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The future of electronic entertainment

1] "ve got stuff in my head which | really, really want to do.” said
Jeff Minter back in ES5 (February 2001). | can see it running in
my head, and there isn’t quite enough power yet to do it, but there
may well be fairly shortly... it's hard to explain, I'll have to do it.”
Well now he has. Or rather, he’s started to. Unity is early ]
{you can find out just how early by turning to p40) yet Edge
makes no apolegy for supporting Minter so soon into his latest
venture. More than perhaps any other developer in the UK, Minter
embodies the very essence of bedroom coding. So much of what
has been lost to the conglomeration of the videogame industry

over the years has thankfully prevailed at Llamasoft: a one-man
company whose development ethos has, remarkably, remained
unchanged since its inception back In the early-'80s, its founder's
passion for gaming as ardent now as ever despite numerous
significant setbacks. In a world where money has replaced many
gods, that says something about his character. And it's the very
reason for Edge’s faith in the man.

Other than Minter’s enthusiastic tinkering with the GameCube's
architecture, it's been a typically colourless start to the year. Tales
of excellent games lost in the absurd number of pre-Christmas
releases, overlooked by a public caught up in its seasonal

consumerist rush to the tills with The Big Licence in hand are

depressingly familiar but, of course, expected. Last year's statistics

may paint a picture as vibrant as this month's cover but as

illustrated by our lead news story this month (pé), beneath the

numbers the canvas looks bleak for many a developer in 2003.
One day this industry will realise that less is in fact more.

003 »




Jeff Minter's latest project revealed. It's different.
It's on the GameCube. And it's only in Edge

Having seen its latest creation, it seemed rude not
to catch up with the newly-reformed codeshop

Edge investigates the principles of game
creation and examines the role of the designer

The second in Edge’'s retro features sets its sights
on the most saddening casualty of the 32bit war

More distressing (though nevertheless alluring)
tales of development gone very, very wrong

:"-',"{ :':’ ¥
.\\\. '-\‘l\“::', Ji\;"\-' 3

A | s -

\} N

W

0

)

Futurm Pulilisheng Lid 18 part of The Fuliure Nefwens plc
EDGE
The Future Network producss cambully targetod
BORCEE! MIRGATNES ) welAles 1Y grouDs of DeooH
who thare 3 passon. We am o salify thesr pesson by

Ermating fities that offer sLow) value lor money e T
trimbwirthy infonmiation, multipie ways o sove tmeand 4] W) Elartiy L orcion Nllan Mo York
monay, and are 8 plensure 10 ead of visit Today we [r— Pans San Franosco
publish more than B0 magazines and aver 30 magaars:
wabialtes and natworks from offices in four countres.
The pompany slso Scenses 32 of its itk resumng in ,"'__':-‘\I
owr 80 local editcns in a further 23 countres NSy /  Prmed in tha UK
— © Futun Puliletwig 2000

ic i a publie company guoted
on the London Stock Exchurge symbal: FNET)

Tk, 1dba (1225 442244

Future Pubdishing

30 Monmauth Street. Bath, BAT Z6W

Tedephons

Email acigo@hturmret oo ok
Edge Webaite www.adgs onlne com

Jofo Dinlz-Ganches editor
Terry Stokes art sditor

Dovid McCarthy deputy editor
Mark Walbank assocmts editor
Scott Bradbury prodiuchon oudo
Darren Phillips oeputy &1 &
Chrintophe Kagotars
Ste Curran odilor-at-tags

Kieron Gillen, Jon Jordan, Lupin Kojima, Pete Lyle,
Tany Mott, Toahihiro Nagoshi, Simon Parkin,

Jamen Price, Steven Poole, RedEye, Keith Stuart
Cover artwovk by Rex Crowle

Kirsty Bell servor Droducion Coorinaton
Rose Gritfitha (roduction managns
Colin Polis commarcial buyer

Tom Bhaw product manager
Rogina Erak ciroulation manages

Joyive Caple deputy advertising diector
Lucy Owen sdvertisag manager

Katering Hetherington rec:
Androw Church recrmment sag
Nathan Thomas adver! production
Adveriising phone 071225 442044

eanCitve

b Miller group art editos

James Binns pubiisher

Tamnra Longdon romotsons manage

Samon Wear sisrmEhonE boorang drecior
Darvicd Maber-Roberts 2roup pubbebung deacton

Future Putsiiahing Lid

FREEPOST BS4200, Somenon TA11 THR
Talephone 01456 271184

Fax (11458 271146

Email garmes subs@futuranst oo uk

Distributed through the LiK rewstrade by Se
Diintribwtion. 56 Mewman Street, London W1
Telephone J27 00

Having roubis finding Edge” Tom Shaw 01225

Roger Parry non-executive chalmman
Grog Ingham chisf axecutive



S WGCJ[O i"\yﬂ february

the ‘music sounds better with ewe’ issue

Regulars

006 Frontend

State of the Play Nation; GBA SP; InDin awards
018  OQut there

Miyamoto porn; VLM clubbing; Christmas card competition
022 RedEye

Qur corrosive journalist goes off at a tangent or two
024 Trigger Happy

Poole explores the world of the murder simulator
026 AV Out

Nagoshi-san is a slave to the rhythm
028 Tokyo Game Life

In his last column, Kojima-san reviews 2002
058 Subscribe

Money off and free delivery - how can you resist?
060 Back issues

Quick, before they sell out
106 The making of...

Seminal PC thrilling adventure, Deus Ex

Fome: Total War (PC) 110 Reset
E56 put through the rememberiser
it 112 FAQ
035 Mark of Kri (PS2) SCEE's Chris Sorrell goes all Primal
037 Dino Crisis 3 PS2) 113  Recruitment
oy . Your chance to work in the games industry
037 Ice Nine (P52)

126 Inbox

Your opinions on the world of videogaming
130 Next month

The girl issue

038 RtCW: Enemy Teritory (PC)
RtCW: Tides of War (Xbox)

[y Prescreen Alphas (various)
Testscreen

090  Panzer Dragoon Orta (Xbox) 102 Space Raiders (PS2)

094  O.TO.GI (Xbox) 102 Mr Driller Drill Land (GC)
096  Crimson Sea (Xbox) 104 Tom Clancy'’s
Colln Morviseh chisf pensfing oficer & MD, UK 098  The Legend of Zelda: Ghost Recon (Xbox Live)
Haearas Power Mackioeh 03,04 A Link to the Past (GBA) 104 Unreal Championship
rastms, Aot Ol 099  Ape Escape 2 (PS2) (Xbox Live)
Hetuslica * ) i, Light Modium. Bold
' 100 Mortal Kombat: Deadly 105 MotoGP: URT (Xbox Live
Printad in the UK by TPL Printers Lid. Hartlebary, Worcs
Alliance (Xbox, PS2, GC) 105 MechAssault (Xbox Live)

Future Games: the first cholos lor gamen

Edge is brought 1o you by Futise Puliiisteng |L1d, the
makers of PC Garner, PlayStatinr? Official Magazine-Lik,
The Difficinl UK PlayStalion Magazine, NGC, PSMZ2, MAX,

101 Revenge of Shinobi (GBA)
101 Super Monkey Ball Jr. (GBA)

GamesMaster
Edge recognises ll copyrights in thes issue. Wharo Edge is tha ragistered trade mark of EDGE
pessibin, we have acknowledgad the copymght halder Intaractive Media inc. Used under icenca

Contact us if we have falled 10 cred your copyright
and wa will be happy 1o cormect any oversight

“¥ou move lika a pragnant yak 006




YWy

llml

g

W‘\h




frontend

The State of Play Nation

2002 has broken sales records for videogames but the figures belie the parlous financial
state of many publishers and developers. It's not a state of affairs that bodes well for 2003
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One of the crucial problems for
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The current glut means that only a small
proportion of releases make money

pubiishers and developers alike. Unfortunatealy,

s6r examination of the 1acts

string.of p

Sega and THQ har

pradictions in tha face of increased compet

44 per cent of Its revenuein f
addition, It claimed eamings wea

than expected sales for Xbox a

ves by US re

. they preorder

alalse is aptly demonstrate

by the

cial performance

of publicly-ownad

Dlishe:




Publisher Acclaim didn't have a good 2002. Not only did Turok: Evolution fall to
perform as expected but another hyped game, Vexx, was delayed Into 2003

Ore of the chief problems is that, despite
the boorning retal market, the risks essociated
jame development and publishing are
rising faster. Puf bluntly, thers ara too many
asing too few gamers. Figures from
suggest that

the Banc of Amenca, for examy

A glut of PiayStation2 product has
hammerad developers for most ot 2(
slower than anticipated penstration of Xbax has
macdle life difficult for both developers and
publishers,” ciaims Jeremy Furniss, head of
the games team at corporats investment

The resLt is competition Is becoming
Increasingly cut-throat, particulardy for the triple-
A games, the mutti-million selisrs, which every
publisher relies on for the bulk of their profits
EA's control of the big Christrmas fim licences,
“The Lord of the Rings’ and "Hamy Potter’, has
all but sucked dry the lucralive December sales
period for the competiton. Equaly the 8m-plus
sales of the Grand Theft Auto franchise in 2002
has scooped up & large chunk of the remaining
massmarket. Amazingly, according to market
research company NPD, Take 2 was the
second largest console publisher In the US in
FY2002, taking 2.5 per cant of the lotal market
and a massive 16 per cant of the P52 market

“The worrying thing is that according to this
cyclical thinking, 2002 and 2003 should be the
fat years where publishers save some cash”

poutigue Tenon Livingstone Guarantes

The has been concentrated as
PlayStation2 owners ars buying fewer games In
1 with previous PlayStation owners
The average number of games per

compart

. according to
comparable igune at a simdar pos

With over 48m PS2s shipped globally, Sony
expects to further expand the demographic
of its console with massmarket games such
as the London-developed EyeToy game,
due for release in spring 2003

One outcoma has been that other companies
have suffered from large number of high-profile
and costly turkeys such as Turok, Stuntman
and Sega Sports' NFL2K3. which have cost
their respective publishers, Acclalm, Infogrames
and Sega dear.

“We are operating in a very large market in
which less and less fitles dominate most of the
sales.” points out Geoff Brown, CEO of UK
development group Kaboom! Studics, which




High-profile games such as GTA: Vice City
and The Getaway are proving to be
massively profitable for their publishers
thanks to the growth in the games market
but the increased competition is causing
financial misery for smaller publishers
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UK games market

Cheap at half the price:
developers bought out in 2002

Company: Rare

Snapped up by: Microsoft for 5m (£233m)
Working on: Kameo and the Perfect Dark
sequeal among others

ake 2 fo m (£1.9m) and
242,450-0dd shares
Working or: an unnamed military sim and

another unannounced

Con 5

Snapped up by: Infogrames fo

Warking on: Enfer the Matrix

Company: Gray Maf
Snapped up by: Acth fo 09 shares
(60 per cent of company)

Working on: Wolfens franchise

Company: Luxofiux
Snapped up by: Acfivision (pri
Working on: True

Shrek

Company: Shaba Gam
Snapped up by: Activision for 258,621 share:
Waorking on: Shaun Murr Pro Wakeboarder

Company: Massive Ente
up by: Vivendi U

undisclosed)

Working on: Ground

franchises

d)
Working on: War of the Mon

Metal franchise

Company: Particle Systems
Snapped up by: Argonaut for £2.4m a

Working on: and I-War franchise

EA continues to protect its number one
thirdparty publisher status with the
success of lucrative film licences such as
The Lord of the Rings: The Two Towers,
which has massively outperformed
Vivendi Universal's book-licensed game




Losers of 2002
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Companny: Intarplay
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"Matrix' films.

departure of founde
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certain m um ksting requirements.

Pictured collecting one of the many
awards won during 2002, some of the
Rockstar North team behind GTAN! will
be reprising their performance in 2003,
thanks to the success of GTA: Vice City
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Winners of 2002

Company: Taks 2
Ressons to be cheerful: 8m sales of GTA
tranchise. It started the yoar with its shares

dad b of ok -

and 2 lawsuit by sharsholders but ended 2002

[ g Activision hard for d largest
Campany: Sony

1o ba I 48m PlayStation2
Outsafling the combined efforts of the
opposition twa 1o ohe, Sony has won this battle
of the console war. Game over untll 2004,

Company: Electronic Arts
Reasons to be cheerful: Still number one.

EA's continued status as the bellweather game
Industry company was underiinaed by Its sistus
as ane of the Nasdar 100 companies and the
succass af Harry Pottar, The Lord of the Rings,
FIFA 2003 and Medal of Honor games.

Company: Rare

Feasans 1o be cheerful, $375m (E233m).
Rare's status provided grit for the rumaur mil
for nins months of 2002 Tha oniy surprise
sbout Microgaft's acquisition of the UK-studio
was tha high price it paid for its servicon.

Company. SCI

Reasons 10 be cheerful: £2.2m profit for

FY2002_After several years of appalling
Agures, UK-publisher SCI finally tums a

comer thanks to the success of The italan Job

and Conflict: Desert Storm.
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Edge talks to some of the industry’s luminaries

0 What do you think has been the most significant event In 20027

B Are you surp

d about the par
B What are you most looking forward to in 20037

& Do you expect the d for the next

B What do you think will be the most important development in 20037

state of many developers and publishers at this stage in the current hardware cycla?

cycle transition to have the impact that the past one has done?

Glen O'Connell, director of communications, Rage

¥ It's undoubtedly the year of PlayStation2 again. It's gone from
strength to strength.

® Costs are still nsing yet there are too many people doing the
wrong sorts of things. The games-buying public ans being ever
more selective on titles they buy — whather that be truly
Innovative games or those that you spend £10m telling them
about ~ and those companies that react to that quickest will be
the cnes to survive in the long term.

W Xbox continuing to increase its overall market share, the
successful introduction of their Xbox Live sarvice to see whether
online gaming is really all its cracked up to be, Nintendo taking
mare Interest in Europe generally and Sony continuing to do what
It does best,

W Yes, most likely, particularly for the publicly listed companies. But
the most important thing is managing the downturn by getting as
much cash in the bank as pessible befars committing all your
resources to PS3 and Xbox2. A few more peopia will also be
shaken out, but if you're big and strong or mean and lean today
then you can certainly have a piace in this business.

® The major factor for publishers will be to manage the software
pricing downturm that may come during the year, while 2003 is
also the year whan online gaming either starts to catch people's
imagination or falls flat.

Glenn Corpes, co-director, Lost Toys

® For me it was the release of ico, a thing of wondrous, minimalist
beauty and the first story-based game I've finished, or even
cared about, in years.

® Not really, this round was bound to be worse because publishers
are even more conservative when it comes to taking risks with
original games than they wers at this point in the last cycle.

W Atari finally releasing Battie Engine Aquila.

™ It won't ba quite as bad as Sony's machine won't b so old
and its dominance will ba less complete than last time round.
It should be slightly less painful for games to switch platforms
mid-project as they will be far less likely to be built around a
hardcore, machine-specific engine.

® Multiplayer will finally start making sense to the mainstream,
¥box Live's streamiining of the whols matchmaking process is
very neat. Sony may well have to do something simitar.

Adrian Pilkington, head of games, Sky

A The launch of GameCube - a brave move, but for TV gaming it
was the launch of Tomb Raider on Sky Gamestar which takes TV
gaming to a different place and the launch of the first TV games
controlier — the Sky Gamepad.

® Yes, size really counts f you are a pubiisher, thankfully there are
exceptions, but there's an inevitability about consolidation in both
markets. Our developers for TV games, Denki, Mindseye and
Visionik, have had a good year.

™ Zeida on GameCube and Quake /ll. For TV games there are so
many opportunities, more multiplayer games, increased game
sophistication, more links with top publishers and the first game
to use the video decoder.

% Now there are threa hardware players the effect may not be guite
as strong as it was before the launch of PlayStation2, I'd expect
some careful choice of titles before the end of the hardware cycie
to keep game sales moving.

# For consoles, onling gaming, but haven't we been saying this for
years? For TV gaming, multiplayer games. with the lsunch of Sky
Gamepad and peer-to-pear gaming across different households.

Juan Maontes, VP and dirs
contant solutions, Motarola

¥ The launch of Atari arcade classic games on colour phones
in the UK.

tor of technology and

Not gll, t was expactad. The impact of higher value productions
will see lopers working in a more str way with
recognition for different specialist roles. some of which will be
brought in just as needed as with films. High costs of production
will impact the number of original games issi by
publishers and those with a strong catalogue of brands will
dominate the market.

More vibrant mobile games environment plus some real
innovative developments in console online games.

4 Yes, as the difference between current generation and next
generation will becoms less and less from the consumer point of
view uniess there starts to be a wide adoption of online games
and all made aasier by next-gen machines.

¥ Location-aware massively online games where players from PC,
console and mobiles can interact with each other within the
game and establish exchanges of messages and chat in parallel.

lan Baverstock, business developer manager, Kuju

=

It has to be the launches of Xbox and GameCubea,

2 I'm not surprised as | think the writing has been on the wall for
some time. The current state of those companias is the result of
the problems many encounterad during the early part of the
platform transition now feeding through to the bottom of the food
chain. Publishers who can't afford hits and developers without
the capability to make hits will find the going increasingly tough
&8s budgets for all aspects of development and publishing
continue to risa.

