking, for
example, but this Isn't a game about the joy

of exploring intricately detalled envi
it's a game about the visce

OVEIComIng enem

ronments,

with easy &

its predecessors; this game requir

steep dificulty curve and various un

extras. that you play through envir
tedly — they're not designed to be seen
and enjoyad once, they mergly provide a
functional baclkdrop for frenetic action.

Ar

simple

though that action is undeniably
s entirely engrossing. After the ini
stages of the game, Hotsuma's sword,
Akujiki, provides perpetual impetus;
don't claim enough sc
claim his, adding an Lrgent incentive

Successful execution of Tate moves are
rewarded with quick cut-scenes that
add to the overall sense of stylish cool

sulg, it will be

086

The game's eight stages consist of a couple of levels each, and they all build up to impressive boss
encounters, boasting authentically retro levels of difficulty. Judiciously executed Tate actions are usi
the key to success; but they're more easily said than done, and frequently require several attempts

n essentia
5, which

order to reach

s, demenic / Not partect

ithermen
. providing

ertheless, thisis a y ertertaining

title, and ample |ustice for a fondly

ed franchi

=5

anding test of skills
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Akujiki power
The gami Ttral Is the Tate
action. By disp {i sevaral enamies in ’ - W W i In addition to the bloodthirsty Akujlki sword,
3 players have a variety of attacks at their
disposal, including ninjutsu magic and
shurikens, though the latter don't seem to be

as effective as they were in the heady days of
the Master System and the Mega Drive




Resident Evil O

Format GameCube  Pubiisher Capcom  Tousioper: in-hpuse  Prices §501€32)  Releaze: Out now (US), March 2003 (UK)

Feme will finc | C
them that they've misiudged the enti

for those

t have any irational

0 major introciu

g between two characters ¢

of itemn boxes — do [itt

and you'll s

3mis. Meanwhile, the nes

e's protag

switching between the
frooki P, Rebecca Chambers and

ct, Billy Coen) i

inningfy de
osphenc d

selves from the Garr

il in terma of technical qual

apcom's flagsh

Ewilf 0 maintains all of these hallmark fe

1 balance betwesn

and Instin
tory exploration. Like a

ones, of

game — breathtakingly so at tim
game is every bit the equal of its GameCube

ar, and one of its great strengths is

the manner in which it trea

As with every previous Resident Evil title,

completing the game unlocks additional

costumnes, as well as an entartaining subgame

Holy namrative!

Each new chapter in the Resident Evll
series has introducad a hatiul of tortucus
plot twists and uniikely narrative

convolutions. Resident £vil 0 doesn't
disappoint, intreducing James Marcus as
another co-foundsr of Umbrella (to join
Spencer and Ashford), and adding more
confusing details of the various viruses
(T-Virus, G-Virus, Progenitor Vinis, stc)
that have featured so far. It also raises
several questions (for example; is Biily
Innocent?) - but then, internal narrative
consistancy has never been the
prerequisite of a good B-movie, or indeed
a B-movie-flavoured videogame.

Pravipusiy mE112

Although a few familiar faces and features make a return appearance, Capcom has also seen fit to

introduce several new elements, including an expanded and predominantly aguatic bestiary




Rygar: The Legendary Adventure

Fommat: PlayStation2 Publisner: Tecmo, Developer: In-house: Price: 850 (£32) Helsass: Out now (US), TBC [UK)

The range of enemies that you face in Rygar
is hardly staggering - mostly you'll just be
flalling through massive worms, sprightly imps
and floating seahorses. But they're simply food
for your diskarmor, allowing you to build your
strength up for the boss battles

Fought for food

Just like Onimusha, Rygar features a full-on
fighting subguest. Returning to one
location in the lava-ridden mountains and
triggering a switch reveals a hole in the
ground, through which lies level upon level
of diskarmaor fodder. Each subsequent level
offers a tougher challenge, increasingly
hardy enemies spawning and respawning
until you're at the very brink of death. And
when you think you can't take any more,
you can run to the surface in the blink of an
eye — but you won't be rewarded for it

]
w
=

Pravigusty in E111, E113

Rygar's scenery is gorgeous, pretty enough to
question why more game designers haven't
taken advantage of this era. Middle Earth and
space are all well and good but sometimes Edge
just feels like smashing a Minotaur’s face in

are this your first glimpse of Rygar —
w were you not already aware b its plac
n gaming’s history — you'd bie forgiven for
thinking that it's a new Capcom franchise to
accompany Onimusha and Dewil May Cry on
their sequential roads to financial security. All
the company signatures are there: there's the
luscious, static scenery; the Upgradeable
weapons; the cannon fodder that builds your
stats before a boss fight. Actually, it's just as
close to the later Final Fantasys, narrower in
scope but mare thrilling in an instant.

Tracing a path through fictional ancient
history, taking in Aristotle, Cleopatra and all
manner of gods, the story's essence can be
stripped down to a simple enough premise:
save the princess. Rygar is a soldier who
55 in using fisbee-style discs as
Impressively destructive weapanry. During the
course of the game he coliects three
‘diskammors’, each of which carries a differen
elemental spint — sea, fire or wind - and
allows special moves and combas when
equipped. Combos are simple rhythmic
patterns of circle and X, while specials call
forth spirits of the diskarmor to fight on
Rygar's side, like Final Fantasy's guardianis

Another FF-ism: each disc can be

equipped with up to four magical stones,
which are hidden around the beautifully
flustrated universe. The stones change attacl
and defence powers, or add special moves,
or madify the weapon's effects, and finding
them all is what will bring players back to
Ryaar after thay've completed the game on
the hardest of its difficulty settings. They also
provide a way of balancing the game, since il
a boss Is proving too difficult, a side quest 1o
find a usaful stone may help immeasurably,
That's what Rygar is all about, of course -
the bosses. Sure, there’s memorable stuff
elsewhere; the way rocks crumble into dust
when your diskarmar strikes home, or the
intricate way the levels curl into themsalvas,
new areas opening up In old locations as
Rygar learns to use his diskarmor as a
means of fransportation. Sometimes the
path to the end through Increasingly hard
mythoiogical enemies appears all too
obvious, too linear, too twing, and gamers
may start to gquestion guite why they're
stamping around killing small wonms before
being strong encugh to tackle bigger ones.
Bul the smoke and mirrors mastly works,
and Rygar provides an absorbing half-
daozen hours of hit and myth adventure.