& From a business point of view, I'm looking forward to the
widespread ownership of Java mobile phones. This should be a
big market by the end of 2003 and one with a |ot of opportunities
for new ideas,

| think tha impact will be worse. The development and marketing
budgets will continue to climb but next tme around there will also
be a big element of online gaming and content delivery which will
further stretch everyone involved.

The online multiplayer developments on consoles. This could
revolutionise the games and the business of making games in
one go.

Shahid Ahmad, managing director, START! games

B The sales phenomenon of GTA: Vice Cify.

¥ it's not the hardware cycle that is causing problems. The market
has been saturated for some time: too much product, much of it
mediocre, there was bound to be fallout. It happens in every
business sector, why should ours be immune?

® The release of START! games first funded project. And less
salfishly, the emergence of new structures In our sector that
promote and reward creativity and efficiency.

% | expect |t to be much worse, Each successive cycle brings fewer
compelling reasons for the consumer to upgrade. Of course, a lat
of publishers and developers will have fallen by the wayside by
then, which will lead to even less creativity and further stagnati

W The Sony/Tel broadband platform. It anything has the
paotential to change the nature of gaming, including content,
delivery and costing, this has gottobe it.
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March launch for GBA SP in

Flip screen, front light, lithium battery:
Hate to say Edge told you so...

intendo of Europe's press conferences

Significant GBA releases have long been extravagant affairs, but

those attending the January 9 gathering
Super Morkey Ball Ji Viizaii expecting choral hallelujahs wert home
Senic Advance 2 _March

....... n disappainted. Those desiring something

Phantasy Star Chronicles ___ March betanti A didnt
TLoZ- A Link to the Past March 28 mare substantial announcement didn't —
GT Advance 3 Q1 although regular Edge readers won't have
Kirby been as surprised as most. March 28 will
Goiden Sun2 = see the launch of the Game Boy Advance
Advance Wars 2 d SP a compact front-lit version of the
Super Mario Advance 4 Q4

market-leading (but oft-criticised) handheld.
The design is similar to the concept
sketches revealed in E118, a Game &
Watch style fiip screen being the machine's
defining feature. The systern weighs 143g,
and, when folded, measures 82mm by
84.6mm and is 24.3mm deep, making it the
first Garme Boy system to fit comfortably in
users' pockets. The rechargeable lithium
battery is another feature predicted by
Edge, although the internal architecture of
the platforn will be absolutely idantical to
the standard GBA, and the addition of
another two face buttons remains a pipe
dream for Super Famicom evangelists. Both
the current face buttons and the D-pad are
fiatter than before, but only long-term testing

will reveal if they prove more comfortable. and the decision to leave a headphone shame that it has to came at the expense of
Similar judgement is reserved for the R and socket out is incomprehensible — at least for the slesk, all-in-one nature of the device.
L buttons, which are much smaller and lie those disregarding the financial possibiities. While the most significant change for
on the back comers of the machine. A cable plugging into the 'EXT 2' socket (the gamers is the frant light (which can be

Mare obviously ludicrous 1s the omission same socket that the system is charged switched on or off, and provides fractionally
of a headphone socket. This is a portable through) acts as a converter, but it is an washed out llumination that'll be familar to
machine, intended for gaming on the go, optional extra, and must be purchased all users of Triton Labs' Afterburner kit), the

saeparately. It's another revenue stream for malor revaiution as far as the industry is

sure, but Edge can't help but think it's a concemed could well be in the aesthetics.

“This is a portable machine, intended for
gaming on the go, and the decision to leave a
headphone socket out is incomprehensible”

Advance Wars 2 threatens to ruin lives when it invades Europe in the third quarter of 2003.
On the SP all games can look this bright (right) but battery life is cut from 18 to 10 hours

D12 EDGE



The silver version in particular could easily
be mistake for a Discman or POA, and
Nintendo's positioning of the SP as
‘aspirational’ hardware appears to indicate a
desire to draw older gamers to the platform.
Dawd Gosen, Nintendo of Europe's Head of
Marketing, was typically agreeable when
pushed on this in the posi-press confersnce
Q8A session, citing Tomb Baider as an
indication of the company's adult intentions.
The rest of the announcement, as well
as providing another opportunity for Gosan
to do what he does best — conjure up lucid
images of Nintendo domination from
meaningless statistics — revealed the

company's software ling-up for 2003. The
GameCube firstparty line-up is strong:
Metroid Prime's will hit Europe on March 21;
The Legend of Zelda: The Wind Waker gsts
its release on May 3; Treasure's Wario World
appears in June; and F~Zero, Mario Golf,
1080 Avalariche, Pkmin 2 and Maric Kart
will all, inevitable slippage disregarded, see a
European release sometime late in 2003,
The highlight of the Game Boy Advance
release schedule is certainly the sequel to
Advance Wars, due out in Q3 - the same
time at which Pocket Monsters trainers will
get their next fix, with Pokemon
Sapphire and Pokémon Ruby.

Golden Sun 2, one of the highlights of this year's GBA releases and sequel to last year's
hugely popular portable title should be in your local shop in translated form in the autumn

A headphone plug-in is available through
a dedicated jack adaptor cable (above,
centre) while recharging requires the user
to be near an electrical outlet - not
particularly handy if you're on a plane
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Videogame industry gets together for Christmas

Industry shindig raises money for charity and is
rounded off by distinguished antipodean dame

meeting up for the &
(INCin) In December, i

for the

al Industry Dinner

a bid 1o raise moneay

eranment S

tware charity (esc).
Taking place at the Savoy Hotel in Landan
the event saw over 300 industry luminaries
gather to raise funds for the industry charity,
set up to help underprivileged youngsters In
2000. Newsraader Martin Lewis was on
hand to explain the aims and achievements
of the organisation, while Acclaim'’s

Rod Cousens, aiso the chairman of the esc
and founder of INDin, was cn hand to
compere the event

But it wasn't just about charnty. The
evening also saw a performance by 'angle
grinder performance artist’ Rosie the
owned with a

Voodoo Princess, and we

perfonmance from Dame Edna Everage., and

there was the usual amount of carousing
d networking. The real meat of the
!

ng night, though, was industry veteran
Nick Alexander's witty review of the year
{which did little to-dispel the myth that this is

a male-dominated industry), and

wards, Chisf

chievement

the handing out of the

1Lr

among these was the Industry A
Award, which went to Stuart Dinsey of
trade publication, 'MCV', whils Edge itself
was the recipient of the Consumer
Magazine of the Year award.

Cousens was certainly pleased with the
The Ir
agaln a great sticcess, bAinging together
the Industry leaders and giving them an

success of the ever was once

opL } raise money
se. We hope everyone

the night and loak forv

for a good cau

enjoye

a successful event next year,”

InDin founder and Acclaim COO, Rod
Cousens (left). Not to be confused with
Dame Edna Everage (above)

InDin Winners -
The winners of the InDin awards
in full were as follows:

Industry Achievernant Award:
Stuart Dinsey, 'MCV'

Consumer Magazine of the Year:
Edge

Handheld Game of the Year:
Sonic Advance

Developer of the Year:

Rockstar North

Hardware Vendor of the Year:
Sony

PC Game of the Year:

Medal of Honor: Allied Assault
Console Game of the Year:
Grand Theft Auto: Vice City
Software Vendor of the Year:
Take 2

Independent Retailer of the Year:
Software Store and for achievement
of the year, GameStation

Multiple Retaller of the Year: I
GAME I;
Distributor of the Year

Centresoft

Manufacturers prepare for next round in console war

Key technology partnerships prompt escalation of
rumours regarding next iteration of console technology

The next console war has already
started, and the rumours proliferate
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A [though official news is thin on the
ground, the race is clearly hotting up
for the domination

e next round of the
war, While Microsoft is widely
axpected to try to steal a march on Sony
when [t introduces the next iteration of Xbox
hardware (widsly reporied to be called Xbox
Next and reglistically expected some time in

consd

that both Sony and Nintendo are alsc
gearing up for the next round of hame

cansole technology. Both companies are
tedly putting
SLUpPCr eir own future hardware.

Rumours also contend that this year's

rep

E3 will see repackaged versions of the

current rester of console hardware. It's been

oured that Microsoft has been waorking
on an intearated Xbox chipset for some time
(ses Front End, E113) )
speculation that Sony, too, is working on a
cheaper variant. More extreme rumours

ut there is

sven be In the works, and though this

nds unlikely given the recent
announcement coneerning the Game Boy
Advance SP a low-cost, mare portable
varsion of the conscle is apparently on the
cards befors the end of the year,

Although there continues to be some
supposition that Nintendo may be ready to
emulate Sega and pull out of the home
console hardware competition, a recent
report on Bloomberg suggests that the
company may be in talks with chip-maker
NEC regarding the processor for a possible
successor to the GameCube, Sony
meanwhile has announced that, together
with Teshiba, it has licensed two high-speed
memory interfaces from Rambus
Techriologies, "Yelowstong', a memaory to
microprocessor connection, and
‘Redwood’, a chip-to-chip connection,
“Rambus is and will be the key playar in

the ultra high-spesd interface technology,”
explained SCE's Ken Kutaragi in a
is enables us to create a wide

staterment, ”
range of z

lications and platforms, from
high-end systems to digital consumear-
electronics products within Sony.” But while
he was keen to emphasise the general
application of the technclogy, it's clear that
the superfast data transfer that Yellowstone
and Redwood offer will support the sort of
blisteringly fast calculations that the Call

chip, under development by Sony, IBM and
Toshiba and anticipated to power
PiayStation3, will be capable of.



E3 opportunity for UK developers

British Council-sponsored pavilion offers UK videogame
companies the chance to visit this year's E3 in Los Angeles

g

UK: State of Play looks set to banish
memories of half-hearted UK pavilions
thanks to the DTi and the British Counell

Recently Reviewed

K publishers and developers will be
U given tha opportunity to go to this
year's E3 Expo counesy of the g
sponsored 'UK: State of Play' pavilion.
Endorsed by both UK trade associations,
ELSPA and TIGA, the pavilion is the result of
a collaboration between the Depantment of
Trade and Industry and the British Counci.
It's Intended to offer publishers and
developers the tacilities to pursue business
as well as acting as a general shop window
for UK talent at this year's E3, which will
take place once again at The Los Angeles
Convention Center in May.

Sgnificantly, the booth won't be
relegated to the purgatory of Kentia Hall as
these things usually are, but will iInstead be
octupying some prime real estate, situated,
as it is. next to the Sony and Sega s

West Hall. The 2,500 square foot stand is 1o
be desigred by Studio Myerscough, and
will be able to hold up to 60 companies,

fing them with the mesting

nduct all the

ormal areas to ¢o
and business meetings that they will nesd

networ<ng

Edge brings you a nindown of last issue's review scores’

It's also set to retum to the show in
subsequent

by the B
cultural and economic contribution made
by the videogame industry. It foliows a

number of other government measures 1c
support UK deveiopers and publishe
such as the recent DTI report, 'From

exubarant youth to sustainabie maturity’'
and the British Councl trade mission to

f which Edge was a pan

Japan,

ir oroler to gualify Tor a space at the
pavillen, companies need to show that

thewr core business. They al
registarad in the UK, Intending to
busingss at E3, and financially viable. For
mare

formation or to

a0ty for a place on

the paviion contact Sany

British Council (email

www.creativexpaort.co.uk

Metreid Prime Ge Nirtendo Retro Studios 8
Metroid Fusion GBA Nintendo In-house 8
Battle Englne Aquia Xbox, PS2 infogrames Lost Toys 7
Dead to Rights Xbox Elecironic Arts ‘Namon 7
Kingdom Hearts PS2 Square Square/Disney 7
Matai Sug 4 Neo-Geo ‘Sun Amusement Maga Enterprise 7
Rage of the Dragans Neo-Geo Playmore Evoga 7
'Residant Evil 0 GC Capeom In-house 7
Rygar: The Legendary Adventure e Tecmo Inholss 7
Shinobi ps2 Sega Ovarworks 7
Big Mutha Thuckers PS2, Xbox Empire interactive Eunechnyx 8
Metal Gear Solid 2: Substance Xbox Konami In-house 6
Mini Moni Shakkato Tamborine P8 Sega Sanic Tearm 6
‘8l Raceoon ¥ ps2 SCEE Sucket Punch 6
. Ps2 SCEE In-housa (London Studiol )

. .GBA Konami In-house 5

Xbox. Infgrames Digrtal Extremes/Epic Games §

| PS2,6C Actwision LucasArs 2

Metroid Fusion
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it for yourself

User-generated content is crucial to having a hit PC title according to developer Relic,
which is why it’s set up the Relic Developers’ Network for its game Impossible Creatures

www.relic.corm/rdn

The Relic Developers’ Network provide
tools, tutorials and plenty of advice for
all of Relic's games including older
titles such as Homeworld. One of the
crucial areas of the RDN s the forum,
which allows the experience of Relic’s
development teams to filter down to
those out to create their own versions

E ver since the ohenomenal success
of Half-Life mod Counter-Stike,
PC developers have been acutely

aware of the impertance of allowing
players to create their own levels
characters and scenarios. Not anly
does the approach massively prolang
the shelf life of the ariginal game - Half-
Life was released back in 18998 but
when it and its mods are taken Into
account it's still the most-played PC
game - but it allows developers to
regularly ship additional mission packs,
which ars relatively cheap to develop.
Davelopers such as Gas Powered
Games and Biowars are both ensuring
the longevity of their 2002 releases,
Dungeon Siege and Neverwinter Nights
respectively by making editing tools
available to their communities as well
g user-designed content an

as hosi
their Websites, Canadian studio Relic
has gone one stage further however
with its just released (in US) RTS title
Impossible Creatures. Not content with
releasing a set of tools allowing users
o make their own game miods, it's se
up the Relic Developers' Netwaork.
Structured around a Website full of
downloads, tutorials and forums, the
RON also underpins the commercial
reglities of game development
Members are signed Lp on what Refic

calls a Level 1 basis, which provides
aceess to all editing tools and message
boards: Those mods which
dermonstrate patential will be invited to
Leve! 2 status, which entities them to
imited support from Relic’s
davelopmeant team, while Level 3 status
will see Relic co-develop the mod to

int of retall release.

In the PC space it's becoming
increasingly necessary to develop

the

The retail version of Impossible Creatures puts players in & 1920s-era environment where
they have to build mutant armies of creatures such as lobster sharks and fish cheetahs
to save the world, It should provide the mod community with plenty of ammunition
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games that are aimost entertainment
operating systems rather than
standalone products,” explains Ron
Moravek, Relic’s chief operating officer,
Appropriately Relic’s publishing partner
for impossible Creatures is Microsoft,
which makes the operating system
metaphor even more apt. “For PC
games to be successful they need to
be expandable and extensible to
enable the community to create their
own content,” Moravek continues.
"This Is great for both the users
thamselves and the developers, |t
creates a ton of new content while
keeping the franchise alive for longer.”

Relic itself first realised the
importance of opening up its games
following the release of its debut,
Homeworld. Despite being a critical
and commercial success, many
hardcore gamers complained it was
extremely difficult to modify. This wasn't
surpnsing as it hadn't been designed in
such as manner. No matter, the
hardcore |ust reverse-enginesred it.
The result was over 20 versions
including ‘Star Trek', ‘Star Wars',
‘Babwion &' and 'Battlestar Galactica’
mads. "When Homeworld was
complete we saw a huge surge in the
community creating mods. We knew
right away what we would do in all of
our future products,” says Moravek.
Homeworld modding is now supported
through RDN.

Clearty there are downsides to
emoracing such openness though.

A

"In order for the tools to be as good as
they are, we needed to implement a lot
of additional features and usability
upgrades,” Moravek concedes, "it
increased both the cost and time for
making the product.” Although not
massively delayed, impossible
Creatures’ release date did siip six
menths for example.

But even prior to the game's
release, the RON boasted around
2,300 downloads of its editing tools
and 300 active members, a number
that is certain to grow in the coming
months. "Realistically we're hoping for
20-30 mods in the first six months after
launch,” Moravek muses. “Imagine if
GTAIl had new missions coming out
quarterly? Yikes! | would never
came to work_.."

Tools of the trade
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The virtual return of Sega
It's not in the hardware business anymore, but Sega.com is back in
the US, hosting online games for PlayStation2 and GameCube
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The first non-Sega game to use Sega.com’s SNAP online technology will be Capcom's
cel-shaded racer Auto Modellista, which is scheduled for release in March in the US

mover is starting to pay dividends, it 1

warkst should be particular

the technical expenence to get on

mMoCst 10T

lon, which wa
th BT. That w;

supporting :
Ryoichi Shira O of

tsuchi, CE(

al m

j knowledge, Investme
Sega.com will be able to
nline game

and the S¢ lopment with the release of its

From build

are solution, SNAF,
Jim Merrick, former director of

ke
aial WS
I 0 1OCUs on
f the great games without wornyng about the
Although Sega Europe’s online division i A e ; TS -
was closed after Sega became a thirdparty videogame industry — online gaming, ! of maintaining a

publisher, Sega.com has thrived in the US uchl continued natwork wironment."

ming

Most online Dreamcast titles released in the US, such as
Qut Trigger, Alien Front Online and Bomberman Online,
relied on SNAP technology. Sega has also used SNAP to
host its current online PlayStation2 games, particularly
Sega Sports games, such as the popular NFL2K3

NS
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Lionhead's card, winner of second place in the
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== Yak to the Future

UK: "['ve been Lo the year 3000 - not much has changed, but

they lived unc
you hasty y
ds’ subaquatic Winter London Rave on Degernber
20, 2002, where Jeff Minter and tf f
grade lightshow. The f ay was controlled
dancefloor, powered by wireless controllers and an eart
VLM-3, “the world's first simuitanecus four-user interactive
ightsynth."” Onlockers we be *enthralled” and “LOVING
M" and, addly 5 asn't the year 3000,
but, su like The Future at the time. And Minter? Well,
Edge doesn't know how you could mistake him for your great
great, great, areat granddaughter, but yeah, he's pretty fine

11uF\|IrJr an atomic-
mthe
version of

e Card shamps

UK: A bigup to Bite PR who sant us quite the most — would
sar. Okay, bling bling parcdies

ghastly’ be too cruel? — card this y

are a bit 2001, but oh, the effort it must've taken. Wall worth
reprinting here. Our favourite, however, was Nameao's cartoon

f his Tekken family.

ed missive — though
3 profit fror
of empty white paper, two
5. Not particularly festive, but

: T C W was Inventive and unusual
TI*’M»{c IP ne who cheered us up duning our hideous
Christmas

Halhachi 5
Cradit, too, t
Peter's signature
then. And in third

| with added Hun-hate and a bit of
Constantine and Trinny Woodall
(the tu1rp1tude of the tight clothes wearer] i

“Well, | never thought I'd be putting a
computer game on the cover of ‘Sleaze’.
But then, | never thought computer games
would get to the point where they'd be of

“What is happening on the field and what
is happening in the videogames is
d'rff?{e_nt right now”
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Next up for retro transiation: a Spectrum version of
Halo, and GTAIll on the Dragan 32, Hopefully
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BUY JIVE CDs & DVDs,
GET Xbox & 0-TO-GIt

Is that Quake in your pocket, or are you just pleased

s Dead horse flogged

US: Dragor's Lair — digital proot that, no, they don't make 'em like
they used to, and we should all be very thankful —is baci again,

and it's even more static than usual. The ‘Dr
books, signed to MV Creations in a terrifying 'urlimited titley
will festurs the adventurss of Dirk the i ncess Daphne
and other Bluth-created characters o work with
MV Creat 's Lair fans

on's Lair' comic

tions in creating another medium so Dragon

ntinue 1k

- th Dirk the Daring even when
game,” says Rick Dyer, president and

37 Hit me baby

Japan: Pick up a gossip mag at the moment and it's all about
Britney and Justin. Timberlake's new single 'Cn
ed because of Britney's
arty. Now, far be it fre
to gossip, but it appears that she's been spending
with O.TO.Gl's Ralko lately, which gives surprising cr

e for an unnamed thi

Microsoft's previous claim that the Xbox played some part in the

IFmiErs

a gave a Iottery ticket to o
CD on tha Jive label. The prize draw included 150
tless copies of the O.TO.G/
soundtrack and thousands of Britney DVDs.

). TO.GI packs, ¢

e Pocket Money

UK: While some attribute the sad death of Crawfish down to
practice of p

miorally dubic

ng payments, others
attnbute it to a wider malaise: that thera’s simply no money In the
stuttering GBA market. Edge hopes that Pocketeers, founded by
British developers Matthew Hopwood and David Gamson, finds a
way around that, because the work on display at its Website looks
vEry promising indeed. It's certainly the best 30 work on the
platform; a football game and a thirdperson
C unlicensed) port of Quake
ishers who intend to pay their
n time should visit www.p

adveniure are

developers cketeers.com

(Coontnue

Zoe Williams

Ubiquitous commentator in positive gaming commentary shock
M 3rs Against Videogame Violence

So it turns out you can make this stuff up

The wi

|
Minus 3°C7 Guess Edge'll stay in and play Prime, then

US kiddies on Xbox Live

Look, you don't live anywhere near Edge's mom

Vivendi's Lord of the Rings advert

Mo gameplay footage and misleading voiceover = confused parents
The weather

Minus 9°C7 Oh, not another slippy slidey ica world level




series’ main BMG and Edge sn't ahout 1o spok the
purity with typical clumsy captioning. As the voiceover
at the advert's end succinctly puts it: “There is some
emation you can only experience in a videogame.”

DT THERE

MEDIA il

t Gollancz
ISBN: 0 575 07342 X

THE ART OF
DECEPTION

ISBN: 0471 23712 4

Thiosa famikiar with (he westem Shockwave site wil |
heve sean many of the games hem before, but !
thare are st a few sUmprses, ke the imepressioly |
flnky darce-matching garme and a goad deal mors | |
1
1

r, who hacksd
2 IMtiamal Qode

that Edge couldn't even begin to haka semsa of,

The Jlgsaw puzzies ane absorbing 0o, with some
particilaty baattiful nonsense n the animated
sechion, Edge’s favourite being 'Octopus of Four
Feet’) But the real reason Edge imnlores you 1o ¢
visit i the axcelan Zookesper, 3 work of cule {
genus which mixes classic timewaster Seiawisled
With phealiated! animils, and will uts kel
consuma whole afternoons at your fife. 26,790,
then, Ba carsful of the babes:




Iddie management tak n a language
M they've mada up themselves, mostly to

make the job of seling stuff seem more

complex than ¢ is. Tangent: RedEye's never been
much of a baker, but he's pretty sure f you sat inon
the patisserie industry's biannual conference, you'd
findd men In slightly rumpled., il-fitting swits talking
about worldwide progections for macaroons, and
upseling every custard siice Into a pack of four,
Upsaling, doublespeak-be-damned, is conning the
consumer iNto buying more than they really want.
You're buying a PS2? You'll want a multitap. Cube?
You won't get the most out of your games without a
GBA. And you'll want a frontiight with that, and a
copy of Yosh's islang, and hey, how about a hint
book? Nah. Sure, RedEye isn't the greatest gamer in
the world. But, thinking about it, he knows who is,

(Consider that for & moment. The Graatast
Gamer In the World. Our God, fyou want, or at keast

the God of those who care about better scores,
guicker laps, faster reactions, higher stats. Scraw
Suyoy, Fataiity, Big Boy Barry et al: watch the pupis
fick and narmow on a single pixel, touch those never-
cramping hypersensitive thumbs, scrape a fleck of
dandruff from the scalp that hides the brain that
rotates the Tetns blocks that blow your mind, Good
God. Raslians, i you're going to done someone,
clone them: he - or maybe it's a she —is the
Greatest Gamer in the World!)

RedEye pauses for 2 moment, and guesses that
he would be in the top 10,000 gamers in the world.
Top 1,000 maybe a few years ago, but not anymore,
not $nca age afrophied his reactions past the pont
where practice will ever agan make perfact.
Although It's all very difficlit to guantify, of course.
The Greatest Gamer in the World needs genius in
breadth and depth across al fonms of game. He—or
she, because maybe BedEye's going 1o give some
of you a new teenage gi crush in a moment,
children — is not waak at anything. New games
appear and their challenge evaporates before
they've hit the shelves, RedEye knows the Greatest
Gamer in the World, or at least whers you can find
them, and he's going to tell you who it is. Now.

Well, in a moment. First, an aside. Regular
readers wil be aware of RadEye's feelings towards
Xbox |Live - brefly, that it is a fantastic invention that
brings about many wonderful silLations that RedEys

dreamt of as a younger gamer, many of which
involve pretending to be a teenage gir. Several of the
Xbox Live games contain lsague tables which
nominally rank players acocording to their
performance, but actually rank them according to
how good they are at cheating. In MotoGP, winners
cut comers; In Unraal, they tum off the console
when they're losing. Cowviously, the highs of the Live
ladders are not where you Wil find the Greatest
Gamer in the World; they are where you will find
petulant teenagers with 100 much spare time,

Which isn'l 1o say the Graatest Gamer in the
World doesn't brag about their explofts = but more of
that later. There are some games, such as Libi Soft's
beautiful (but utimately mundane) Spiinfer Cal,
which camy the Xbox Live logo on the cover, but
don't offer arty kind of Intemet gaming. Instead,
these games offer content for download, extra levels
and missions and such, as a bonus for those

REDEYE

sideways look at the videogame industry

comemittad to Live. Only it doesn't take a genius to
see that it's not really a bonus at all - that players are
Just gstting a cut-down game in the first place, with
the option of downlcading what they shouid be
gelting in the box. Urdess, of course, you can't get
broadband, in which case you're screwed. Bargain.

The only way that Prima could get that
information, short of having The Greatest Gamer in
the World on staff, Is if it got it straight from source
So a theory: the developer makes the game. and,
alongside the finished code, provides the publisher
with comprehensive maps, cheats and solutons.
The publisher pimps maps, cheats and solutions
straight to a thirdparty, who distributes the
information to thousand monkeys with a thousand
copiss of Quark. Eyes light up with dollar signs, and
the money starts to come in. Bveryone wins,

Do they? Doubtfid, What's in It for them if the
game’s well-balanced? No one's going to buy a
guide for something they can crack In a couple of
days. Ever wonderad why, when games are getting
more complex, manuals are getting thinner? If
pubiishers put too much infarmiation In there, then
what's left to reveal in ‘Game X: The Ultimate
Guide'? Keep it vague. Upsall,

And they upse you for every penny. A publisher
can sall you half a product as the full thing, and the
rest for twice the price at the same time, because
you'l have read in magaznes. which get evenything
for free, that The Experience Isn't The Same Without
This. It's why the PS2 only has two front ports, and

“There's only one place the Greatest Gamer in the World could
possibly work... unless something underhand is going on”

Anyway, back (0 that Greatest Gamer in the
World. Littie backtrack at thes paint, because Redeye
hasn't been entirely honest, He doesn't know the
name of the Greatest Gamer In the World, He just
Knows where they work, There's only one piace they
could possibly work, because there's one business
that couldn't possibly sunvive without them, uniess
something underhand is gong on. The Greatest
Garmer in the Worid works at Prima Games.

Think about It. Every time a major game comes
out, even somathing whase development
theorsticaly takes place in nuclesr-grade secrecy
such as Mario Sunshine, there's a Prima guide on
the shelf the same day. Hell, major games chains
bundle them together — "Listen, kids, we wart you to
spend 45 quid on this game, and then another ten
on a book to completely ruin it for you." Imagine
having that power, though. The power 10 destroy 2
game before it's even out. Unless... hold on

EDGE

why the Xbox needsa DVD kit. and why you're a
second class ctizen in Animal Crossing without a
GEA. It's like when Take 2 spiit Serious Sam in half,
tut even that's got nothing on the worst offender,
This Is what started RedEye thinking about
Instaiment culture — that and a mouthy baker
pushing cakes like they were stardust, Nintendo's
beautiful, sieek, deviously crippled Game Boy
Aagvance SF It's gorgecus, it's — for the first time ever
— quality gaming that fits in your pocket. ts a
partable gaming machine, except there's no
headphone sockst. Well done, Nintendo, for
showing up your competitors with the ultimate
upsel, breaking your own aesthetics for an extra
buck. Anyone want to guess the management
spesk for its sirategy? Easy. Being bastards.
RedEye is a veteran videogame journalist. His
views do not necessanly coincide with Edge's



< 024 >

kil them. it appears o be a compeling offer,

In the past few years a breed of games has
attained great popularty in which vidlenca S no
longer the knae-jerk refiex of the twitch shooter, Dut a
carfully planned and defiberate action. Weicome to
the world of the murder simulator,

Ideas of concealment and careful kiling had been
around for a reasonably long time in 20 games, but it
s only since the attaimment of solid 30 envronments,
along with impmovements in character detal, that true
murder simulators, with their gieeful arms-race of
visual realism, have been possitle. We would mark
the first naturalistic miestones around the time of
GoldenEye and Thif, both of which placed heavy
emphasis on sienced or distance weapons, and the
avoicance of discovery by enemies. It is then only a
short and bicody hop to what is perhaps the pinnacie
of the genre today: Hitman 2,

SO

Readers may object that 'murder simuiator” is
perhaps an excessively emotive and sensationalist
te 1o apply to an acoomplished and erjoyabile game,
but what description fits better? There Is clearly &
qualtative diferance; a change in fesl and amotiorn,
between the fantasy wargames of somathing ke
Halp and lo's exguistely planned assassirations.

Hitrnan 2, indeed, cleverly dramatises the viscaral
paycff of increased naturalism in s own raning level,
whera the player is taught how to use the game's
gamoling device, the fiore wire, on a scarecrow in the
on this stuffed dummy is a purely mechanical
axarcse, but the first time the player does 1t 'for real’,
something has changed. Without the visual realism
this would be mersly & formal puzzie, ke the
disappeointing VR missions in MGS Substance.

In the world of Hitman 2, it becomes a kil,

Hitman 2 recogrises that the sadistic pleasure to
be had from Kiling as many enemies as possibia s a
valid way to enjoy the game:; on the other hand, it
holds out a camot for those who wish to refine their
skills and withhoid their viclence sufficiently 1o receve
the Slent Assassin rating. And the player can wander
along this axis — between the twin poles of kil
averythng-that-moves and take-down-only-the-
target — with relative freedom, Tactcal decigions —
such as whether you have time to anaesthetise a

Russian civilan on the undarground, or whether you
need fo knife him to death and steal his clothes
betore he alerts a patroling infantryman —are made
more interesting by the game's reward structure,

in Spiinter Cell, on the other hand, killing a certain
number of civiians resutts in instant failure, and other
this does enforce proper exploftation of the game's
excellent hide-and-seek mechanics, a fesling of top-
down arbitrariness to these rules is exacerbated by
the bizarre vaolte-face of the second Chinesa Embassy
mission. When you are first there, killing is off limits,
but sacond time around, for Underjustified narative
reasons, suddenly everyone is rifie fodder.

Spinter Ca's modes of cansiul Iding — the
stealthy grab, the pistol-whip and the body-dragging
—are nicely engineered, but what the game really
proves is that murder simulators depend just as
much on environmental awareness as a repertoire of

Steven Poale

suibtle violence, The light-shadow mechanic,
developed and finessed from the days of Thief, can
be compromised by the dublous Al — guards alered
by.am#sﬁmmnrmmm
nightvision of cats and spot you in the darkest comer
~ but it provides ample opportunity for siently crowing

those you are fooiing are worth being fooled - that
they have some minimum evel of intefigence. This it
where Spiinter Calfs ilusion can regulary crumble: its
Al is far inferior 1o the behaviour of MGS2's guards.
Hitman 2, however, goes further in the
opportunity it affords to really test your informational
superiority, by walking past enemies in ful dayfight
protected by nathing more than 2n appropriate outfit,
The game's use of disguises s brilliantly conceived:
particulary in the fact that they can be bellevably
compromised by behaviour and proximity - the
roadblock sentries in St Petersburg find nothing
suspicious about you when you are reasonably far
away and dressed ke tham, but get 100 close and
they vl notice that you are camying a sniper rifie
instead of one of their own standand-issue AK-47s.
You might say that in a really good murder
simulator the actual murder s the icing on the cake.
Some levels in Hitman 2 can demand as much

TRIGGER HAPPY

thought and imagination as a tactical sim lke
Rainbow Six, and however many people you
choose to whack on the way to your goal, the final
kil evinces not a mere psychopathic thall but a
seren@ sense of accomplishment. Its time to bite
off the end of a cigar and say with Georgs Peppard:

“Violence is no longer the knee-jerk reflex of the twitch shooter, but a
carefully planned action. Welcome to the world of the murder simulator”

*Hal You don't even know I'm here!® as a guard
walks past within inches of your crouched form,

Itis clear from this example, indeed, that murder
make almost tanglole & pleasurable fesling of
informational superiority. The abysmal State of
Emergency & not a murder simulator, because there
Is no contextual enginesning, no sense of hythm and
discovery. The same s true of its big brother, GTAIIE
kiling peopie in Rockstar's game always feals
somewhat impersonal, because it's so easy and the
consequences can be neutraised.

A real murder simulator is sbout the primal, one-
on-one encounter with a worthy foe, over whom you
hoid the trump card of information. You know you are
thers; he does not, But In order to luxuriate in such
supariornty, you have to belleve at some level that

#DQE 1Y

"l leve it when a plan comes togather.”

But then, of course, you watch the walls of your
toclshed fif up witn new toys, and probably you
wan't be able to resist trying them out on a few
unsuspecting guards in the next mission. Silent
Assassin can wait: it's time for a few more gratultous
murders. Remembsring the furore over Hitman 2's
depiction of Skhs and the game's subsequent
recoding, ong is remindad that & naturalistic styls
always has poiitical impiications. And it remains to be
seen for how much longer the ante of realism can be
raised in the murder sm before we begin to fina it
more distasteful than pleasurable.

Steven Poole is the author of ‘Trigger Happy:
The Inner Life of Videogames' (Fourth Estate).
Ermnall: steven_poole@mac.com
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ave you been to the cinerna lately?
H Ity to go as often as | can. Afim I've

been thinking about recently was 'Men
in Black |I", which | think s a very easy
production to enjoy. You don't even need to
have ssen the previous film = you just sit there
and take it all in. It's a basic thrill, but well done,
and one that is ever more rare these days. It has
dreams, challenges, a well-designed world and
a solid stonyiine, all mixed together to provide a
great, if disposable experence for the imited
timea the mowvie lasts.