Sly Raccoon

Fornal: PlayStation2. Pubiisnar SCCE  Devslopar: Sucker Punch,  Price £40  Folaass: January 2003

oving platforms, disintegrating
M platforms, enemy sequences, alarm
sequenceas, shiny objects to collsct, It ssems
2s long as there a soles there will be
platform games collapsing back on the same
oid stock elements. While the likes of Jak and
Daxter and Ratchet & Clank have tri

advance this genre, merging platforming with
ture, Sty Raccoon has no other
traditiona

action adv

ambition than to be a polished,

fitle. It is Crash Bandicoot. And just like
Cras a lot of fun. Because instead of

forward-looking ambition, you get we

rodden gameplay comp

You play Sy, lat
raccoon gentleman thieves. When the fa
book of stealing technigues — The Thievius
Raccoonus’ — is st

st in a long line of famed

n by five criminals, you
must travel to their domains and climb, jump

and run through several platform stages. On

]

the way, you collect coins (100 provides
lucky horseshoe which absorbs one
damage) and bo (30-40 will w nEwW
moves). Sly can also double jump and hit
enemies or catch hold of hooks with his ;
And that's that, Edge could be describing
any post-Mano platform game. But despite
the atavistic nature of the gameplay, there are

some neat touches. A faw levels tak
form of races or shooting challenges to break
up the platio . and the bosses all have
& (Ms Ruby the voodoo alligatar)

you to a PaRapps-style

mythm action face-off.
The locations are very nicely designed
too: from the swamps of Halti to a brash Las

peripheral detail, and have real depth and
good three-dimensional structun
566 SE
gistance
Keep comi

—often you

w and far off in the

t this also
sets the fireworks off, giving you a short, b
colourful display. Littie touches, but worth so
much when you're In such familiar tenito

strike fireworks to reveal coins -

rgnt,
platformers - bal g & lot of
ayer rotation and rarely putting you in

eswel, &

danger by panning away at crucial moments.
it's not difficult, but there is replay value |
Sly organisation). For P32 o\ wanting a
good-locking stroll down memory lane,

this is engaging for the most part

Six out of ten

The game mixes traditional platform challenges, such as perfectly timed and accurate jumps,
with fun mini-games. The dirt-track race in the second world (above right) is a good example

Previously in ET13, €118

This visually overpowering scene is from the
final world. It takes a few minutes to pick out a
safe route. Enjoyably brain-teasing stuff

Sly organisation

Each of the five bosses in the game has
their own realm based in a different part
of the world. These reaims have a central
hub with usually seven stages coming off
which you can tackle in any order. The
game lets you go back to any stage at any
time to collect clue bottles and learn new
moves. You can also go back and sneakily
stock up on lives and horseshoes, It's a
nice open system, which, when the
baddies start getting frustratingly hard to
beat, stops you going insane, Getting beat?
Just stock up and go.
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Unreal Championship

Format Xbox  Sutheter Blogrames

sioper; Digital Extremes/Epic Games Fros €80 Seesss Out now

batancing ar

N progiems 1S a iramerate
10y 1o lurch at crucia

g, This is mos

Weapaons range from the basic {assault rifle)
to the nasty (rocket launcher). The zoom facility
on the lightning gun is particularly pleasing

Cid

that’s unlikely to

& who's

Bt against

And through the

Champ be taanted Dy your
anemies in wonchial tone that

Terranawks)

Edge hc

]

The adrenaline counter (top right of the screen)
makes it into this Xbox version. Raach 100 and
you can enter special states such as barserk




Battle Engine Aquila

Forrat: Xbox (version tested), PS2  Publizher: Infogrames  Developer: Lost Toys  Price! £40  ‘Haleass: Out now Praviously in E107, E111

n the surface at least, Battle Engine

Aquila bears some resemblance o
Hage's enjoyable Gun Metal (E111). Both
games have an emphasis on big guns, large
explosions and frighteningly large boss
encounters. There's also the fact that both
have a craft that can alter between land and
ar combat. adding considerable strat
depth to the shoot ‘em up dynamic. But
there the comparisons must end, because
5" mech titie displays a polish that
was missing from its ci t spirtual rival

Indeed, for such a modast UK
gdevelopment house the game exudes a
confidence and attention to detall that can
match anything coming out of Japan. The
figh production values are only let down by
the risible cut-scenes, complete with poor lip-
synching and stock Russian accents, which
do littke to dispe! less desirable sterectypes
about videogames.,

From the very first mission, Battle Engine
Aquilg wins you over with its immediacy.
Although there are few shades of grey in the
game — the player's forces (the Forsati) are
/s (the Muspell) red — the
ciesign has clearly baen tailorsd to delver al-
out action that leaves you
dwell on plot or morality. This is an old-sk
shoot 'em up dynamic that's been gracefully
franslated into a 30 arena. The weapon
effects are powerful, the explosions satisfying
and the pacing well honed

But Battle Engine Aquila fails to deliver
enough variety to make it a classic. Too many

ical

Lost

Blue, the enen

with no time 1o

missions involve destroying the same unit
types over and aver again within the
framework of similar objectives. This wouldn't
e so noticeable if there was more tactical
nuance to the game, bul the broad sweep
promised in early previews simply isn't the
The notion that you could direct the flow of
battie is anly marginally touched upan
Mostly, it's cbhvious which units to take out
ally those closest to your forces
this is underlined by mission updates from
your HO that prompt you in a given direction.
Despits this, the frenetic and compeliing
nature of the combat never makes vou feel
that things are getting too repetitive, and the
occasional surprise (see Mega boss) and
oranching structure will have you coming
Back for more. Although It doesn’t gquite
have the epic feel Edge had hoped for
Baltle Engine Aquila will thrill those
addicted tc carnal destruction.

Seven out of ten

Mega boss

Gat through the ranks of armour divisions
and gun turrets and on certain missions you
will be faced with one of the game's
extraordinary bosses. Although each can
be taken out by finding an Achilles’ heel, it's
the scale of these behemoths that really
impresses. Watching as they disappear into
a crumbling heap is terrifically satisfying.

Aquila is extremely allergic to water and in certain missions it's necessary to hop
from one craft to another (right). Weapons are selected by pressing the left trigger
and it's vital to use the deformable nature of your craft to maximise destruction. The
P82 version of Battle Engine Aquila promises to offer a near-identical experience




Mini Moni Shakkato Tambourine

Farmal: PSone  Pubpsher; Sega  Daveloper: Sonic Team  Price: ¥9,800 (E51)  Helsase: Out now (Japan), TBC (UK)

t was Shakkato Tambouring in the arcade,
I and, given Sega's financial stateamost
expected it to stay there. Then cams the
muftiformat strategy announcement, and
then the news that the follow-up to Samba
de Amigo was heading to PSore. That was
surprise enough; even more so was the new
that the game was to be restocked with
songs from kiddie J-pop giriband Mini Mo,
and rebranded accordingly.

But despita the sonic maksover, the
game remains the same, a playsd-straight
percussion son of Samba. Dots radiate from
the cantre to ane of six targets, which
reprasent points where the tambourine
should be held. When the dols strike the
target, the player should be holding the
tambourine in that particular area (top; middl
or bottom, on either their left or right) and ha
to perform an appropriate action, depending
on the colour of the dot. This is where the
game differs from its forefather — a large
padded button on the face of the tambourin
allows the game lo differantiate between
shakes and bashes; doubling the complexity
of the Dreamcast rhythm-action classic

The pose calls are gone, too, replaced
“ " o with drawn-out arrows that mark paths
S i : ; ; Y through the sky, paths which the player
N o 2 . g T ' \ must trace at the correct speed, all while
| fingiing and jangling and, almast certainly,
grimacing a little. Mini Moni Tambouring is
physically punishing, much more so than
Samba, since the majority of the effort is
directed towards one arm. This also
impacts a little on the effectiveness of the
movement sensar, and only famboyant
Amigos used to switching sides with their
maracas will find the transitions from left to
right completely painless.