So what makes ‘MBI different from other
films that possess the same atiributes? | would
poirt at its rhythm and tempo as the core
reasons for its success, and | believe the same
applies to games — that, essentially, games with
bad rtythm and tempo are awiul: even if the
ideas are good, the eratic pace hides them, and

it becormes useless. A month ago | was at the
Tokyo International Computer Graphics Festival,
where | had been invited to talk. | was asked
this: “When you develop a driving game, what
da you care about the most, or what do you
think about?" | knew my response Instarthy:
"When | develop a game,” | replied, "not only
driving garmes, rhwthm is the factor | care the
mast about,” It is an obvious staterment to me,
but the attendees did not appear to understand
it vary well. | tried to explain, but time was short
and | wasn't able to make my point clearly. So
let me try to do that here.

As | said at the conferencs, rhythm is
commonly associated to music, right? So, what
is rhythm about in music? In simple terms, it is
about timing or, more expiicitly, it is a e which
instruments follow in order to render a given
track. Termpo, on the ather hand, 1s about
tension - speed control, When you increase the
tempo, that accelerates the music. Doing the
oppasite will cbviously siow it down

There are two elements in music. The first
is the music score displaying the place of the
tones — rhythm — and the second is when you
make them — termpo, The combination of the
two allows you to reproduce a given track.

It allows musicians to combine several

instruments together, sa each will have its part,
still within the two rules.

Is that clear? The ochestra conductor uses
these two rules to reproduce a music score, and
as his level of skill increasss, you see two maore
factors being added: intensity and style. Let's
apply this to videogames. Game creators areg
conductors. Take the example of driving games.
The concept can be andlogised to music types,
of which there are many: rock, classic, pop,
samba, and so on. Setting the concept defines
the game. Let's choose rock, particutarty heawy
metal, The termpa is Tast, so we should think
about courses in that respect: dynamic, wid,
with lots of intense changes as you race through.
The road should not be smeoth, it should
feature lots of banks, bumps and curves, But
that's just one lap, and it's not sufficient to really
rock: “Okay then, how do you do that?” you
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may ask. Look at it like this: there’s a straight, a
long wide view down a large track, You're going
fast. You experience aniety over what's coming
next. And then you start to hear the music. ..
Let’s drive. Suddenly, there’s a drop. The

climax of the music track! The long and great
guitar s0io begins as you drift around the long
curve. As the guitar solo ends, you're filed with
a new sensation, straightening up, and ready to
start your second rur.

Well, that's how | see it. Writing this | can just
feel me driving. | haven't even thought about
backgrounds yet, just structure. If your game
concept is well designed, the course designer
will have no trouble producing backgrounds to
match the game concept. Anyway, returming to
the conducting analogy, the curves and bumps
give the ternpo of the game, while the handiing
provides the rhythm. Get it night, with the nght
wvistials, and | think you would be able to rock
guite hard. Of course, if vou put blues music in
there, all your efforts will be in vain. So, yes, you
will have lo use a good old heavy metal tune fo
perfect the game's impact.

Toshihiro Nagoshi, president, Amusement Vision

There is sormething else | always do when |
design a circult. | do a lap, and write down
exacthy how many times | turned left or nght,
and for how long. This seems like a small detail,
but it's so important. it's natural that the first 3D

“Put blues music in a driving game and all your efforts will be in vain.
You have to use good old heavy metal to perfect the game’s impact”

angle Is gut-wrenching, and the road is getting
narmower. You fear you're going {o crash against
the bamiers. And while the tension is at its peak,
the intro Is over, and the main part of the frack is
about to begin, The road veers upwards into &
steep hill which twists into banks that defy
gravity and corkscrew around. As you speed up,
other cars swanm around you, bumping each
other, weaving in front and behind. This section
s designed to give you a taste of the game —as
you twist through it, the guitars crash, giving you
a great fesling. Then comes the ‘sneaky’ part,
composed of gentle right and left curves,
allowing players to drop their guard just in time
for - the guitars crash again — a hard,
unexpectedly steep hil to increase the tension
again, At its peak, your car leaves the ground,
and the view reveals a hell of a bend. This is the

maodal of the course you have designed may
not fit your expectations, and that's when you
use your data. "Right, nght, left three seconds,
then a little left and suddenly right, again left...”
You can tell where it's different from the rhythm
you wanted to give players, so you fix it, More
intense investigations may find that the handling
on the first and second laps differs, and,
moreover, even if you think the handiing is great,
a beginner may say othenvige. To carrect all
these points, you need data. Does this remind
you of anything? Yas, it's very similar to writing a
muisic score — so perhaps composer Is a better
comparison than conductor. Whiatever, 'l try my
hardest to create the best music possible.
Toshihiro Nagoshi is president of Amusement
Vision, formerly Sega subsidiary Soft R&D #4
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Irst, | power on my computer to start to

work.... Then, | go to the company’s

cafsteria in order to buy a coffee. | don't forgst
to smoxs rmy first cigaretts of the day
as well. Back to my desk, | check my emails while
drinking my coffee. Afer replying If necessary to
these emails, | power on my PlayStation2 and its
monitor as well, .. | login to Vana'diel, the word of
Final Fartasy X1, You know this is the MMBRPG,
the main attraction of Square’s PlayOnline. |
check far the money (GIL) | got from the shop
where | put some Items for sal. | also check for
any tems some friends have sent me and | have
a look on my character's status. Wed, I'm not ready
o work....

| was asked to do a review of the year for my

final column of 2002 but since Final Fantasy XI's
reisase on May 16 this year, this has been my
everyday lle untl now. | am sorry to be tallang

users” reaction to this news? It is true that many
are very excited about this big move. They are
excited to be able to play games like Dragon Quest
Vil and & new Final Fantasy In the near future.
They have a fesiing that each year wil be

marked by the release of such a big title. You can't
be indifferent about this. It is said that this big
operation will address the weaknesses of the

two giants by combining their resources and
knowhow. But there remain a number of miuddy
issues because not a lot has been officially
disclosed about the specifics of this merger. I'm
very excited about the birth of Square-Enix and |
wart to follow the event from now on. And who
alsa won't?

At the beginning of my column | toid you
about my passion for Fingl Fantasy X1, It is my
favourite game of 2002, ro guestion, and
therefore my highlight of the last 12 months.

been initially designed to be strictly a console
MMRPG, and in that sense | don't see any '
other gamna devaloped with 5o much care and
creativity, especially in terms of its various play
systems. No, personally | prefer to think it is

ever better than the likes of Ultima Oniline or
EverQuest.

Besides, thesa PC games do not have the
sufficient power in terms of presence to make
online gaming popular in Japan. Over here, the
development of online gaming is down to two
games - I'm talking, of course, about
Phantasy Star Online on Dreamcast and
Final Fantasy Xi on PlayStation2 (no need 1o
say that this is by far the most popular platiorm
right now), But now, in laie 2002, and looking
into 2003... well, while the birth of Square-Enix is
seen by many to be the establishment of the
worid's biggest game developer, | believe that this

” STOKYO GAME LIFE

about it once again but what time | have spent
on this game! | even farget to go home, staying in
front of the screen for hours. At the end, | have

to sleep under my desk, | always have a camp
bed in case this happens. Then, at the stroke of
noon on November 26, 2002, that news awoke
me from my sieep under my desk.

Towards the end of the year, a big news
story stunned the Industry In Japan. Yes, these
two glants, Square and Enix, have officially
disclosed their agreement to merge. Starting on
April 1, 2003, & new company is going o start
under a new nams, Square-Enix. This naws
spread fike a bushfire around the entine industry
and became front-page news In every single
magazine. Plus, just three days after this
announcament, Enx made another ons - and
this one was no less important: the company is
going to release Dragon Quest VI on PS2. Yes,
thess three days have been incredible for the
Japanese game industry, voceless entsred a
very busy time. Square is obviously farmous for
its Final Fantasy series, But here Enix Is even
more famous for s Dragon Quest senes. These
two makers are merging. The media, both
newspaper and talevision, reported the event as
“The operation of the last hope" or "Will this be just
a repetition of the Sega-Bandal disaster?” and
s0 on: So that was the media spin, but what about

Lupin

Kojima, assistant ehief editor,

To be horest, when | heard about the merger, |
suddenly had this crazy idea in my head:
Dragon Quest Onfine! Yes, with the merger of
these two comparses, |t is hard not 1o have this
in mind: the Japanese networked game market.
Why is that? Just think about it. According to a

‘Famitsu Wave BVD!

may push the Japanese online market, develop It
and make it successful. | believe we will not have
to wait long to see the first online game coming
from Japan to overseas markets.

But sadly, | will not be here to share that
mament with you, This month is my last Tokyo

“There are many PC users - mostly fans of Ultima Online and EverQuest
-who hate Final Fantasy Xl because it is a different type of MMRPG”

recent issue of "Weekly Famitsu’, Square soid
about 146,000 coples of FRXI up to December 12 -
the figure including PS2 and PC versions. Okay,
s0 this may not seem like a big deal in terms of
standard 'package sofiwans’ and, again, the
media has shown no mercy, with outiursts such
as "FrXi, the failure!” or “It's falled to be a hit....", elc.
But this is a game you have to pay ¥1,280 (£7) per
month o play. Fiity thousand to 100,000 gamers
are sad to have joined the PiayOniine senvice
already. So it's simply not accurate to say that the
game is not seling at all,

The great aspect of FFX, of course, is that
it has made the concept of online gaming seem
more natural on a console. However, thers are
also many PC users — mostly fans of Uitima Online
or EverQuest — who hate FFXI because It is very
different to the sort of MMRPG you see on
computer systems. But keep in mind that FFX! has

EDGE 10

Game Life column for Edge magazing. Over the
iast vear | have tried to give you a taste of the evenis
that were most significant for Japaness players and |
hope you got some good imprassions of what it
means 1o be a gamer here, It is a complicated
market with many genves — many more than in the
west —and many enthusiastic followers of particuiar
videogame companies. [t is also a market that
includes many indviduals of many ages and
backgrounds — when | visit the shops in Akdhabara |
often see children standing alongside business men
looking at that week's new game releases.

Aryway, | must go now. Who knows, pernaps
we will meet onling! After all, this is what | felt this
year of Tokyo Garne Lifa 2002: it has been an onling
revolution! Bye everyons!

Lupin Kojima is the assistant chief editor of ‘Famitsu
Wave DVD', part of the Famitsu publishing portfolio
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Rome: Total War

The Total War armies have donned their sandals once more and
are on the march to congquer domain of the next-generation RTS

he word ‘epic’ Is one of the most

over-used in the viceogame

t's litany. Anything
shows any more ambition than simply being a

biock-based Tatris clone will, at some

its development, be labelled an epic by a
troubled hack. However, epic dossn't just
imply a sense of ambition — it requlres a

fesling of ludicrousness. It doe:
seam b than - but bi

mass-formation warfare, taking appropriately
from the saminal Sun Tzu's ‘Art of War' and

integrating It in-game, How

igned campa

0 add a sensa of genuina imp

ance t

conflict. The gamer was all too aware of the

of fortifications, Rome is capable

njure all the

aueto s e

proviced the focus

thou
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i embarking an night attacks.
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tactical to the str phase.

| However, though are a guantum

Bnre, a

0 n qQuality C

allows to throw é
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tage of the next

T

still takine
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Rome: Total War features more polygonal, motion-
captured soldiers onscreen at any one time than any
of its rivals. The really good news, however, is that
the game still runs well on lower-spec machines

abstraction, This allows, fortresses to be

placed at choke paints in the map, valleys to

be delended and

Assembly has taken the acvice «

found being

thrown Into the full strategic

ar maore accurate
f the options presented to

0 play rt gai
of days, These are based arcund historic

escapades such as Julius Cae

conquering of Gaul, Spartacus’ slave

and Hannibal's march across the Alps.

From its first appearance, the Tot

sanes was arguably the only real

ment in @ genre that see

that thern

thay'd v, Rome ups the ante.

its al, we'll cor o hail Caesar,

and bury the rest of the genre.
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Tron 20

Crisp and elegant, ‘Tron’s beauty was eye-catching and memorable, but
can this new adventure be more than just a light cycle nostalgia trip?

Thesa light effects are courtesy of the LithTech
Triton System, previously responsible for
generating the environments in No One Lives
Forever, Visually it's wondrous and immaculate,
but whether the combat and adventure
sections hang together is another matter

“This is Roman amphitheatre
spectacle where losing
ignominious death, orin “Tron’
terms, becoming ‘de-resed’

ow 1o forge

Bridge's

of the '80

. But once Disney's

film enters its alectronic universa,

agers it marked the

ATIES dS

througn © ver the years, but

takan until now for Disney Inters

endorse an official update to the thrilling
original. Appropriately, this marks the film's
20th anniversary

edal the como

wants to use the Tran program for evil ends

m that th

3

aborate piot s not

The light cycle games are playing exceptionally well and are likely to be worth the admission fee alone
Power-ups have been added and there's a new bike created by the light cycle designer, Syd Mead

Caplure Jdms s

spectacle where losing equals iIgnNominious grades work In & similar

death, or In "Tron' tarms, becoming manner. There are four primitives: the disc,

od, an e weapon based

enemies gu

uals




+ PG
Disney Intaractive

avaloper: Manalith

Enemy Al Is currently poor, but Manolith promises
that this will be improved before final release

W

Weapon upgrades can be downloaded from terminals and are essential for defeating puzzies
later on. Multiplayer modes include the light cycles and a game similar to Discs of Tron




" Mark of Ki

Chop, chop, chop: the list of free-roaming hack 'n’ slash
titles increases, but Sony’s latest has much to recommend it...

Get the timing and distance right and you can
parform an impressive number of special moves
to cut, slice and dice your army of opponents

Bird on a wire

Format F_’|.1y5t|hc|n2

ar: SCEA (San Diego Studic)
us

March 21
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wath liitle to ¢

Wl tirmes
terms of playable code, Edge has
decided to hold fire, Lintil now that Is, and iniial

SIONS &g vary pieasing indeed

progresseq at a snail’s o
With the excepltion of Sh

¢ there have been few s

anything more than Golden Axe

free roaming plane. Sony has, h

The Water M

sonents can be taken on al the

1

g and hae
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with a few combos, Enamies

ba larg
sweeping around the right analogue stick, then
aach foa is highlighted with one of the P52 button

Wtton

encounter atar, will eliminate such lazy tactics

Meark of Kri Is also distinguished in the
department, displaying refreshing anime

yonments. The piot

NoUul &

book Kurosawa. The first

level o 1S with the |

Rau, taking on & group

of bandits threatening

he must take them all ou

The scenery Is lush and the quality of animation
fits the impeccable presentation seen alsewhere



1. Xbox
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lelzsze: TBC

Capcom’s familiar dinosaur-shooting franchise is back.
Except it's not quite as familiar as it once was...

thougit lost hundrads of v

The jetpack flight shooter gameplay is an
innovative slant on the familiar survival horror
set-up of previous Dino Crisis tities

5 Mikaml-san may

For the spacecraft design, Capcom s using a
similar sparse, metallic techno lock to that sean
wuf In its forthcoming GameCube shooter PN.03

s with

Format: PlayStation2
Bami Enlertainment

] Publkshe
‘ por: Torus Games
pr: Australia

ass Jung

Contemporary themes of terrorism and computer crime interconnect in
Baml! Entertainment’s ambitious take on the stealth/conspiracy sub-genre

s' may have been processed and dumped

ancelled', conspirac

he influsnce

cigarette-smoking ram

There are 158 enemy characters, all with
different behaviours and skills. Each exhibits
standard Al responses - calling for back-up
and legging it when the ammao runs dry

Locations Include the CIA training camp
in Virginia and a terrorist outpost complete
with requisite submarine base

I Maoe oadoal

Oh, has Edge gi




- Retum to Castle Wofenstein: Enemy Temtory ===

In short: undead leather-clad Nazis are
coming to North Africa. Stop them...

1 fthe multiplayer aspect of the onginal Aeturn to Castie

then the singlar

Multiplayer games are very similar and consist
mainly of objective-based team missions -
guiding a tank through town, or breaking into a
bank and stealing the Nazi gold, for example

This Is survival of the fittest In digital form.
Those who perform well get all the skill points -
fhose who don't, get to be bullled incessantly

Retum to Castle Wolfenstein: Tides of War

Run down corridor, shoot Nazi, run down corridor,
shoot Nazi, run down corridor, die, reload...

re, which
cal Himmiler and an
vho enjoyed the

5 Edge.

s OUS, DUt

i to think befare they

PC owners may sneer at the lower resolution of
Wolfenstein's Xbox Incamation, but console
owners have their own reasons to be smug too

And Edge [sn't just referring the Improved
multiplayer, either - more that at least you'll
be sure of being able to get the thing running




Pm / \lprm This month’s announcements and updates...

Dekotora Densetsu Primal Driver 3 American Conguest

Format. Xbox, PS2

Deliver merchandise as fast as you can all over Delays mean that this girl-power game will now Taking place in Miaml, Istanbul and Nice {with Following the significant success of Cossachks,
Japan. Avoid obstructive tactics of rival truckers come out after Lara’s next adventure, Edge is vehicles such as a Citroen CX, Countach, and American Conguest aims to deliver an RTS that
(damaged goods are worth less), customise optimistic that the addition of a controllable Mustang), the series finally benefits from the blends authenticity with enjoyability. With lots
your rig, engage in minigames, and so on... companion will make this worth looking out for processing power it deserves (Xbox shots) and lots of units onscreen at any one time
Drag on Dragoon Harvest Moon: A Wonderful Life Starsky & Hutch Indy Racing League

E.:lrrla.t_ PlayStation2 Format! GameCube o ormat: PS2, Xbax, PC

Pubiisher: Enix Publishar Nintenda
Oeveloper: In-house (Project: Dragonsphers) Developer: Natsume

Due this spring by a team comprising members If you've never played a Harvest Moon game A demo of this driving/combat licence proved The official game to the world's fastest open-
of the Ridge Racer and Ace Combat series, this before then you've truly missed out. Planting surprisingly enjoyable, and that was without wheeled racing category features up to 33 cars
ambitious titie mixes Panzer Dragoon and Shin crops and tending animals may seem tedious, trying all the possibilities of twoplayer action on track at once and Codemasters’ trademark
Sangokumusou 2. Expect more on it next issue but you'll soon take pride in your handywork (eg one player drives while the other shoots) accessible yet realistic handling model. Spring
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Unity

The fusion of music and mind-bending visuals has in some respects defined
modem-day videogaming. Now, a 20-year industry legend is embarking on
a project set to redefine the relationship between audio and entertainment

=N computer and

a credtor Jeff Minter

you might expect n
wilhin the chemically
L

warp and mutate. Colours bl

ance-m t. Patterns
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What Unity cumently exists as VLM-3 (the third iteration of Minter's Vintual Light Machine, following Jag and

embryonic Nuon versions) - the full light synth package will become available bit by bit as you progress through
the game. Unity will be backed by a selection of high-profile (and cumently secret) licensed music tracks
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Minter is using VLM-3 as a testbed for
Unity's levels, by tweaking settings and
‘lamming' with the GameCube hardware.
When he comes across an effect he
particularly likes, he saves out the data
which will later be used as a gaming
environment. He initially harbourad
concerns about working on a “modern
console,” but finds the GC “delightful” in
camparison to Nuon (“an absolute beast”)

producer at Lionhead. “He rang me up
one day and said, “Your satellie scheme
— does that streteh (o individuals? and |
was like, well, not often, in fact, never,
But we don't say no to anything, and
cartainly Pater Molynaux's probably one
of the most open-mindad bosses you
could have, so James gave me Jeff's
number and | rang him and asked him
what he was daing and whether or not
he was happy doing it

“| asked him what it was that he
uitimately wanted to do, and Jefi’s reply
was what you're going to see with
Unity, If he had said, 'Well, | want to do
Gndrunner on the Game Boy Advance,’
then we may not have been interested.
But the fact that Jeff wanted to unite
his two technologies on a new bit of kif,
and werk on new, exciting stuff, it just
sat well with Lionhead. You know, we
don't do sequels, we don't do denvative
stuff, we like working on new, onginal,
creative ideas.

*Sa from there | went to Peter and it
was just the easiest thing in the world:
We had this board mesting and he said,
‘Ohaay, any new business, any new
opportunities?” And | said, "Well, Jeff
Minter, we'll buy hirm some hadwang,
we'll pay him a certain amount, and give
him a vear to see what happens,' And
the board voted and that was it."

Jamming session

So Minter took defivery of his shiry new
GameCube dev kit and began to ‘jam’,
“I've only had the systerm three morths
g0 ['m just testing stuff out here,” he
expiains as a moment of slowdown
threatens to spoll the beautiful abstract
imagary onscreen, “Everything | release
will be 80Hz, | can guarantee that.
There's o way |'d release anything with
judders in It. This is so early —1've not
been super-efficient with it, I'm just
jamming with the hardware, really.”

There's little doulst that Linity will look
like na other videogame. The closest
point of comparison is parhaps Rez, but
Minter winces at this suggesticn. “The
game mechanic I Rez was always the
same,” he says, putting down his
controler and geting Nto more senous
mode. "It was Panzer Dragoon with its
trance trousers on, wasn'tit? There
wasn't that much variety inithe actual
gameplay. The graphics weare quils nice,
but they were very salf-consclously
Tron'. It was like they'd imagined an
abstract space that was llke Tron',
whereas the abstract spaces in Linity will
see me jamming with the hardware and
coming up with stuff, | want to have
modem abstract as opposed to retro
aostract, which | think Rez was.

“And there'll be more variety In the
gameplay, | want to extend the idea
which | bagan with Tempest of having
the bonus rounds where you have a
contrast between the very hectic shoot
‘em up rounds and the levels where

Mirter joins in on & second joypad
{the software actually supports up to
four users, each controling separate
visual elementsl and begins to
manipulate another graphical iayer.
He's back in dreamy moda now. *| am
having such a goed time doing this,”
he drools. “its flke a dream come true,
it absolutaly is."

The good life

He's aften been called a hipple, and
today Minter looks every bit the part, his
ramshackle locks threatening to tangle
with hig chunky hand-knitted lama
cardigan bearing traces of what appear
to be animal hairs, if you didn’t know
that he spends his days wresting with
leading-edge computer hardware In the
name of entertainment you'd be forghven
far thinking he was some kind af new-
age farmer, In some respects he
appears.a man not of his time: his
particular brand of videogame
engineering — solitary, self-designed,

“1 just love the effects you can get out of this thing,” says
Minter, his eyes still transfixed on the shapes oozing and
swiring across the screen. “It's fucking mad. It's madness”

youl're just traveling through space
sConng points. The actual style of
gameplay will changs according to
which enviranment you find yourself in
S0 you may find yoursell in a space
where you'ns zooming down & tube

and shocting things much like Tempest;
you may find yourself in a space

where you're in an arena and you're
swweling around and the camera's sort
of zooming about and enemies are firing
at you from all sides and it's like
Liamatron on acid. So there'll be various
different styles of gameplay within the
thing which you'll discover as you play
through the game."

But such gameplay is still a long way
off. in the meantime, Lionheads PR
representative has picked up a joypad
and begun to play around. Within a few
seconds a strangsly organic form soirals
inta view. "l like the flower,” she says.
“It... mutates. That is so... lovely, And it's
easy. Even a gin can use it, It's a little bit
ke meditating. t's ke a kaleidoscope.”

“It's like the utimate kaleidoscope,”
says Minter with a laugh. “I'm glad you
ike it. Wait till | put & game in there.

Il knock your eyeballs out.” The PR

lacly smiles.

answering onty to himself - has long
since besn jettisoned by the suits who
give today's projects the graen light.
Hawley, the Mr Comporate figure at
Edge's officas today, sees through such
misgvings. “It's just like Tha Movies
concept at Lionhead right now - ifits a
great idea and a bnilant concept then
we'll Just run with it because that's
something we're very passionate about,”
he says, “With publishers, I'm sure they
look at the charts and say, "Well, that's
selling wall, why aren't we doing a game
likgz that?" And Uity is certainty a
different type of game. but we'll be using
Jeff's hard work to produce something
that we can then show o publishers
when we think It's ready. *

Ah, yes, when thay think it's ready.

New tricks

Today's videcgames are mostly madse
like this: developer goes to publisher
with project outiine (and possibly demal;
publisher visits developer to kick its
tyres; developer and publisher negetiate
terms (bonuses, oyalties, and s on and
anand on); developer delivers 150-page
design document, detals for tan
milestone submissions into run up to

7
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Obviously there's no way of users
feeding their own music into Unity
running on a GameCube, but Minter
says that you can put your own
rhythms into VLM-3 and ‘jam’ with
the game's licensed music tracks
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Minter intends to use maths-based
solutions to create every visual eloment in
the game. Boss characters, for example,
won't necessarily require an awful lot of
traditional art design work. If the game
appears to be getting a fittle oo abstract,
however, there is a raft of Lionhead an
muscle available o create traditional
assets. One thing is certain: Unity will

not look like any other videogame
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alpha and beta phases and tons of ¢

bits and §

f info on paper that any

good doctor would prescribs to
§

ook incredulous, he i

ang 10 be developed s other
games, is
e explasn
Lionhead
go in and the and of objectives want lo
achieve aiong the way, and as long as
‘m following along that arc | thank they'l
oy, DUt within thiat ervirorrment 1
be free to play around with ideas and
jam. The whole point about this is that
you kearn things about the hardware as
you go along,; It evoves, you continue

to learn new tncks; sa it does you no
right at the beginning that
it's going to look ke this or that. The

e needs 1o evolve. Both the

ved as | went along and |
think they came out all right. This will be

much INe sa7

thirk | need 1o

good o say

Tampe

:. Edge

about the gs

“The Idea was in my head in

Mirited

L arose v

show and playing

|-
1984,

yehedala, So the idea for

| going on
this is {0 tring both of thoas things
logether, to create a beau siract
shoot 'em up game. Tempest 5a
beautiful game, but you can goa ot
further, you can actually star to bring in
light synthesiser affects which go on
while you're pldying, so effectively you
have a game which s a fight synth and a

lrght synth which s a game,”

Minter has not enjoyed proper
comimerc ouess for many years, but
his work has always fourncd favour wit

th speciaiis! press, thanks 1o wo
updates of Termpest. It must've bean
tempting to embark Upon a third, Mirter
sighs. "If | keep doing lter
Tempast t's am

SOMeone efse's game. Its aways gong

to be, 'Oh, Jeff's only done ancther
f Dave Theurer's Temg 5

time that | chd my own thing now, and
paopks thought of my next game as my
game and not Dave Theurer's game. As
much respect as | have for Tempest, its
time to da my own thing,”

Body of work

S0 It's a lght synth that’s also

it's not an update of Tempest, and it's
Qoing to have vanous types ol gamegiay

stylas, Will players control a spacesh

ncks his Wards canafully. “You will
odied. Um... 1 dontknow ifit'd
ht to calf t a spaceship. The
ocdiment s something again that |

i to worke onL |y

& they will eventually end up with a
different embodiment. That's something |
nesd to work on and ressarch, but
have a pretty good idea of how that's
gong to work. It'll be a thirdoerson we

nay be a couple of firstperson

= as in Tempest, perhaps — but the

bulk of it will be thirdperson,”

he want spect he has free

oth a blessing

and a curse, His track record certainly

speaks for itsef

= althaugh his m
wcant accomplishmants on consoles

een him follow a fair

expermentsl titles such as

| Sheep in Spa:
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abstract game yet. Bu

he appsars 1o be embarking upon—or, if
he 15, It's not going 10 be apparent from
the moment you pick it up. | thin
cotsumers will love Unify,” says Mintar,
“becaiuse basically |'m going o make it
s0 that wien you first start playing it it is
immediately accessibks as a very nice
feeling shool 'am up game, Think of
Giridrunner that 1 just did on the PC, the
way you can just walk up to that and
you don't have ta mash the fire button,
You can Just sit there and move the
mouse and it draws you in instarthy —
and then later on, stufl starts emerging
The sary levels of Unity won't be too far
mad out there, they'll De very accessible
S0 that anvbody can pick it up and
hopelully be hocked so that when the
soenanos o get a fittle weinder fater on
they'l be enjoyng themmseves so much




that they'll be pleased to carry on, | do
realise that |l | make it too weird straight
out of the box pecpla won't know what's
So the ageing hippie is softening up.
gfter all. The whaie light synth angls,
though ~ that's still a littie bit cut theve,
isn't it7 "The thing with the light synth
that I've found over the years is that
hardly anyone would think to go cut and
buy one because they just don't know
what it is, but once they see it they go,
‘Wow, that's really nice’, and they really
enjoy it. So Unity wall introdiuce itseif as
just a regular gamsa and it'll stari to buiid
light synth stuff around you, and
hopefully when that starts happaning
you'll just go, "Wow, that's so cool’,

One-man band

Not many pecgis in the videogamea
industry say ‘wow' quite like Minter; itsa
bit of a stoner's ‘wow', more of &
‘woahhoow'. To bring him back down to
earth, Edge brings up the game’s
development scheduie. He has 12
manths in which 1o build something
that'l comvince the bods over at
Lionhead that Unity could be something
special, That's one man on new
hardware in one year, "We have 10 bear
in mind that Jeff's & one-man band,”
says Hawley, "But even with & team of
mary people you still need that ultimate
person who's the project lead who
makes & lot of those key design
decisions because if you've got 25 or 30
pecpie It's just as hard to design a
garme, realy, because you've got ten, 20
differant oplnions, so you still need that
one focal paint, So In many respects it's
easier with Jefl.”

There Is no concrete end date for
the game, “We're workang from October
to October,” explans Hawiey, “so we
have 12 months 1o get to-a paint where
we can ses we're really working toweards
something, and from that paint; the fact
that there's no army of animators - we
don't need six or ssven ariists, we don't
reed a chain of network coders - that all
makes We much easien So once we're
all decided on a direction, where the
game's going to ga, we can think about
finishing the game.”

It's a luxtiry few are experiencing at
such a lean time for the UK developmaent
community, In this respect, Minter could
hardhy have chosen & belter partner.

"I don't think Lionhead's privileged n a
negativa sensa,” says Hawiey. "But
Pater's frack record speaks for itseif,

There's never been a bad game to come
out of that studio, whether it's Buliirog or
Lionhead, and Lionhead's next games
will be no different - and Jeff's is no
exception. We oo enjoy a certain
reputation; | suppose, but thats gown to
the effort we put into developing
software. We don't nall people to the
fivor for milestones, we're very flexibla.
Everybody at Lonhaad Is a gameplayer
first and foremost.”

Crucially, Lionhead's interests don't
stop simply at heiping Unity tum from
One man's pipe dream into reaity. The
company is kending its full support to
Minter, from PR to audio enginesnng to
graphics. "People at Lionhead have an
inferest,” explains Hawlay, "and if that
becomes a requirement as the project
goes on, if we decide that there are an
objects or textures, sfc, then thereame
people at Lionhead who've expressed
an interest in gatting involved. We've got
two artists who are already keen to do
something, but that's down to Jeff, really,
and the direction of the game that we
eventually come up with, In the same
way, we hava guys who've done iots of
work with music division technology, and
how that interface works — Row you can
modilate visuals 1o music - 50 that
could be a help In the future.”

Renegade talent

With a renegade talent such as Minter,
though, it must be a matter of enhancing
hig work rather than running the risk of
getting in the way of it. Hawley appears
to agree: “The goal s 1o keep Jeff daing
what he does best but adding a whole
layer of top-level production qualities,
whether that is music production and
engineenng, whether it's on the visual
side, or whether it's menus or 3D stuff to
tie in with what Jeff's coing.”

t's-a known fact that Molynewx,
despite his countless other
responsibilities at Lionhead, still likes to
get his hands dirty with coding. Perhaps
he'll lend a hand. The PR lady adopts a
mock frown, "Don't say that,” she
laixghs. But the game's going tonesd a
hi-scome tabis, for example. "ves,”
chuckies Hawiey, "but If Peter did it we'd
probalkly end up with (it people
bullding all the lettars or something.”

On this light note, it's decided that
unch is in order, At the restaurant,
Minter appears to be enjoying his Thai
food (lamb is conspicuous by its
absance from his plate), but something's

Top: VLM-3 features a Psychedelia layer (itself a full version of the 1984 release), which can
be controlled by one of up to four users, Llamasoft recently took VLM-3 to Landon for a Warp
Records party, where it went down a storm (read about it at the www.llamasoft.co.uk forums)

on his mind. It goes back to sarlier talk
of Ine devslopment process nawadays,
and how his methodology miay not sit
comiartably with an increasingly
corporate ingustry. As he speaks, he
becomes more anmated than he has
bean all day: "One thing | wolld say,
what with this whole business of
miestones, what you have to bear in
rmind, over and above everything sise
s that I'm so mad keen for this, | want
this game, there's no way I'm ever going
1o slack, because | want to firsh It
because | wart to st and play ft, | want
this so badly, so I'm going te be working
my tits off for it, there lsn’t a question of
motivation or anything like that, | don't
need to be driven, | am daven, | want
this 50 bad."

There aren't enough peopie in
the industry like him.,
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Inside...

Llamasoft

Sheep games, light synths, Atari's Panther... the head of
Welsh codeshop Llamasoft (est. 1982) has been involved
in all manner of oddness. Edge discovers how and why
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wias emerging. That pericd concluded with one of
the most rewarding episodes of my career, though —
releasing Llamairan as shareware at 3 ime when
many people didn't know what sharswars was, and
certainly before anyboay thought it would actually
work. That refease not only put Liamasoft back in the
black, but also generated a tremendous amount of
goodwill — | got hundreds of letters from peopis
thanking me for releasing a decert game at a very
reasonable price. Some pecple even paid more
money than we asked forl it made me fee that there
was still a place for a passionate indwvidual in the
games bz, despite the emerging New Order.

How did you get into bed with Atari?