Still, the equipment is fundamentally
sound, as 1s the software. Twerty Mini
Mani songs are immediately available for
singleplayer shaking, and the game grades
players using an unsurprisingly similar
(albeit much more forgiving) system ta
Samba's. The emphasis, though, Is on
multiplayer, which is where those prepared
to import two tambournes will profit most.
Comparisons with Samba de Amigo reveal
Mini Moy as weak; It's visually infenor, less
instinctive, much worse aurally; and it's
certainly aimed at a younger audience.

But it's a wonderful party game, and that's
how potential movers and shakers

Shake arrows can be sub ially more

than basic arc or V shapes. Expectedly, there's
a certain tactile thrill to come from tracking an
erratic zig-zag In time with hyperactive pop

S W =i
o/ CCn9 should judge whether to iImport.

Backgrounds certainly aren’t as pretty as Samba’s but this barely impacts on the experience (and if you've = .
got time to study them then you should probably be thinking about the professional tambourine circuit) tds'_}:'ﬁ i‘-fé!!’l‘lg. Six.ou
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Kingdom Hearts

ronmmat: PlayStation2: Pubfizher: Square’ Daveloper: in-house  Price: 840  Halesse: Out now Prewviously in E105

meets

I west, a mamage

the videogame unive:

that seldom works in

S8, However, Square
and Disney have always been long-distance
soulmates despite their differing
expressions and Kingdo
g of a tiumph for both companies.

ral

Hearts represents

Final Fantasy artist, now turmed producer,
a Nomura, has gathered a team of the
for his first

creating

young Square

an

Tag
chanics think Secret
of Mana combined with the PSone’s Dew

1o enthrall, In terms of me

Pri=m. The central protal st, Sora, s only

14-years-C 1 50 refreshingly escapes v&r Attack ¥
Sguare's recent panchant for creating angs e

ridden late teens. The team s completed by

Donald and Goofy, who are chara

equip and (
the fighting sections
with, inevitably, the focus on character

gevelopment and planning rather than

complicated combos. Having said that, this is
My First Action RPG as the
combat possibili do be
challenging as the game opens up.
The

not simpl

TE NG

team traverses
with a pa

Alica’s Wonderland and Jack’s Hal

lar Disney theme including

stems from the constant cameos from just ) . SRR e
about all the Disnay Final Fantasy |P you ! o A ‘ Attack . T)

Care to mention. The fact that the characters ‘ Magic
are well Integrated in a fliowing storyiine bears
tament to Sguare's abilities in this area

ing Is of a very high standard
utions such as Brian Blessed,
“The Sixth Sense's Haley Josl Osment volces

nhstration of how £

cash has benefitea Sa

Among ir

ey

aresoft.

There are, o . flaws. Constant
wrestling with the 30 camera is only partially
rescuad by Felda-esque locking and hurts

tha game cansiderably. Moving betwesn

worlds is an overly complex affair featur

omplicated retro spaceship crafting and

g a

This has been a key title for Square with

the recent 72 per cent rise in company profits
being largely attributed to its strong sales. A
Japanese 1.5 version: Kingdom Hearts Final Mix
featuring Sephiroth (among others) is expected

st a game for children. Besides
the fact that the themes are occasionally

gark, many adults will find delight in the fact

NN
.\\\i\

thair favourite characters of yestaryear have, N . SN O o f i
for once; come together in a crafted My LA \ \ i\ o : ;
\

and highly enjoyable videogame. : : -\.‘ -. g ‘, \\\\ \ \\ A Qﬁ\m%\\\i:

Seven ot of ten S : \ AL N
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Metal Slug 4

Format: Neo-Geo  Publishier. Sun Amusament [Developsr: Mega Enterpise  Price: 5280 (£190) Ralsase: Out now (US)

1 Is rare for Edge to featurs the fourth
I instalment of any series that had remaine
funa |
But the Metal
the mast gicbally popular arcade action
games and it's easy 1o see why. SNK's last
game In the series, Metal Slug 3, is

nchal

nged since Its inceptior
Slug franchise remains one of

considerad by connoisseurs to be not only
the zenith of the series, but also of the 2D
action genre. Metal Slug 4 is a celebration o
all that has gone before with the artists ar

the sa

nents of the
5 of the e

animators at Mega taking
using the finest sprites anad ele
past games tO create a pastict
The departure of 2D maverck Takeshi
Nishiyama, who steered and developed the
series from Nasca's Initial vision, brought the

games success and viabilty Into auastion,
But to series veterans who can keep their
fears and preconceptions at bay, Mega has
done an admirable job of capturing the

of Nishiyama-san’s revolutiona
visualisation of the one-man army.

f gameplay Edge couid
supplant the formula synopsis from E95's
review of Metal Siug X. Nathing much has
changed: you travel along honzontal

guintes

CREDIT

onments armed with a ravolver, knife,
grenades and a jump button, But as with all
the finest gaming ideas the game Is more
than the sum of its premise. Much of the
anjoyme 11 the senes denves from the
juxtaposition of the war-themed extreme
violence with hilarious cartoon arimation;

Metal Slug 4’s first level begins with an
excellent motorcycle chase and a cameo
role from series stalwart Tarma (top)

something only the Japanease mentality coul
successfully achieve without giving cause fo
offence. Although Mega has agapted
backgrounds and animations from the
vious games, we are treated to some

y unigue environments and one of the
mpetent soundtracks the series has
vet enjoyed. But as with many works of
pastiche it lacks the vision and coherency ol
Its predecessors. Some elements
1 1 15 in the thir

| rushe

marny o

game, such as multiple paths through levels
new vehicles to ride and the huc
have been cut down or dropped compl
M54 is an inevitable step down for the
series, Mega had an almost iImpossible task

Logical regression

giver its lack of coding experience, liv
to SNK's 2D programming legacy. However,
en the game's solid o

Those who cannot afford the entrance fee
to MS4 will be pleased to hear Playmore
has now confirmed a Metal Siug 3 port for
PS2. Although this in no way secures the
future of the series, it does hopefully mean

o enjoy and those who n
I MK

eREMIT N CREDITS & wonder why they nevier visited before.

s superior third game will

that a new generation of gamers will be
able to acknowledge excellent 2D style and Thankfully the zombie transformations have survived from Metal Slug 3. Allow yourself to be :
animation as a thing of great beauty, touched by the living dead and you'll be able to spout blood in ways that Romero could only dream of Seven out of 1
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Rage of the Dragons

Format: Neo-Geo  Publisher. Playmeore Devalopet: Evoga  Price: $325 (£206)  Refeass: Out now (US)

his time last year 2D fighting aficionados

mourned the death of their favourite
Capcom rival, Whether Playmore's recent
revivification of SNK is a success depends on
the release and acclaim of original titles such
as Rage of the Dragons. Although King of

Fighters 2002 is currently the most popular
arcade game in Japan, simply publishing
updates to the SNK's biggest hitting
franchises will only fual the embe
long. RotD has two-fold significance, First, it
represents the latest iteration for the Double
Dragon lineage. Maore importantly, It provides

5 for so

an answer to the question of whether the
keepers of SNK's flame can commi
publish original titles that can innovate ar
inspire in the ways their forefathers did,
Work on RotD began In November 2(

i and

L8 |

forming the first project for Korean codeshop,
Evoga, aided and watched by an SNK
Japanese affiliate, Noise Factory. Although
the Double Dragon series has traditionally
been side-scrolling fightir e, Evoga has

am fighter, a decision

wisely opted for a tac
perhaps made in tha light of the recent f2
ade

tely feel

of Noise Factory's Sengoku 3 in the a
The fighting engine will immed

ailen to even expert level players. Initial
favourable impressions soon give way
frustration as the CPU mercilessly strings
complic:
easiest setting. Although the stapl
and half circle moves have been re
fast pace and myriad fighting options
confuse. However, persist and it's hard to
shake the feeling that Evoga is teaching you
new ways to play one of the mast primal
gaming genres, Refreshingly, this is any

ated combos on you even on the

but a Street Fighter clone. Innovations
as the First Impact attacks, Team D
combos, in-addition to traditional specials,
can be linked together by those proficient In
timing and skill. You'll find yourself
showboating even when no one is watching
As with all the best fighters, few players can
achieve true mastery but the system is
accessible enough that within days you can

e

attain impressive results.

Mast gamers will have neither the funds
nor dedication to buy this game when for the
same price you can secure any one of the
three major hardware formats. There is the
possibiiity of a niche co
who go the extra mile RotD offers something
rare: innc

in, bt for those

ion in one of gaming's core

genras and d enjoyment.

Edge rating Seven ol of ten

Hidden dragon

It's important to remember that this game is
fundamentally an arcade venture designed to
eat your credits. Failure to hold that thought
in mind when approaching the game's
exigent final boss will result in frustration of
untenable proportions. If you can complete
the game on one credit consider yoursatf
ready for one of the many professional and
amateur RofD tournaments that are already
being held around the globe.

O LA 10 1
’HANGE OK

Evoga has done an impressive job of squeezing beautiful effects out of the 12-year-old hardware, for example the designers cited ‘The Matrix’ as inspiration
for the air combo system (above right). The price tag will prove prohibitive for all but the wealthiest of fans, so the rest of us will have to hope for a conversion
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Defender

Fornal: PlayStation2

WA T
I,\.\\PA\N\\\\\\\;\\\\M\\“\.\\

Just like In the original, aliens will try and

make off with the humans scattered around Fy e v wt e Raglint

the playing surface, and it's up to you to
shoot the kidnappers and rescue the falling
hostages. In two dimensions that was a joy;
in three, erratic depth perception makes it
nothing mare than frustrating

Dead to Rights

ar: Electronic Arts  Developer; Nameco Hometeh

Format: Xbox  Pubs

1 of

in E117, was

ige rating: Seven out of ten

Ralsase: January 31

Proviousty in E108, E112

Rainbow lasers tear across the scrasn, rp into

fluorescent enamies with a satistying crack. ine

spreads particles around your fighter as you nip nimi
between two fiying saucers, That's the 1980 version

The 2002 3D

Bmix s, wall, brown

snd brown in mechanic,

you only re et moving when you reach the later
levels. It's so predictable, one thing that Defendsr naw
was, and it makes you wonder how Midway can

miss its own gamea's point by such a margin

g Three out of e

Praviously i E101, E112, ET17

It lacks The Getaway's clean interface,
but the combat is far better, particularly
in the PAL version where an indicator
arrow now points out offscreen enemies.
Tossing canisters has also been reworked
Jack can now toggle away from his arcing
missile if it's going astray



Contra Advance: The Alien Wars E

Formal Game Boy Advance  Publisher: Kenami  Developer! In-house  Price: $30 (€18)  Raloass: Out now (US), TBC [UK) Présdosly in E113

It. The first is its

Two elements conspire agains

cé on enemies with clockwork attack pats

Forgivable In 1992, parhaps; today it just se

OIMpare &5 of a similar

S ote les

Like the SNES version, bosses work on the
tried-and-tested Achilles’ heal method of
destruction and the enemy footsoldiers are
suicidally clockwork in their movements but
the harsh truth is that the Contra formula
has not translated well to the GBA, On a
more positive note, hardcore fans will be
able to relive fond memories while the
experience lasts, particularly when

Metal Gear Solid 2: Substance

Format: Xbox  Publisher Konami  Developer: In-house  Proco: 550 (E32) Heléase: Out now (US), TBC (UK) Prawlougly i ET12

ot the e ame to pin a mark on. Mostly

because Substance provides any gamer worth
their salt with a main game they've alrsady played

el L R 1]

sikable to

g tags

5l @ b

1 on the VH

SS0Ns alone, ¢

ible range of tasks to be

pressures, Targe ting,

prents al

Persistent gamers will get a kick out of
compieting every mission in the quickest
fime possible. Rewards such as - wait for it
— &ven more VR missions, and extra
characters {so you can go through the
same missions over again) will keep fans
entertained for a very, very long time




Big Mutha Truckers

Fermat: PS2 (version tested), Xbox  Publisher: Empire Interactive Devsioper; Eutechnyx  Frico. £40  Halaads: Qut now Pravigusly in E1Y

s probably the most

a3t releaded, It's

your ng. It doss all of these, but In practice, it doesn't

quite come iogether, After all, It's stlll a truc

It's

racing garma, it never gets 1ast Or procist

cation. i's not a resou

anough for that

manag t game, though sUCCEess in buying and

progress in the Story

Despite a few secreted musical gems,
BMT's radio options are no match for Vice
City’s range. The Innuendo-heavy redneck
humour works at times, but the same few
looped gags and tunes soon begin to grate

igher for instant grati
but they d he void at BMTs heart. Ti

citen, the gan

Star Wars Bounty Hunter

Format, PE2 (veraion tested), GC  Publisher Activision Doveloper: LucasArts: Price: 840  Paloaso: Out now Previously in E11,