Well, that goes right back to the early days of when
the ST and Amiga came out. Commodore initially
seemed mare inclined to pursue a strategy of
marketing the Amiga to business people, and they
werer't very cooperative at all with peopie inferested
i making games for the naw maching, whersas
Atari were very halpful in getting me on to the ST. Se
| knew a |ot of the guys at Atar UK, and whan they
decided o start up ther own software label | ended
up doing a couple of games for them

Caoincidentalty an old school fiend of mine had
ended up working at Atari LS — he'd previously
workad at Perihelion on the Atart Transputer
Warkstation, and | guess thats where his
involvement with Atar began. So when the
Panther started to happen, | was well known at
Atar UK, and thers was at lsast one person at
Atan US who aiso knew of ma, so | was approached
to work on that system and - as has often been
rry weakness — my love of gefting oro new,
cutting-eoge hardware prevailed.

Panther didn't last long since it was already
being eclipsed by the rmuch more powerful Jaguar
that was-already In development within Atan. In the
meanwhiie Atarl LUK commissioned me to wiite a
game for the new Falcan, and | wrote & nice little
scrolly shooter for them - shame the market for the
Fatcon ended up being only a handiul of geaks
Then along came the Jaguar, and Atan had a list of
classic games to which they owned the nights,
Tempeast amongst them,

| rmmembered all the hours |'d spent in front
of my own Tempest coin-op — | loved that game—
and put my hand up for that title. That was a bit
of a departure for me, because |'d always avoided
taking on conversions before, But | could see the
potential to do something rather more than a
conversion with Tempest —the chance to bring a
game that | loved into the present day, and to
{respectfully) add some of rmy own flavour to it. it
was a bit scary because all my experience at that

time was with sprite-based 20 systems and
Tempast would need polygons and simple 30,
But I'm glad | took the job,

Why have you spent so much time working as a
one-man band?

It's just how | work best. | suppose: | haven't been
antiraly a one-man band for guits a whila now,
anyway — |'ve often worked with artists and
musicians; Tempest 2000 wouldn't have been half
the game It s if the music hadn't been as excellent
as it was. But | think that the way in which | develep
a gama is fairy well at odds with what is currently
considered to be the 'accepted' way of doing things
— the designers specifying everything in the game
and then passing the specs to a hive of coders for
imemantatian. I'm a codar and a designer, and
aithough when | set out to make a game | have a
fairly decent; broad idea of what 'm tryng to do, |
llke the freedom of not being nalled down to a pre-
existing, ngid design spec. | ke to be able to have
an Idea, code something Lp, play arcund with it,
refing it, relect the bits that don't feel right and refine
the bits that do, Its a continuous Interactive process
and the whole game evolves from it. Sometimes an
iritialty insignificant bit of noodiing with the hardware
will yield some technigue or effect that ends up
turning into & large part of the game’s character or
style —a case in point being when | was working on
Termpest and wondered what would happen if you
fed the previous screen into the rotate/scale
mechaniam and ended up discavering all the lovely
teedback techniques which became a defining
charactenstic of that game’s aesthetic. Such
spontaneity is difficult to achieve under the cumently
prevalent development mode.

What was your involvement with Atari's Panther?

What about the Konix MultiSystem?
AR, the KMS — It seemed interesting and new, so |
invested in a development kit (in fact that was the
occasion of my buying my first PC - an Elonex 286).
| was doing a very spiffed-up version of Altack of the
Mutant Camels on the system, and it was probably
around 70 per cent complets when the whole Konix
thing wert tits-Up. For its time the spec of the
system wasn't bad ~ 256-colour display, nice little
biitter. an xB6 processor (if | recall correctly it was an
BOBE at first and eventually ended Up being B 388),
and a little DSP thingie for doing your sound on. |
never saw a final systern actually packec Into that
fnky housing with the mad handlebar controts that
converted Into a fight yoke, though. | think the chair
peripheral was & little overambitious — it was a bit ke
a Sinclair C5 on a stand, and | remember it once
blewing up while | was actually sitting in it, and I'm
not exacty a biob of lard or anything.

| actually found a couple of minutes of video of
that version of Attack of the Mutant Camels on some
old videotape | was archiving to DVD the other day,
and it was interesting to see it again; I'd thougnt it
long since lost in tha mists of time. it was shaping up
1o be quits a colourful, fun little shooter, and the
realtime fractal music generation | had going on it
actually didn't sound entirely hombla!

What do you feel about having worked on
hardware that hasn't been a long-term proposition?
There's no such thing as a Jeff Minter hex, Is thers?
Oh, God, am | ever fed up of that stupid 'curse of
Yak' thing. It still gets trotted out to this day: it's time
to let the old thing die, peopis. Most peaple anly
ever meant it as a joke, but there have been some
who have said genuinely spiteful things - | remember
sedng on Stashdot a while ago that some
poisonous fittle geek who had evidently deluded

“The KMS chair peripheral was a bit like a Sinclair C5on a
stand, and | remember it once blowing up while | was actually
sitting in it, and I'm not exactly a blob of lard or anything”

| got Involved fairty early on at the time when beta
harchware was first available to developers. Panther
was quite a nice machine, definitely supericr o the
Mega Drive that was cument at the time; and better
in some respects than the SNES, too, It was a pretty
nice sprite-based system — you could manipulste the
sprites on the fiy for some interesting effects, and It
had a nice Ensoniq sound chip, better than anything
eise out there on a console at the time. | was
intending to do a space game with some Siar
Faider-y aspects — galactic maps, space shootouts
—and some scrofty shooty sections when you want
down to plansts. There was going to be some
strategic aspect in there 1oo, influenced by lain M
Banks' 'Cuiture’ novels, which | was quite heavily
into at the time. | coded up various demos on the
Panther — sprite warping, scrolty planet stuff (one of
them had masses of leaping antelopes Init, if
remember comectly) and such, but before anything
really started to come together into a game the plug
got pulled on Panther bacause Jaguar was coming
along very nicely and lobked set to give Atan a
system way more technically advancea than the
SNES or Mega Drive with & good few months to gst
astabiished before Sony would be ready with the
PlayStation, This proved to be the case, but
unforiurately there wasn't really snough good
software available for the Jag during that period, and
we all know whiet happened after that

hirmself that he was God's gift to coding was saying
something like "Atari allowing Minter's badly written
programs on to the Jaguar effsctively sealed its fate.”
Whoever wrote that was so far and so firmly up
himself as to completsly miss the paint that my
“badly written” game ended up being the most
popular Jaguar game ever, and was Instrumantal in
giving the Jag some kind of cradibilty after a
selection of spectacularly lacklustre launch titles.

| quess I've always enjoyved the challenge of
working on new hardwarz, and perhaps let that
guidie my caresr decisions more than baing 'sensibly
commercial' as perhaps | 'should’. Working on
brand-new systems as opposed 10 already-
established ones is always going to be risky, but |
simply found it to be mare fun. I've gained
experience on a wide range of diferent architectures
by doing so, and that makes me more confident
when it comes to leaming new systems at any time
when | nead to. For all the Nuon expenence was
ultimatsly disappointing, t was also fartastically
interesting - | was involved right at the start, before
there was even a sniff of siicon, and through working
with the engineers who were actually designing the
chip | learmed a lot about how processors actually
work, down there at the haraware level. It was
salisfying to ses the chip finally come up for the
first time, and {0 be able 1o see code that
previousty had only run on emulation actually




things didn't
Iew years Going
people, and I'm happy
hat | did produce on that system
| guess It does irk me when peoplke imply that
my invokemeant with a systam was somehow
strurmental in that systarm’s failure; in fact my

s are often tha ones which people use to

otential that such systems could have

intore

with the

jags as dedicated

going out of their way
to get hold of the last few Nuon machines —for T3K
and VLA

-2. The main reason pecple seek out these

at the things that | made on
of encugh for me that | wasn't
the cause of their demisa. It is nice to be working on
a system now upon which | can count on there
baing a target audience of more than three when the
d, though

game

Whalt part of the game-craation process do you
find the most enjoyable?

ning of a New

those it —and the end can

grueliing hard work, chasing desdines and
your head kicked in by permickety testers, but
aiso exhilarating to be on the home stretch, finally
firshing touches o a

3 of my favourite points in the evolution of 4 game
is when you get your first real game environment set
& Mowing within it and

1 you get your chars

and then you thiow in

h it propen

¥ for the first rme achually get 10

s very satishing, and you know
direction when you find

3 own game, and a
quick run | 1o test something ends up tuming into

a bit of a protracted play session just because

¥Ou re enjoying yoursait

How have you remained so dedicated to the

cause for such a long time?

It's just what | do. | simply enjoy the work a great
3 hat I'd be doing as a hobby if

deal - it's exi
had to hav

eamimy hang a8t it

games, | love

Ng year just makes it more
ork In as time goes Dy. Doviously

| work to pay the morigage and keep
the sheepies in sheepia food, but | alsc work
because | really, really enjoy what |'m doing

Why do nearly all of your games involve shooting?
‘v Just always enjoyed shoot 'em up games, |
suppose. |'ve

of minc that

enjoyed that s

a really me can put the

poting
some call it. What | ind
g of notic
y had targets that
ature that much (aps
Camel, of course). In the
shooting games wely balance betwesn
the need to be ¢ of one's surmoundings in the
garne and avoicing the threats cortained theren,

Ty games have ra

and the nead to confront and elimine
In order to progress. Tha player has
lire between risk and reward, anc
axhilarating the designer can make that walk, the
meee fun the game will be. A good, fast, challenging
shoot 'em up game Is a wonderful, visceral thrill. Not
because the game |s 'violert' —the kinds ©
that | enjoy have enemies that are abstract; they're
obstacies to progress 10 be removed rather than
creatures to be kiled. In fact | think if tF
aalishic and spewed blood | wouldn't @
wharenearasmuch as (doin
abstract shooters. The thrll comes from having
one'’s concentration and dexterity pushed to the
and prevaiing in the face of &

g more

game

WOy the

expanience &

Utrmost

ight that comes close to sensory overoad.
Although | am known for shoot 'em up games,
herve also hacl a paralied thread of development
gong on snce 1984 in the form of the light synths -
which are predicated upon the idea thal there s
anjoyment to be had from an interactive expanance
in which there is no shooting whatsoever, where in
fact the only goal is a purely creative one — simply to

Why do you have such a close relationship with
the gaming community?

Basicaily | am a gamer, so I'm just ke a ol of the
gaming community = | am a part of the gaming
community, That's a pratty broad church by now,
and | reglise there are a lot of gamers who prsfer all
kinds of different gaming genres to the area in which
| 'work, and s0 navitably thaee will be plr_«r‘.[\_.- who are
indifferent — or in some cases even hostile - to the

k that | do; but that has ever been the case;
uriess your name's Shigeny Miyamoto | don't think

anyons can peaase all of the peopie all of the time.

ce of Lamasoft
that has grown up around that -
likeminded people, gamers and coders
found good friendships there, Sc
have followed me through the wiklemess years from
system to benightad systam, ending up with a pile
of obsours hardware which they use cnly Lo play my
games, | can't halp but feel close to these peopla,
who have belisved in me even at times when |'ve
found it hard to believe in myselt, and | know they

“I simply enjoy the work a great deal - it's exactly what I'd
be doing as a hobby if | had to have a ‘normal’ job, and
the fact that | can eam my living at it is an excellent thing”

enoy creating interactive graphics displays in
realtime, usually to the accompaniment of music
Sirnitar things are only just now becom
manstrearm in the shape of the audiovisualisation
Piuging for things ke Winamp, but to my mind these
miss the point, being passive devices which you

simply stare at, going *

Vs nice at first, but U
game that plays itsalf, w

mattar how low

Bsa

v would grow boring no

v the graphics. Interactivity 1s the
key, and the faciing of operating a ightsynth can be

fust as e 3 an ICIVE € e 20ne stale

exper ad by i g & aced shootars.
hieve in Lindy (hence the

0 bring these two modes of interaction
together into a satishing whola. Pecpla are already
wall farmiliar with the concept of a shoot 'em up - so
that's how | Will draw people into the gams; |t will
present as an abstract shooter, the kind of thing thit
peopie might expect from the blokes who made T2K
and 73K cut loose on decent hardware, Sut what |

shooting game pro

1o perform actions

by the "shooting
i become creative rather than

e than simply "blowing things up'
the player |s daing something more akin 1o latting off
fireworks in a display to accompany the music. |
want 1o make it so that really excellent play is by its
vary nature beautifd. |'m hoping that players will
stan off playing & shooter and end up fesling ke
they are performing an instrumeant

What are the most valuable lessons you've
learned over the last 20 years?

Probably that there is no substitute for enthusiasm
You can be as technically competent as you ke but
t your heart isn't fully in the project you'll end up
making a poor job of it. And that one shoukin't be
daunted by the headiong nish of technology — it
possibie to still be in touch and in the game even
after 20 years of relentiess Moore's Law!

s

will be as thnlled and excited when they hear about
this project as | have been aver since we bagan
putting it into place (t's been hell having to bite my
tongue while it's all been being set up)

Some of these people have ended Up going into
the biz themseives — quite frequertly | will encounter
somebody who will Cite as & major motivating factor
towards leaming 10 code and getting into the biza
fondness for my oid Commodore games and
memaones of the enthusias s about how much
in mmy oid newslettar or in one of the

hunitall wa

#

occasional columns | wio aznes., it resly
makes me quite chuffed
idea that those sily gan dict
something more than causs people to ooouny
chunks of their ime chasing imaginary camels
across low-rez landscapes

I'l be daing rmy utmost to ensure that these
people aren't disappointed when Linity s releasad.
And | hope that the game will bring fresh bloed into
the fold, too.

ppens, at the

Finatly, furry animats: why?

ways been fond of furry animals, and it
seamed nailral enough 1o incorporate them
into my games as characters. | just ke things
that are fumy, and want (o be around theml|

I've just =

Tempest 2000 (Atar Jaguar, Sega Saturn,
PC; pastardised version released as
Ternpest Xy on tha PlayStation, 1994):

T The

Wit can

Puigay important
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Everyone knows how to design a game, but i
knows how to design a good game. Edgé's




una engineer INto

positions, the role of

smooth learming curve, mantaining the

“Game design has often been something of a
kiudge - a series of inelegant but generally
functional solutions to unforeseen occurrences”

lusion of winnability and thinking

carefully about the relationship betweer

eme is Doug Church's

- Formal Abstract Design Tools

of developing gamé

—r g ———— pp————ry

ate-'00s has effe
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In the game world @

Visualisation is key to some of the most respected game developers; Shigeru Miyamoto famously
uses Post-it notes, while Konami's Hiddeo Kojima uses Lego to help crystallise his game universe




them on a cross-genre basis. "We would

be hard pressed to show many examples
of how innovations in realtime strategy
games have halped roleplaying games
get better," he remarks. "In fact, we might
have & hard time describing what could
be shared.” [7]

Assisted development
Mare recently, the majority of new
systemns have been the direct product of
independent game design agencias such
as Cermy Games and The Inspiracy. [8]
These companies work with developers,
particularly in the earty stages of
production, to plan fundamental aspecis
of a game

One of the most high-profile current
approaches is Mark Cerny's Method
(see The Cemy Method), Best Osfined as
a produchon methcdology derved from

L

The Cerny Method

An dancribed in his GDCE 2002
kaynole speach, Mark Cerny
defined his mathod by
geconsiructing cartain myths
about game developmant

myth 1: it i possible (o plan and
schadule the craation of your
game — pre-production i 4
chaotic process. Davelopars
should budget this process to
cost $1m, as thay will nesd to
create suctessive prototypes to
capture the essence of the game

myth 2: Watking productivity
misans not throwing things away
= 0N Average developers will
have to create five complete
prolotypes, which maans
throwing away around B0 levels
of work 1o come up with the
game's first 20 level designs

— gy —

myth 3: Cutting-edge technology
15 important 5o bulid it first - this
présupnoses developars know
whanmn thair game & gong
Instand uss peotGlypeng
technology combsned with
cutting -adge siements to gat a
feol lor character, camera and
control

mmyth 4: Frequent progect review
s assential for good

managument = thare should ba
ne milestanes during pre-
produation

myyth 8: Alpha is first playable -
first playabls shoulkd be just two
\rveln which inclutds all 3 game’s
global features. If the quaity of
tha game doesn’t ovarvhalm you
at this stage, re-waork. This is alao

the point to start focus testing

myth 6: A cancalled project ks o
sign of bad managemant or n
bad team - cancellation saves
rime and monay. i & leam cant
craate a publishabls first playable
they should stop

myth 7: Game development
raquines a 100-page design
docurnant - it s decaplive and
misleading o create such a
document Decause this level of
datail & not availlabla until the
game is finlshed

myth B: To create & hit game
listen to the consumar - foous
tasting will not genarite novelty
it &5 an impotant sement of
creating a ht game

Nintendo’s Redux

— —

One UK developar with experience of Nintendo's working mathods, s Andy
Satterthwaite, director of Liverpool-based studio Curly Monstee. “When wo were
developing Wipeout 64 some pecpla from Nintendo came over to Psygnosis,” he recalls
“They explainad Miyamoto works by designing & game to beta stage al which point it's
scrapped and dovslopmeant starts agan. The team may have generated something lika 50
levels, by that stage, of which 20 may have worked so they can cut and paste from those
working eemants. In a way Nintendo ends up making a sequal 1o the initial game idea as
its first release.” This approach is also followed by davelopans such as Blizzard, who are
sufficiontly financial-stabla to operate on tha basia of 'a game is ready whan wa say it's
rsady ' An example is the million-salling Warcraft I, which started ot as a fully 3D game
but was extansively reworked, and delayed by 12 months, whan It wan decided |t wasn't
fun in its 30 incarnation, Planty of developers, Including the heavily Nintendo-influenced

Rara, also prafer to employ game designers from the minks of their quality assurance and
testing staft. Having 1o endlessly play the mistakes of previous gama designers provides
an excellent introduction of what to do and what not to do,

The most consistent game ever made,
Shigeru Miyamato and his team used
Post-it notes to help smooth the design
process for the seminal Super Mario 64

Blizzard's 'It's ready when it's ready’ philosophy was once
again demonstrated by Warcraft iil's prolonged development
process, which saw the game fail to make the jump to a fully
3D engine. It still went on to sell millions of copies however

[4] Thns Crawtord, “The Art of Computer Game Design’, 1987, now out of print but is avalable in elecionic form from

Washington State University, Vancouver at www.vancouver.weu. s/ fa Game book/C ge.htmi

[5] For example Crawfords Design Precepts for Computsr Gamas are go with the graim; don't fransplant; design
around the VO, keep It cheary; process mare, stors fess: and maintain unity of the design sffort (pp.41-48],

18] Dowg Church had worked es 2 designer t Loowng Glass Studics on senes such as Thief, Systam Shock,

Litima Uncterworid snd Fight Uniimited’. He & cumently o lon Storm warking on Deus Ex imvisibie Wer and Thief 3
[7] wwwe. gamasutra. comyTestur=s/1 39907 16/desion_tools_01.htm
[B] www.camygames com, www.thalnspiracy.com
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_ Rules of the 400
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1 on-going schame, any designer can submit a rule to he 400 Project
ators. They are

vt frve de

should be stated as a concise and imparative statement, followed by a
paragraph explaining i in mone detail
s domain of appiication? For exampile is t 2 general rule for all games or
s only 1o games that use points and scoring?

this rule trump? What rules or principles does it take precedence over?
rump this rula? What takos precedance over this nule?

nd countarexampies. How has this rule been used well in popular games?

5 am there of games where it should have been used? What games have

suffared because | wasn't used?

5, Exampies 2

What examipl

An exampla of the one of the 400, as axplained in the April 2002 issua

of "Game Developsr’ magazine 15 as follows:

The rule: Provide paralis! challenges with mutual assistance — a designar should always
provide playars with saveral challenges, the accomplishment of one of which makes it
aasier to accomplish the othars

The rule’'s domaim: This rule apphes (o all games,

Rules it trumps: None

Rules it is trumped by: Provida clear short-term goals.

Exampies: Bath the Chvilisation senes and Diablo I are effective exampies of this rule as
there are rarely any bottlenecks to players’ averall progress.

rmy's experience of game development

1 his days at Atari, Sega and more

recently with Sony developars Naughty
Dog and Insomniac, It Is designed to
focus developer attantion on ensuring
that the cora game idea Is exciting to play
as well as commercially viable before
entering Into fullscale production. [9] “Pre-
production accounts for 80 per cent of
mistakes,” Carny rackons. [10]

A key part of the Method recognises
that developing games is not a linear
process comparable 1o storyboarding

and script writing for fiilms or defining pilot

arc and characteriss

for novelsy
Recognising it as an inherantly emergent
madium, Cemy's drive s to caplure the
vital essence of a game as early as
possible, polish and refine it for as long
as possible, and only then progress to a
production schedule.

This s important because, as Cerny
points out, there is often a temptation for
developers to over-design their concepts
at too early a stage of development. This
creates problems down the line because
developers are trying to define issues they

do nat fully understand

“The 400 Project presupposes that there are
roughly 400 rules game designers use, either
consciously or intuitively, when creating games”

Whereas Method offers a production
system, the 400 Project is an ongoing
drive to provide a checkilst of discreet
game design rules (see Rules of the 400)
Originated by Hal Barwood [11] at the
2000 Game Developers Canference [12]
in a speech called "4 of the 400", It
presupposes there ara roughly 400 rules
game designers use, aither consclously
or intuitively, when creating games. The
400 Project is currently oversean by
freslance designer Noah Falstein and
founder of The Inspiracy. [13] Falstein has

around 30 rules provided by 15 or s0

igners, which he hopes 1o make

avallable onling, as well as working up

k. Examples include allowing

er's suspension of dist

providing short-term goals. “Both Hal and

are very pragmatic and have an aversion



The Denki process

It took Denki 46 weeks to develop the Game Boy
Advance title Go! Gof Beckham. The process was
broken down into four major phases, The
development phase where prototyping and game
concapts were axplored took six weeks. This ied to
pre-production, where what Penn calls the game
repertoire is constructed. This took 16 weeks,
Production, which would be the main developmeant
phase for most developers took only 10 weeks and
was followed by 14 weeks of post-production. “The
idea Is to adopt a placehoider mentality where it's
easier to change something than make somathing,”
Penn explains, “You're ays thinking about breadth
not dapth, which rmeans you're trying to establish a
full product at every stage.”

The first version establishes its structure
with placeholders. Components are built to
be easily modified or replaced. The
product can be used and the toys and
events tested. It can then be exploited
through the established foundation

The third version of the whole product has
detall added - mostly effects and
ceremonies but also additional animation
other little touches

The second version of the product
incorporates the first pass of audio, video
and play. The product's status is
constantly visible and as the placeholders
are replaced it's easy to see, hear and feel
what still needs to be done

- P PR T ey a P

to pursly thecretical concepts," explains
Falstein. "So far |'ve found the idea of
codifying rules a useful tool.”

It isn't only external designers who
are coming Up with techniques to aid the
development of better games made
smarter, though. There have always been
examples of companies enforcing
hemegrown solutions on their teams.
Perhaps the most notable is Shigeru
Miyamoto's use of Past-it notes during
the development of Super Mario 64 and
Lagend of Zeida. [14] Using such scraps
af paper, the interactions between

intangible characters, game objects and

environments could be physically

investigated and played out on the

Best practices

£

walls of Nintendo's offices, enabling the

team to pin down a coherent first-pass

Not sure if it's going to work? Then get it
into the game as soon as possible believes
Populous creator Peter Molyneux

game design (see Nintendo's redux).

Strange as It now seems, back in September 1997 H.

Another example of novel design thinking

includes Konami's Metal Gear Solid (see internal design group called the C

Building with blocks), while Valve's Half- thig powermpuss ok reocus

Life and Lionhead's Black & White,

respectively, demonstrate the power of

prototyping conceplis with basic
process has been continued by L
focused team thinking and prototyping

(zee Best practices), in the game as soon as you can,” explains BC

bal, Consisting of a cross-saction of the company, it t

months. Another method often used by developers in the early sta

always says the best way of determining whether an ida;

—_— ey — ——— arr—rr—

n trouble ~ it just

alf-Life was a gam

wasn't working out as fun as the developer had hoped. To tum it around, Valve created an

g the game and met four days a week. six hours a day for five

i game design |s
ad's Black & |

a simple test-Intertace to test game systerns using a scripting language. “Peter Molyneux

ful or not Is simply to put it

designer Ben Cousins

9] Cerny's game credits include Marbile Madnass for Atan, Sanic 2 for Sega, the Crash Bandicoot franchise and Jak and
Daxter for Naughty Dog/Sony and the Spyro the Dragon franchise and Ratchet & Clank for lnsomniae.

[10] Mark Cermy, game design keynote, Method, GDCE Wednesday August 28, 2002

{11] Hal Barwood, legendary LucasArts developer, who has worked on the Inclana Jones and Monkay Island sarias of

games as well as vanous ‘Star Wars' projects

[12] GDC s the annual conference for developers held in San Jose. Events also take place in Europe and Australia.
[13] Ex-LucasAns colleague Noah Falstein collaborated with Barwood in 8 2002 GDC talk entitied ‘More of the 4007,
The project has gained & sami-formal status in Falstein's monthly column The 400" In ‘Game Developer’ magazine
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Building
blocks

with

approach Is that fi

progduc

exploraive oe

A mare rigorous homegrown

wed by Denki, |
This self-styled digital-toy developer

WO On ‘proguct’ not

Gary Penn. [16] "They
are aimost conflicting roles; production
requires work 10 be carrie
afficiency whereas designers always want
to explore more possiblities,” Denki
solves this dichotomy by br

the development process into an

15]

on we do this is game

ct,” explains

out with

aking down

nt phase, Wnich s

by a lenger pos

phase {see The

nane of these solutions a

project to projec

especialy

follewed by preproduction, a shor,

5] efficient production phase and completed

duction or testing

ki process)

Tools of the trade

As almost everyone

= the panacea

to the problems thrown up by modern
garme design, Mark Cerny natas that his
Method only works for studios with the

ability to shuffle team members from

15 well as tho

financial arrangement

“Production requires work to be carried
out with efficiency whereas designers always
want to explore more possibilities”

Rainbow Six

Red StormvTake 2, PC, 1998
Squad-based games and namow
spaces are a dangerous combination
as discovered in the onginal
Incamation of the tactical shooter.
particularly as there was no
backward movement animation for
troops in the crouch position. So
players literally had to shoot their
way through their own squad to get
out of tight cul-de-sacs.

Deus Ex

lon Storm/Eidos, PC, 2000

Two factors did it for Deus Ex. The
first was the physical modelling of
objects in the game, combined with
the fact that the player didn't sat off
proximity mines they had planied,
rasulted in players using their mines
s a climbing devicas and completely
destroying the carsful constructed
leval boundaries.

— g —— ——

Onimusha

Capcom, PS2, 2001

Respawning enemies whanaver you
entar rooms is fine as a game
mechanic but in this case it
undermined the whole leveliing up
process of weapons, which revalved
around collecting the souls of killed
enemies, The key flaw with
Onimusha was that once cleared,
only tha weakest anemies would
respawn In a room, thus providing
the player a tedious but effective way
of becoming very powerful

Halo: Combat Evolved
Bungie/Microsoft, Xbox, 2001

One of the most controversial
subjects lor game designers is save
points. If you allow the gamer to save
anywhere there's a feefing the
challenge of the game is destroyed
by a constant save, die, load
machanism. the use of automatic
save paints in Malo, remove the
freedom of the player to control their
progress through the game, while
combined with the two weapon-only
rules on occasion punished players
by saving their progress in extremely
inconvenient circumstances.

Red Faction

Volition/THQ, PC, 2001

One of the golden rules of game
design s maintaining a coharent
universe. Red Faction did far worse
than just breaking this rule as it was
marketed on the basis of a powerful
and novel gameplay mechanic - the
ability to blow holes in walis.
Untortunately the game completaly
restricted the use of this skill to non-
critical Instances,

most famous game designer in the world, Shigery Miyamoto staried his carcer as an artist at Nintendo in

a |s the creator of game franchises such as Donkey Kong, Mano and Lagend of Zaida.

[15] Set up in 2000, Denki consists of soms of the prograrmming. audio. art and design principals from DMA Design. It
nbeis itself as a digital toy company ana works on games for dev

ces Buch as misractive TV platforms, mobile phones

and other handhaids. Published gemes inciude Denki Biocks! and Gof Gof Beckham' Adventure :
[ Gary Pann was DMA Design's creative manager for thres years, working on the G574 seres and games suc
Metal County and Body Harveat. He now works st Denki




with thelr publisher. Equally, both the 400
Project and FADT remain underdeveloped
processes, while Denki is a small studio
working on relatively well-gefined projects.
Parhaps more importantly, as Doug
Church points out, developers do not
make games out of tools, they use tools
10 make gameas, So even if these mathods
were complete, designers would still have
1o be able to select and use the correct
tools for their particular project.

However, the fact that so much
effort is being spent trying to work
through these problems can only be a
good thing for the industry, There may
be a long way still to go but at least the
process has begun. The result can only
be a stronger development

community and befter games.

Case study

Collaboration at workc Sick Puppees’ Ghost Master

One curmant example of a developer working with an extemal design agency is Sick
Puppiss’ gama Ghost Master. “With the scale of today's games it is essential to have a
fuli-tima designer or design team. However there's no requirement to have that design
team in-house— in fact it can be more cost effective to employ tham extermnally on a sami-
reguiar basis.” explains Sick Puppies' development director Gregg Barnett. Having
eviously worked with designer Chris Bateman (who since founded the agency
International Hoba, on the game Discworid Noir), Barnett didn't hasitate getting him
Involvecd.

“I'set out the initial design vision on paper and let Chns go off and flesh it out,”
Bamett axplains, “Maost importantly | could always control the vision. This is vital, the
axternal design team must realise that thay are providing a sarvice 1o a client, not a
crusade to get some design of their own made.” Bateman agrees; “An 'us and them'
mentaiity can be fatal in outsourcing, so we iry to counter this by making it clear that we
are completely subordinate to the developer.”

“The anly weaknass, not having the designer in-housa, can be turmnad into a
strength,” Bamett continues. “Keeping design and programming separate necessitates
constantly updatad game design documents. In fact this is the first game | have worked
on where we managed to keep the design documents completely accurate to the game.”

Elements of Ghost Master are being designed by an external agency. Though Gregg
Barnett holds the vision there's a benefit to having an objective input at key points
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“Ihe classio combination of excellent titles, scarce availability and
LG Cemandaifas helped dnve ances W, and with good reason”
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Light: g and transp. ¥ e ty difficult ettects to achieve As aiways, collectnble titles aften depend s much on ' the develober’s repulation as on
on the system Yor all but the moat compatont programmes (such as Trensurs) the gamaplay they offor, Raizing titles attract pamcular attention from the sawvy fan
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Baxart for the Pal réleasey, aithough untoubiltedly o poar refipction of the ’ Hitachi's Hi:Saturn came with hundrads of atd-ons (sse Dikectiong in the stars).
Japanesa ofiginals i argliabily superior to e heauy-handed Amenican approach | The campael seran paripheral (s mintscent of the PG Engine. LTs extravagant design

wark\ngbwmm 1ifved up 10 ralease (he bravest and best ot
Japanese tiflea bafors (he company gol fed up with Sega and (el
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Qut of the Bomb tithes ral d in Japsn only Saturn Bomberman Nas the tenp
oplion. There was evin 4 themed Bombemian multitap aad cont leased o colncide
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Capcom plodted on raleasing litles Yang after the Batur had stopped braathing, The fact thal these tilks are often siunning and can
N : =asily hokd a candle to the taler OC pats s testament (o both Capcom's in-house programming skills and Saturn's raw underhood power
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ADVENTURE
THE THROBBING MIGHTMARE (3 JALECO

Psikya’s 32bit shob 'oi up games are ahinost invariably ol the horirontal scrolling varsty pmvldlrlu resplte fram the mullitude of vertical The leusi of rdity b the hertai tittes ig axpressoed in e colou
arcade ports on thie Salurn, The bomus disk Included with Sergoku Blade teatures 8 welcome inventory of all its gamas svar mlossed tating system. The Throbbing Nig hits e yallow "danger’ el

) Dmemmns in I:he stars

7 WOBOCES Ware ¢
Victor, Hitachi and th* T'rra was nat the first tirne Seg
used this marketing modsl, as clones of the Mega Dave and

| Mega-CD hardware were also produced previously.

Other than the onginal grey Japanese Saturn there wene:
two versions of the white Saturm; the Hi-Saturn (Hitachi
anufaciured with an MPEG card added); two versions of the
VeSatum (VC-Victor manudactured); the Skeleton Satum (with

: S Al This is cool' logo ~ 50,000 produced) and the Blus Skaleton ht
..... TR ] ' \ w SRR "":\‘ \:'"l' i & \\' k\\ W Satum [released on March 25, 1989 in a promational tie-in with P\. \
\\W\\ S ASCN's Derty Stalliors Satum game ~ 20,000 produced),
'! The Holis Royce of the Sallrm hardwars varsions is
‘u } undoubtedly the Hi-Satum Navi {lsft). Also macle by Hitachl,
W8 this mocel hac 8 low, square and completely fiat profile, and
) | came with an add-on LCD manitor. What made the systarm so
§ Intaresting was that @ included a modem and a GPS receiver
Tor use as a navigation device in luxury cars throogh & -joint deal
with Nissan. The system is as rare and desirable as thay coime

“There's cunrently a lack of old-style genre games. People still warnt
and love these games, even [f they seem to be hiding in the closet”

ENGE
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The demo of Battle Garegga supplied on the re-ralease of
Soukyugurenta enticed mamy o hunt down this lovely Ulie

an 4
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What they think now

Yo Gan hewe the best games in the world, you can have the
bt rraching o the T =t bt uniess you roll the lwo
lnc.Hir:r with sofd marketing and add o it a wide rangs of
 software from a varied mix of falented davelopers, you
wan't succend.”