Ans has actually managed to

a title worsa than the execrable Obi-Wan

texturas and kval architecture are o

superior 1o those of a six

jear-oid tie,

Wy

Unfortunately, these are not the or

the brokan combat sysl 1 that removes any ©

from gunfights, and the n design that lurches

from formulalc puzzies to clichéd bosses. Meanwhile,

the inclusion of platforming sections highlights the

design
rts has fafed to Each level inciudes a number of secondar
bounties in a bid to increase replay value,
but they add little enjoyment. And althoug
Jango Fett's varied arsenal is accessible

over the course of tha game, some, if not
Al, disappointingly maost, of the weapons prove redundant

the game on the basis of its

jge rating Two aut of ten



o B o Madden

In 1990, Electronic Arts wasn't interested in doing

o sequels and John Madden thought the company W W
w1 / was a "bunch of losers.” So how did this NFL game i

become the most popular sports franchise ever?

ofyr Macicer Footbal 5 He most
' PORUSr SPONS IECOSTE e

For fhe pisst 14 yers, Bacironc
At has reisased 15 ciflerant versions of
tha garne resultng n ssies of mone than
28mums Iis aucoess has made the
Mackien rame a polwentil brand, bit hat
st aways g Back in'the late- 8Os,
EAS resaach Showed hat gamers were
o Intgrested (nplayna & game exfitied
Elactoni Arts Foothall thean one call
Ity Mtartrien Bevstria

Fizw krew who Mariden was. He
hadi't bagun brosdcasting for Fox and
st ganirs ware el 100 young 19
remamber his'toaching days with the
CaMand Pacers. “Despite thess resssech
fesuits” says Bing Gordon, EAS
axecutive N ohargs o SO Aot games
from 1987-1588, “our develooment =am
bsleved in Maocen "

But what about Madden? Did he

N avioecgame? Ty Hasuns. the

Al lonmat. Sega Genesis
Fubiitie. Blectronic Arts
In-house

Ceiyyre- US
il vl cldtn; 1980
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fewncier and formee CED of EA,
approached Madden and cornoed him
L o pay aftention 1o Madden joned, but

mittad! team memoer, Hs

the chalkboard. And after two years of
development with the help of Jim
Simmaons, a talentad architect/engneer, 1he
team came up with an playable game of
11-o0-11 footnak

Memory game

There were sfil maor memory issues, The
team was forced to aut back iots .u!
features. For exampie, they had to make
compromises on the number of
animations. And for any gven animatan,
they had 1o imit the number of frames it
could have. Recaliing the frustration, Orr
notes, "Memory impactad the scope and
sze of the garme marm than the

performance of the garme.”

“Madden's early relationship with EA was
only that of a cover model for the box.

' L]
AL o
saa Genesis
version achieved mass peess and
causad Maciden!
calebrity factor
] now Knew and e A

WOBOgME ¢ :

.’ Jorng Madden and (

— heading Lo the gar
WAL Hilleman and Scott O, Hillsman hired O
" because of his work on the Activision title,
Gamestar Footbal, The two
L]

complementad sach other. Hileman was a
simuiation guy and a stickler for realism,
Orr was the arcade guy committed to

keaping the Interface sinple and intuitive:

Playing the field

Iy thee mied-"80s, garme designers were nat

an open fiel:

playirg

game systams had anasmic ey

putars and

mEmony and proc

waniad moving
tracitional
not be easy. As O explains, "t was a el

technical © obectsanda

3 its got o

b 11-0r-11." So the taam went back 1o

‘He thought EA was a bunch of losers™

The 1990 Sega Genesis version and
the 1989 Apple Il version were compiataly
difierant. At the time, the 1990 Sega
Ganess John Maoiden Footbal was
difierent from all footbad games. Al
previous gaimes hatd no resisic
perspective. The view was from directly
above, yet you saw players in sde-view.
“0One of the breakttvoughs about the first
Macdien on Geresis in 1890 is that we put
you sort of behind the quartemack and we
had bascally this 30 effect with the field
that wes really amazing 1o see,” says Orr.
“It bacame the de facto standard to how all
foatball games are designed and
implementsd today”

The only consistency between the
1089 and 1900 versions was Madden's
philosophy on football. Using notes from
Trp Hawkons™ famous train rterview with
Madden (Madden doesn't fiy), the two
gECussad ore-on-one match-ups.
“{Acconding to Maciden] the team that wins
thoss nchvicua match-ups and can play as
& tearmn overall 5 typcally gong to prevad
And that stuff was really insghtiul in tnang
0 come up with a playiald for the gan
says O,

The process of converting Madden's
philosophy an football inlo a realistic
videngame bagan with accurate player
ratings. Rating football players




any speciiic professional player and
cradible validation. Gordon sel out 1
change the standard with John Macdiden
Foatbal, He began by developing ratings
besed on player statistic

To mpmve the authentcity of the

actual second-by-s
22 positions on the field.” He me
blockng, tackling, passing and p

rushing events (o imeasure Success rates,

They were bang double-teamed

Ratings war
The second-by-second simuiations, the
one-on-one match-ups, and the new
player ratings brought about a whole new
level of realism that no footbal game had
prevously achioved, The ratings within
John Madden Football becatne the
stanciard against which &l other sports
games would be compared, Professional
football players that were giso John
Madoien Footbal gamers would call EA
and complan. *I'm undermated, I've got
good hands and in the game | keep
dropping the ball.” But not everyone was
upset with ther ratings. Jerome Bettis, &
running back for the Pittaburgh Steelers,
shocked EA when he callsd and said, *I'm
playing the game and | appreciate what
You guys did but you madke me too good.”
Vil statistics and ratings became an
mportant part of John Madden Footbal
Even though EA and retalers didnt
Secuisl, Hiller
they needed one in order 1o
simulation's reakism ancl becal
demanded stats updates at least annt
A big breakthrough for us
the Genesis controller havir
buttons.” says O, “W
64 and the oid Atan we had th
with the one button. Anc

12p versus hold technque w

now all of a sudden we had three buttons

and it opaned up a whole new world of

1 be associated

SINGg and mifpls

y bullt info those

this concept of &

was essantially 2

an interesting visual, these so
cams allowed YOur guy was

open or el In fater years the

windows anymmone. At that
ahls 10 do other tncks who

on the action after the pass

Birds of a feather
Intialy, Maooen's Al comprsad
tables and random rurnber calculations
Surprsingly, ranciom calculations would
result In Some reasonably real situations
that would only need a few simple twealke.
For subsacguent versons, the level of
calculation increased significantly. At one
paint the Mackian team hirsd an engineer
with a PHD in flocking behaviour to design
agoithms where players woulkd comverne
on another and tackle ham. Unfortura:
those aigonthms were so sophisticat
that they took up all avallable processing
time. Instead, the Maciden tearm ussd the
principles behind the models in the Saga
Genesis versions. Years later with the
reisasa of the 300 platform, the ten
firafty hadt & system powerkl encughi o
henche CHINg algonhms:
yesws, Madden staysin
Lo tesym e Sure

5 and trends inthe NFL are
reflected In e nsequent release of e
game, For Cry, who laft EA lo start the

mabile phone gaming dev

your o

rom plenvers wers aly

a5 "this fesls lke tha real ¢

mach fun,” or “t

fhe tesam got to this evel they knew

ey had hit the sweet 5
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Examining gaming history from Edge’s perspective, five years ago this month

Gaming's silly season comes in the post-

R

Gossipy Edge rumoured that Amold
ger looked set to star in a film based on
Clifford had been signed up to

st of all, that Heart of Darkness

promote GTA and, cra

was actually going to be released. More substantial

were the revelations conceming Sega's Saturn follow-up
this month called Katana - which Sega Europe

officially announced would debiut in the west in "92. Not

before time, seither, as |

ny's atiempts to crush all iife

from the Satum were on the point of proving successful

THEY REALL
Arry good game fends o 8l well. It ent g
Edge wonders i Tetsuya Mnuguchi feels am,
the sales figures for his marvaiious Rar?

1. F-Nano, a homabrew
MSX version of Nintendo's
racer 2. Army Men -
remember when It was
nothing to be scared of? 3
Anlother) Indin award for
The Edge 4. Outcast,
impressing in Prescreen &
PaRappa and Crash discuss
demographics 6. Grim
Fandango: gorgeous even in
pre-production

es from yesteryean Th
ry. PR manager at Joytadh, ramermber:

¥

Mario 64 was a game capable of raising the hair on Alex

o Y -
's arms. And his head, it would seem

108

1 the US, and EA

with titles discounted 1

d 1o thelr software

not to say 3D0 was entirely absent from the issue,

“Army Men promises to have soma of the best Al

routines seen In this genre," 2aid Edge of the first game

In the series. Who could pradict how easily promises

are by n? And brokan again. And again, until you've

aot a franchise Myrmous with mas: reet

nonsense, Talking

SO LAN AET

r

| was a mere few years old, when my dad presented
my brother and | with a rubber-keyed wonder, the trio
of Manic Miner, Hungry Horace and Hunchback
enthralled for months. Cookie, Target Renegade and
New Zealand Story grew alongside me, long before
Big Boy Barry was bomn, But Mario 64, Sweet Jesus.
When this title surfaced, I'd been working in
videogames for a few years, beating young and oid
on satellite TV, and recording a weekly videogame
show. | was already well accustomed to my beloved
PlayStation, and belleved I'd seen it all. | was wrang.
Words alone fail to express my delight at
handling the bizarme analogue stick for the first time.

EDGE #1119

Maric was no longer a collection of pixels. He was i
living, breathing creation. An exiension of the Big
Boy, reacting to my every whim, in a magical world
without walls. So mesmerised was | with tip-tosing,
the iittle felia fall asieep, it was days before | even
began playing. Of course, when | did, | discovered
that this was not just a work of ant, butaonce ina
lifetime siice of interactive nirvana. A game that trul
restored my faith in the medium, a game that still
raises the hair on my arms, and & game so perfect,
and so polished that, to this day, it stands as

the best example of a 3D game. Perfect,




FAQ

Naoto Ohta

s In E120. No, really.

What was the first computer/games machine
you owned?

What was your first job in the industry, and
what was the first thing you ever designed?

What'’s your favourite game ever, and why?

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

Recently, I've been too b

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

game, | con't

oncentrate, Th

hat's the first game you look for when you
lwamni into an arcade?

“A few years ago, | would forget to sleep and play games for
hours. Even now, if | do bump into a great game, | don’t sleep”

What's your favourite book, album, and film
of all time?

Which Website do you most regularly visit?

Wwww.asahi.com ~ this must be

ne of the most

n Japan,

What game would you most like to have

\worked on?

Of all the games you've been involved in,
what's your favourite, and why?

|What stage is your current project at?

i-(n the PAL version, it's almost at the

mastering.

What disappoints you about the industry?

30F hink, copy other

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

Whose work do you most admire?
Hidso Kojima

|What new gaming platform are you most
\looking forward to?
| e

Nne language Darmears

What are your thoughts on mobile phone
gaming?




| am a graduate of a Computer Games Dasign
degrea and | started looking for a job in the
Industry as soon as | recelved my final grade. To
ald my search | signed up with an agency which
has been quite helpful so far. However, | was
recently informed that developers are refusing to
look at CVs if the candidate doesn't have a
minimum of two years' experience. Apparently
publishers are demanding to see the CVs of all
employees who will be working on a project
because they are no longer happy handing over
maney if a lot of inexperienced staff are working an
it. | can't attribute blame to developers that are
over a barrel in this situation and powerless not to
meet the publishers' demands.

This puts me in & very poor position as my
degree was squarsly aimed at the games industry
and to be honest I've wanted to be part of the
industry for a very long time. | know sooner or later
that my continuing hard work will pay off and the
cument outiook is promising, but it's a sad
reflection of today's climate fthat somebody such as
myself feels they have worked for three years to
achieve a graduation certificate that frankly isn't
worth the paper It's printed on.

Anonymous

This example of publisher risk aversion is a new
and particularly worrying one. Nevertheless, it is a
depressingly familiar tale of industry short-tarmism
that hardly booes well for the future. With the
number of publishers Investing In new IP already
low, news that some are also hampening the
growth of new development talent is dispinting.

| recently decided 1o buy 2
PlayStation2. However, | can’t stomach paying
higher prices for inferior PAL versions of games.
The reason | (and many others) prefer NTSC
machines is bacause of thelr 60Hz refresh rate,
and the consequent ‘smoothness’ of graphics.
So-called PAL 'conversions’ are usually nothing of
the sort, a meaningless catchphrase to roll out
non-existent ‘improverments’ and explain delays in

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

[
Communicate by post:
edge@futurenet.co.uk

release schedules. To prove that point, It is
possible for those making (ahem) backups of their
games to simply patch the 'backup’, changing
whether it runs at 50Hz or B0Hz. With that In mind,
it Is amazing that not one of the current console
manufacturers has Included user switchable
50/60Hz output in the console Itself, when this is
obviously possible. There can hardly be a TV made
In the last ten years that can't take a 60Hz signal,
and chances are the 80Hz mode would be defauit
for most gamers — at laast if they were 10 ses the
benefits for themsaelves.

So, requiring a PS2 on which | can achieve
60Hz on all games, | first locked at buying an
American PS2. Sony, however, has used stem
wamings 1o its dealers (| know, | worked for one on
the recenving end) not 1o sall imported product — or
lor Amenican dealers not 10 export it If they want 10
be suppiied at all. One of the Web's most popular
dealers in all things import and backup related,
www.lik-sang.com In Hong Kong, has been
stopped from s&ling any backup-related item (and
that includes anything to allow the use of NTSC
games on a PAL console) by a consortium
Including Microscft, Nintendo and Sony. Their
sights will swiftly move along until each and every
cbvious source of such products has been brought
to heal or has been threatenad with annihilation.

So, thanks to the measures Sony & Co, use to
pravent a legitimate transaction between a US
saller and & European buyer | have been pushed
into the hands of the desperados they seek to
crush. In order to play US games, | bought a
Messiah 2-modded PS2. As a side effect of
course, I've bought a machine capable of running
pirate coples, simply because It was sasier than
finding a dealer in the US who would ship, and the
unit itself offered the abiiity to play PAL games.

Historically, the ability to play pirate copies on
chipped PlayStations was a direct consequence of
a chip designed to allow Imported games to be
piayed, circumventing the region detection at boot
- think about that one Sony. When PSeone originaily
came out, just comparing the PAL and NTSC

versions of Ridge Racer sent me straight to the
import shop and then led to the fitting of a mod-
chip —as was the case for many othars,

Sony, Microsoft and thair ilic Imagine that If the
close off all avenues for their product to ba sold
from onie market to the next, that peopls like me
will be resigned to buying PAL product, but the
truth is that if it wasn't possible for me to buy ther
mall order, | either wouldn't buy them at all, buy
pirate NTSC copies in desperation, or I'd take a
large bag on holidays to the States sach year.

What happened to the global market? It's
easier for the big companies to move about and
market their wares all over the world, but it's as
hard as ever (and getting harder) for a consumer {
enjoy the bensfits of a giobal economy. Alongsice
DVD region coding, the region coding of games
and the restrictions impessed on dealers of games
not ta ship intemationally or import legitimate
product surely constitute some form of lllsgal
restrictive and anti-competitive practice.

Not so long ago, it wasn't uncommon to hear
ridiculous claims, that these Impors didn't work 0
local machines because of TV system
incompatibifity, or that imports might 'break’ your
machine, fund local triad gangs or Invalidate your
warranty. Microsoft Is fond of suggesting that
imported softwars "may" be llegal to scare off
customers and dealers. But the simple fact (s that
jmport games wor't work as a consequence of
deliberate enginsering to that end

Australlan courts are the only ones that have
seen through the vell of half truths and outright lie
— they have ruled that it is lllegal for the
manufacturers of games and DVDs to deliberately
festrict their customers from legitimately importing
and running software from other markets, Howeve
It remains to be sean if this will have any results.
Aonghus de Barra

The issue of region-goded software and hardware
continues to be a thomy one. Indeed Edge was
recently criticised by a Sony employes for laiing, |
their eyes, to realise that region coding is a

“When PSone originally came out, just comparing the PAL
and NTSC versions of Ridge Racer sent me straight to the
import shop and then led to the fitting of a mod-chip”
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fundamental constituent of cumrent videogame
publishing business modeis. That may be so;
gertainly there are advantages for the marketing
and licensing departments of developers,

' publishers and console manufacturers, as is
demonstrated by the fallure of publishers to take
up Microsoft's offer of region-free Xbaox: software.
But in our opinion, such rigid region coding doesn’t
Fave to be essential. Quite apan from the fact that,
-as you correctly point o, it contributes to the
probiem of piracy by encouraging the sale of mod-
chips, relying on restricting trade to increase
revanue would seem to be the mark of an
immature industry in ight of recent trends towards
globalisation and liberalisation of cross-border

transactions, Expect a full Edge invastigation soon,

Steven Poole's column E117) on
Super Mario Sunshine marking the end of a
‘gaming genre, had particular resonance for me. |
am a gamer in my mid-30s with a family, and
‘conseguently a imited amount of time to invest in a
game. Supser Mario Sunshine is beautiful to play,
‘and brilliant in many places bul despite its colourful
iplayschool charm, it's pure hardcors.

| now understand why gaming bs still not
mainstream; it's much too frustrating. | bought
Fasident Evil for the GameCubs, but despite

Linitially enjoying it. have abandoned it only & quarter
of the way in. It is a stunning locking game but it is
very hard. | want to finish games in a reasonable
amount of time. A game packed with 30 hours of
‘gameplay but most ol that time consisting of
repeating stages or being forced to wander back
and forward ad nauseam, is not how 2 nomal
person wants to spend their time.

The industry has got it wrong. | am more than
willing to spend £40 on a game. if it only lasts ten
‘hours but | enjoy each one of those hours then it's
'£40 well spent. But there are too many other
things in life, Including other great games, such
that any game thal demands 3040 hours to
complete is making an unreasonable demand for
imost peaple. And a game that | complete is usually

David O'Connell argues that few adult gamers
really have the time to invest in a title as lengthy
as Super Mario Sunshine. He might have a point...

one that | emamber fondly, making me amenable
to the thought of buying a sequel.

| doubt the industry really knows what
percentage of gamers actually complete games,
My gut feeling is that more than half the games
bought are never completed, abandoned at that
polnt in the game where people make a sane
judgement call about all the other Interesting things
they could do with their ife, rather than restan that
damn level yet again. | may be in my 30s but |
suspect that younger gamers are just as likely 10
Isave games unfinished.

The industry is mistakenty trying to provide
lengavity when actually most people really don't
want it. They want short snappy concentrated
axpariences, much lke a film provides, not all-
consuming time sinks. Someday, the hardware will
allow genuinely large worlds that will allow people
to spend significant amount of time in gaming
worlds without constant repetition. However that
time Is nat quite upon us.

Until it is; | applaud Nintendo, for making
games such as Lusy's Mansion and Plkmin
retatively short and easy. For me, and | suspect a
large proportion of the population, the length of
these games was perfect, allowing ma 1o balance
playing games with the rest of life. | just wish they
had done the same with Super Mario Sunshine,
David O'Connell

One industry pundit recently (persplcaciously)
compared buying a game to buying an entire seres
af "The Sopranos™ on DVD. But currently,
wideogames aren't broadcast in smaller episodic
chunis. You're right to commend Nintendo for
trying to innovate by producing games that make
micre manageable demands on players. However,
until tha industry is prepared to take coliective
action on this, its uniikely that arylhing will change.
Still, It would be nice to think that the Industry Is
mature enough to entertain a debate about pricing
~ parhaps charging in the region of £40 for a game
likes Vice City (akin to an entire film trilogy), while
charging somesthing closer to £20 for a title such

as Luigi’s Mansion (akin to an individual film)
Judging by the reaction 1o the recent Fairplay
Campaign though, this is unlikely to happen in the
near futura,

| have long been confused by the terms
‘hardcore garmer’ and 'casual gamer', two terms
that seem to be thrown around with reckiess
abandon. What Is a hardcore gamer? What is a
casual gamer? | find it very hard to develop criteria
which sorts gamers into two such distinctions.
Surely everyone plays games for fun?

| don't think the console one owns is a factor in
dstermining whether a particular gamer is
hardcore. Perhaps a gamer's skill level is the
deciding factor; are you hardcora once you've
mastered a certain set of games? If you have
completed GoldenEye on 00 Agent difficulty then
you are a hardoore gamer, If not, a mere casual
gamer? | think this is slightly dublous.

Having faled to reach a conclusion, | put the
question forward to anyone with an answer:
what are the critera for defining hardcore and
casual gamers?
Curtis Jewell

While Edge largely attempts to steer clear of
Sweeping generaiisations; Edge is a hardcore
gamear; your mum’s a casual gamer,

I'm still thinking about Nagosni's words. It
was the first article | read in E117, and | can't bring
myseif to read on belore sending my thoughts to
you. in my opinion the problem with manuzals is
that they are written once for the territory the game
is initially made for and very rarely localised
property. As an exampie to llustrate my point: in
the credits section of the German Armored Core 2
manual it says “Armored Core 2 von Software
Development Team"”, translating the "From” in
“From Software” by using the German equivalent
"von.” making "Software" the name of the
developer. How than, am | supposed to trust the
transiator from that point on? Will she/he be able

‘ “A game packed with 30 hours of repeating stages or
being forced to wander back and forward ad nauseam,
is not how a normal person wants to spend their time”
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to explain the game mechanics n a good way? At
all? I'm glad | simple-mindedly started the game
without consulting the manual, thaugh,
unfortunately the manual is also needed for
inforrmation about the various AC part descriptions.

The interesting thing Is that in both the film and
book industries, transiations are usually pretty good
— certainly compared to most videogames. But
then, there are always the Nintendo manuals. | love
them, regardiess of what language they're in
because they speax in colours and pictures.
Anonymous

It’s nice to sse the cument interest in the
history of our industry; | am approached nearly
every month now by researchers and authors
interested in Microdigital, Imagine and the earty
Codemasters days. Soon it will no doubt be
available as a degree course, Your articies on
‘Game of Chance’ and Bandarsnafch wera
startiingly accurate axcep! for the speliing of my
name. | was responsible for coming up with the
names of the megagames; Psycigpse | made up
and Bandersnaich was stolen from the Lewis
Carrcll poem ‘The Jabberwocky'.

People remember Imagine mainly for its
spectacular collapse but we did achieve a lot and
in many ways lald the foundations of the industry.
When we started maost developers/publishers were
kitchen table efforts and Imagine did nearly reach a
turmover of a milllon pounds a month and was a
proper company with functional departments (and
lamentable financial management). All the ather
developers/publishars either became proper
companies as well or disappearad,

Bruce Everiss, Codemasters

Coept our apologies

After reading E118's inbox, I'm SOy
that Mark Doyle and David Valjalo (and many
others, no doubt) have bacome so disillusloned
with modern videogames. I'm not here to argue
the case for Army Men and the like, and admittedly

Agent Under Fire; proof that today's average
games can be just as entertaining as their oid-
skool predecessors, even if it's not exactly high art

biath Mark and David make valid points about the
number of disappointingly average games around
at the moment, but | feel they're missing a basic
tenal of the videogaming market (and, indeed, all
ather antertainment media); there'll always be crap,
As David says, he's grown up with games, so
surely he can remember all the unoriginal, shoddily-
executed “arcade-style” rubbish we've had to
wade through on every system aver produced?

Yes, the majority of new games are designed
by commiittee, running the nsk of stamping out any
trace of originality in the pursuit of massmarket
appeal, but thera are still a few autaurs out there
(MolyneLix, Miyamaoto, Mizuguchi). These lew are
keeping the spirit of bedroom coding alive by
stamping their unigue vision an evarything they clo,
and that's what makes their games worth playing.

So if you're prepared to dig around, thera's the
occasional gem nestling in the dirt. But the best
thing about the continued expansion of the
industry is that even average games are getting
better. A few recent examples; Hunter: The
Reckoning, Rally Fusion, 007: Agent Under Fire,
Buffy the Vampire Slayer. None are triple-A titles,
but each is satisfyingly entertaining when
considerad on their own terms.

In an ideal world every game produced would
be an enginal, intelligent, groundbreaking
masterpiece, Of course, I'd like to see more games
following the lead of Ico, Rez, Halo et al. But if
modern TV, cinema and chart music aren't perfect,
why should gaming be any differant?

Will Wallace

Halo, having been cut ior quite some
tima, hit quite clsanly on the head the solution 1o
the problem that has dogged the more complex
breed of console FPSs - the simple idea that
control pads do not offer precision aiming as part
of the package, In contrast to the PC mouse and
keyboard, Clearly, thers are two schools of thought
for the FPS genre - highly accurate precision
systems, and far more forgivable ‘arcade’ systems.
One of them coes not belong on consoles,

And so, why is it that we still see control
systems that do not take Into account the
strengths and weaknesses of consoles, by simply
claring the standard formula that works so well o
PCs7 I'm obviously not tha anly one that found
MaH: Frontline to be infuriatingly tricky to control;
Turok Evolution? Don't even go there. Even the
people who single handadly created the first prop
distinctions batween the PC and console setup fo
FPSs, Free Radical, fall short of the mark with the
much hyped TimeSplitters2 - sure, the game
engine worked like a dream, and was furiously
addictive, but by leaving out something as simpie
as an aiming reticle and dropping the auto-aim o
minimurm use while simultansously enforcing highl
accurate weapons usage left a great many numb
of people, I'm sure, punching walls and dropping
consoles from great haights in frustration,

FPSs on consoles need to help their players,
because their control systems restrict them — wha
that means is striking up a balance between auto
aiming. so perfectly showcased in GoldenEye, as
smooth as possible control stick movement as
featured in Halo and a reticie that is a littie wider
than a few pixels. so as 1o forgive often sluggish
analogue stick movement, again, shown 1o
perfection by the weapons of Halo. Halo's perfect
analogue stick pitch and forgiving levels of
accuracy negated what |ittle auto-aiming was
presant in the game, while GoldenEye provided a
generous amount of aulo-aiming to make up for il
slightly less forgiving aiming system.

| teel few developers are going to develop as
fine an analogue stick pitch as Bungie has, so
redlly the true balance has to come between auto
aiming and a merciful crosshair - expecting the
plaver to be able to make pin-pont shots using
anything less than a sniper rifle is short-sighted of
the differences batween the mouse and keyboard
combination, and the use of & control pad. |
personally think developers should take note of th
and adapt thelr games exactly to the type of
Interface the player is going to be using.
Anonymous

“Of course, I'd like to see more games following the lead of
Ico, Rez, Halo et al. But if modern TV, cinema and chart
music aren’t perfect, why should gaming be any different?”
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To wander aimlessly or to wander in search of an
aim?7 That is the question being pondered by Luke
and Rev. The answer lies in the difference between
the “tedious™ Star Fox Adventures and Animal
Crossing, one of Luke's most played games

From the forum

A selection of choice cuts from Edge-Online’s discussion outlet (http://forum.edge-online.com)

Pobject Aimless Wandering
Irder Luke

Fuster pretentious_helvetica
| ;

wonder f "pure fucking class" is 1

= grand master meio

cyncism dossn't
dent your ¢

Especially you, since you

Subject: The Getaway

‘It's odd that aimless wandering is one of the things | like least,
but Animal Crossing, a game pretty much designed around the
concept of aimless wandering; is one of my most played games”
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