The DO and GG rafeanas. of karvga fave tonn (e to dumpen the soaring prees of

| ¥ think th ke to succass in videogames nowadays is how
| quileidy and firmiy you torm the business madel and how iha \
| miapifaciuret is obliged o launch hardware &t the dghl price, |
| with the right tirming, and with the rght marketing. Thes b
| encourages the thindparty sommunity to develop games for the |15
| platiom Thirdpany games folicw affer the Mitial launch. Them, | | :_
oy | we mustappesl ta the right Lser: and W alsa must rview the y
S N | prive point of the hardware. We also nesd games 1o appeal to
W '_ Ihe right users and vanous publishers, and then aleo we nedard
Wl an overall marketing stratagy, | think Sega didn't malke this
| business model in the right way. This is tha mason wa've b
( i bahinc our competilons. . [ hink they thought our business
|| madel was not atiractive enough to them for making 2 g
| investment.,, maybe because of our huge sucoans with 18
machines, we paid less attenion 10 the iImpadance of the
i) rekance o thictipanty publishers

arminent enjoyabllity of Rudians Siivecgun. SHi i iaflist's weapon of choice: |

! “We rave lost some craditility among our Satlm usens — even
) in Japan - because they have seen the PiayStation becoms
the daminant karce in the woridwide wdeogame market]
In e past, | think that Sega has maybe been amogant.”

the Gﬂvelcperipumhmer cornrmnfty. 1 ddor't ihink_anv ana thirtg
was the isue - it was the layering effert thal Ihese things had
I on the business. Remember, no launch has ever been perfect
for anyone. Yolr can hide a (ot of mistakas by
overcompensating in different areas.”

il "The bottom line s that Sega was oo loose wilh its money. No |

matter what | told Nakayama-san, he Just brushed me off,

saying, ‘Okawsa-san, you do not know the gaming business.

What | da keiow is tsiness. [Nalkayama-san] misy have keown

@games, but he did not knaw business.

*As a esult, Sega kept going after profivices and did not

' consider i3 balance sheets. They did not thirk about cash flow
at gll. The business management [of Segal left me totaily

, dismbloundad. Ons of ihe basics of business is that you hand
over the product to buyers and receive motiey in fetum.
Unfadunataly, our management personinel tid nal even seam
10 know this basic fact. That is why ther aftitude was 5o

| nonchalant, even if Sega was accumudating debt, They hiad no

| concapt of production schedules or product management of
thedr minds. They thought nether of balance sheots nor cash
fiow. They knew a iol about games, but ey diin't know how.

| borun the company.™

' =Actually fhis may sound uriair, but | do blame Edge in part:
| | feal that its constant talk of Satum's appanent UnderDowa©
, fiter=d down o other supposedly lesserdnfoimed mectis.
”Butldnﬂ‘l_e:mmmmmmﬁﬂﬂem.'
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| Many o the graatest arcads shontars appeared bn the Satumn-
| based Tan (ST-V) arcade hoard 50 1he ports just kept coming.
ensuring the systam © the place 1o go for all 20 shooter fans.

lmmmmnp-mmmwmwniwmiwrﬂmema' : :mmdmdmdymmammwmnnmm
dmmg@mhmm Managing dirscion Victor Ireland, | that ki Stolar and o, were out o trash the Satum) We canned

paIns;. i, Thunder Fance §, Thunder Force Goid ol el Iy bk there are many more tilles We could mantion
Packraz,mperﬂwf am:mmmsummw here, bt bere e 20 of the finsst..

1s bacome ane of the The lagery
ar gxamples of the A sprawlir

seen, Perhaps the impx
wantad by the mos! p

Thunder Force V Strikers 1945 Part 2

T A e T

»5}-.,_" . _-:;‘\.' ey ‘w

JERanESS varsiyr oy L30-45 JapaEse varsion ol 850 Japarssa

Origira! relss
DepeEDpen™

v A Qwiginal retsass 10//22/09

ry progressive shooter
g game that showcases
the bast Satum prograrm: r"'m_1 ever

most

Senaoku Blade Sexy quodms Stellar Assault S5

Japanes varsan vy BA0-80
fnippned elesses. G/ (/D6

Cigpnal seveiiss; 2211

shuhar Teuhrscf Diewogin Publishie Paloiathis Devaloparubisher r-gl-,r AN [rwalm Fubisher: Konami Ile;:dﬂr_e P Sing

Technosol has aways had a The arcade stalwarn Striksrs series Using the same engine as Strikers Konami's very own parody of Gradius - /An update of the 3D 32X Shadow
vocitarous faliowing with the Thunder: | reaches its zenith with this Saturn 1845 Fart 2 this garpe 5 (he reaches (ts zenith in this beautifully Sguadron and perhiaps the ranest of
Force sanes. The special pack, port. Ajovely item for the many sequel 1o this arcads miclusive animiated Veration. il the Japanese shoatars

version is especially cesirabile, Psitya colleciirs and playvers dlike: Sangoky Ace [1893),

< 074
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Marval Vs Gapcorm (o
] il

The last of the Vs titles (o appaar on
the Saturn. Loading times are so
short you'd be forgiven for thinking
this was a cariridge-basad po

Waku Waku e 1Mb RAM)

Japaness version only. S35-50

| Ovignal msass INE/ET

DavetopanPulliishorn Sunsolt

Tha saguel 1o the lned Galaxy Fight

5 simply tartastic. Although the Nao-

Gag fteration soundly trurmips this,

there s still much fum o be tad hem.

Thase who have tried them al
pgenerally consider this versian of
SFA3 the best, No loading times and
the Saturn pad/stick enhance an
already distinguished port,

DUI'\Q&DRS& DfEIQDﬂS elhticy: o 20 TN

This twe-in-one packags showeases
two ot Capcom's Japanesa-only '
action ARG arade games from,

e early -8,

JEpanese version only: £20-40
Crgpng reiease: 09

An amusing offshoot {6 the grown-up
senes, Capcom ook the character
models from Super Puzzle Fighter 2
and mads a fighting game out of it,
Graat, Il imiteqd, fun.

Samurat Shodown 4 +1Mo RAM)

Japansca warsion ooy £35-46

Caxpnal rsase: G2/10v37
Deveiope Pubhsher: ShK

Dehate rages on between over

which S5 game holds the Srowr

ittt o a0 Bt the hacdcone the
‘gameplay tweaks will seanm patty)

JAPANSHE VaSI0N ONly. arolrg 1
Onepnal ressass: nv'a {1996/0GS-5G73)
Developer Fublsher: Sega

Veary rare goid disk which was maiied
12 pacple who could prove that they
had bought the entira Virfua Fighter

CG Portras! Colfection ~ all 1en disks.

Metal Slug (+1Mb HAM)

Japsness wrslon oy EB5-83
Origares odsxse: 04 Q4ET
Uit Nssta/SNK

This port at the extremaly sought
afer MYS game (s highty supenior i
that of the PlayStation dus 10 the 21:1
capatyities of the maching:

'Gimvé.mﬁgtﬂm&m-

Criginat relesse. IH 8
BerlopanPublster a! L5

Boor framerate, long lcading times
and denvative mechanics hamper
but don't stop this titke from baing
a relatvaly enjoyable allernative to
Capcom’s output.

Dracula X

Japanese siess Goly T5-G6
Crigina! rowmse: 250608
Divedopir Ftlsher
KGE NagayaMondn)

A& disappaintment despite dellvering

max#ap{ayanledmm

aress 10 2xplone and many Weapons,
| nit seen in the PlayStation varsian,

TR



USAIK sl EB0-110
Japanese wersitin: 81520
Oryral nedeaae, 25/101/48

Tern Aol ey Sogn

Too little too late Iy tarms of this
title's wider signilicance to Sega's
Saturn It is nevertheless a thrilling
axample of how skilled teams could
draw the bast from the machine

LISAK v
JECRINESS VRSO
Orkepnal refeass: 20/05
Hevaloman Publisher: 5t >Jm- v L)

A strategy RPG o rival Firal Fantasy
Tactics, Multiple stonyines and

#xcellent execution even resulted in a

surcessiul sastem sequsd criminally
Jaft behind for the rest of the warid

Five of the most collectable games
Here are five of the best and most reasonably pricad titles any Satunm buyer simply must obtain

Shinrel Jusaishi Taromany

e e, A TAITAR |
Dexvelopar: Ting Wiimer Usractha

Astunrﬂnumme reisasad In.
| afremioly lw guantites. 1his is

s verston oy £4 102000 L\ |

Prikura Daisakusen

M S TURN

mmmu&iﬁﬂﬂ
Ovigal ralaama, 151D
ssiioper Alke |

Mwmmm.
. sarky In the Saturn’s iy, TNumn

| RrabEnly tha most desirabls tits for
nﬂsmwnnammmw dwicle, ||

rh rlieime mﬂy.

LS/UK versk
Jaranesa
Cirlginal ret
DrevelopanFublisher Trossmry/ESE

Treasura's charming action ARG e
one of tha true bargaing one can now
find. For the prophetic this was the
first claar confirmition of how the
Satum could deliver wonderiul 20,

Saturn Bombernman

s i rl.rer|"'
Ak .4\—.‘11‘!-";5&1;]

R - e R
LISAJK Versiny D7 550

JetRnien yorson, L1581
Coricingl ralaasn YENI708
Deveiore Fiokshe I'\mmisaga

\ Rdall\-sl}'d\enp it Wil probaibly cost
-ymcﬂas&duﬂ:hummsmmm

haw»nmu msmum pacis,

Jbpemese varskon ofty, TA0-100
Crignal Release: na

Pavaleper/Publisher CamisolSeos

The:Shinfng Force series was
continuad in three instalments for iha
Saturn. Shining Force Premium was
aiven free to peaple who bought all
thmee parts and wiote to Camalot

Silhouette Mirage

7 only BEO-20
3

Devalopsr: SoviSeds

Collecting all four Phantagy Star
games In one package and adding
bonuses of ariginal television adveris
and artwork, Sagasought an answer
to Squane's Final Fanlasy Anthoiogy.

Princess Crr.)wn

Jxm ApERRAT Oty #:.tq;éa
| Ol relesie 111207 A
Denslop/ Ptz Ak ||

 Atighly anicyable action RPG.

Astanmi that this game jas rever,
transhatect Bup ('S sul akely |

¢ piafnbhmﬂwimpum
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Sty whene wven necliooity s an
sive ang DO kengve Rohlavermet,

there will hways ba disastend, Divtaed,

Inepperianced of nurmed cavsbpimEnt 18ams;

Ghisless pubikabens and ovenactive debartmerts

'J-\L€‘1r'rJ" falures OF orepy Damias, but

= ohan oo 10 a vg*rn nansh

s l.'-.dga regEKa)y
gret ganes cais W 16, anc
1 Al g, s lestament o

Ely mone Nlamous (eleases can'be acualhy it
nat mC\'B COmEainng

rapnlieg ettt wins, the Vhes of
Bandersnatoh, B T, Atar 2600 Fac- it and
irntesiio o C D6 Have Besr et out
Sirvitarty 1o ol paCE resiictions, many giher
radelmating casualting (lor Instee Midmosose and
Fovtiers Rirst Eroountesy] | Tave, aiso Dea omiged,

a5 o have oritically-acclalT

5 to makadhar m

cymasm Ve

Hhaligh, Bre pIiouRt Sitors ul,u;':' gl

of samathing of ather, Edge mealle
aphorsi o e s diving) Bt i feal/
KOMESHInG D) T akes @ o puer

% ot -mial - tha:latter.

e o [rather rhone
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Edge may fec a rasidus of Chagn for s ' Graphics 1o
D for’ eover (B3], the acoormamying Ieatune and, of
course. S inadvertant role in prameling Rise of the
Fobots: bt itwes a gams that had avivyone fooled -
sxynalng i's sasy, I reirospect, 10 forget, Pt
exparproad as a ssres of tantalising niges eocered In
Hds mak, Mirage's tnuly Stocous Deat am up Deguied
many &5 & Wik V1 progress. A8 anadiuai gams, it
shidas as e ol the v Hughable reesses of he
160t era — A tegandary falum s, despite ndicule snd &
lengity perind spenl Enguishing It batgan bins, sl
achiew=ia dishrbirg level of proftatity

It's wawtn rammembenng that (he ambryenic FatA hit
a nenve —albnasde tiiss of the e such s Psygnosis’
Mieronasn — a5 the camas indistry sntsred IS moest
sunifzant transitional period to dats. Ther, note tha)
pertiania Bver baltet or gifte, miany pundis ano
pracitionars hat a maiathmly finisy apoeciation of
ameroanl gaming technnitgy and imminent Suallions -
Anet A e fevoluitions = in gane desigh. Mirages fighing
carTie Was favistiy previewsd at s e whan the g

MLl ARRRILOM miyrs

MALLLE T T

winy

wms Bl bit business, (ta distnet astensily hietien
aesthetios aliided 10 more than It geivirsd, piousd,
tha piess savaged it sl Bungn,

Antualy, the bt pomt = G the sharwe of the
CONIRANED iagadios mouslny - ngs o uritvarsally
frue, Maalists, Guiie 1ot assert Inal constirmer
pulibcations shotid represeil a DRI Batwesn
BusiEss sl Buyer Yel Bse.of the Robals; like tar
tno mary o s undarpowsre ahd dner-hyred
bethen i istony, recemed laughably Nigh Scotes in
8 e of Imagazines: A ever, I was 2 Iusning
sighl 10 585 1He Grifical proosss subverisd By ihe g
ol a dubious lexthsve V

1 woui] e undeir = dfead, Foaimeot =10 arolise
frvoress Inveived i i deveiopment o clibarately
irtencling 1o congamess, Lameatabiy, its tenvalopment
taarm simoly leckerting kit and then ttha, (0 incll s
gameniay meahaniss fo fival even e Mot ruting
SEIt ot Meietal Kambat clone, WIth e riies, bratically
poar Al Ha Avmaa version) Bmaual cobld De
ComplEtEa Dy sacAng & Kvetiok o &t sods with
altofireenpaged —anch v practios, hugen) chaanpo ik
graphics, its mofcnsty Is vl desmved \

‘Edge spGie: with an inataeniad whie wackad o s
salen YEah, Wit chiocses Inmmaiknamaisas, il was &
fuoking rahtnan™ the sowme Sxclaims, With svicon
wxaspemtion, *1 was toing A'ssEe ol i | san
ramarnbal gEtting cals || retalers, eopecaliyt e Indes,
wel= lnoking at it and caling e o say it wiss 7 file o
shita, it ot ot wnomenail wel, b retakes. ks that
they'd ot a Wt of ihisn back, andingt they o ocsemd
4o0 many, And they were ight ~ the gama was
absoiutaly desperie Wiat compmindsa tha ssus was
ThaT theve wes Codk-ups with tiplication, Thare were
80 miany dilesot visions, Ther ekt e Been fou
PG versions, tiee Amiga, thees ST, om ihves adifferent
piation pants, S with dillersn campanias dagling
yilh e packasing. andd IKve wers mic-upe, Thare e
VETEONS 0N st Cisks, varsions on four ke, it was
1emigle, fust ternble ™




BEERN)

RotR (vaniows) Mirage! Vet Wameninfemiay, 1654

Anarchy Online

Plonears they may be, but the dated
appasarance of leading MMRPGS Uitima
Oniine and Evevguest is regarded as their
Achilfes’ heal. Anarchy Online, with its
comparatively sophisticated visage and
futuristic setting, was tipped in 2001 as a
genuine sompetitor o bath - perhaps,
ovan, a patential tmatkat leader, What

msues plapers ancountent. Crash bugs.
monumantal lag and dism performance
on aven the mast powertul PC ng were
mﬂ.allww‘I‘iMm‘

g and

playtesting. Although It has since been
palched into @ playabile farm, Funcom
scuandered o once-in-a-lifetime
apportunity, and is still reeling from the
self-nficted blow.

m v 2 o o (o
Night Trio m—&m Seqa, 1062
Ultima Online: Renaissance

Althougn ot i the sams leagee a5 othar
gamed fantured here, (itirsa Onfine.
Reralasanee was d CDG‘N*[ mistake. A
keenly-awaited expansion pack for Ongin's
Mawed but popular MMBPRG, Renatssance
CAUSHH great constemation among Littima
Gnfirie devatess whan it shipped into US
stoms With certiin ey advertisen Teatues
dinatyed, The most important
enhancemen), promised on s packaging
and within its rranual —and the mason
may bopght - was that Renaissance
doybled the size of the L0 pay arsa.
Undorumately, Origin lad not finished
programmmg work and EA was unwilling to
chrtisy thw gorme’s dallvery (o stores, The
missng Ieatues wese “switched on’ wesks
aftae unch, whd a worthy Ibut axpensive)
conclliatary measure of B0 days’ fres
gtbscriptivn tor sl buysrs wos offarmd to
minimisé fallout, 18

—
EDGEM0

o
)

Anarchy Online [PC) Flirkom, S0
»
-7 1
L/ =
ET .f“ |
=] - i‘h
~ Y0
1.
Night Trap

Famousty describet as “Hith” i a nenigte
heanng by & senator who ~ it was seon
revealed - had never played Il Vight Trap
was disprog Iy wial. Far
from risgue ~ bar the nuschiewous use of
the acronym 'S.CA T lur the spedial
pofice team in its piat ~ and excrucintingly
eringewarthy, this FMV-oriented title
rétjuined phevers W 'guard’ @ chastaly:
altivad group of girls from attack by
varmpires duving o slunibeer party, It was ar
awful game. and tha imadis oulrage
brought that fact to the attention of many -
thus infiicting no end of damage 1o the
reputation of Sega‘s expangive (and ailingl
Miga Drive add-on, the Mega-CD,




US Go, avoudrad and abseitiad it the Sdos ||
inlaractve (ol in ihe rrct B0 was o sattvis hause
with T atimirabi ok ot From weanius kudos |
denved) from frgharelle canversons of US Imperts, &
B own outtut, 1t was a tlant o the ackiscent
entartamment softwans Dusinass. i was a0 msponsa.‘n&e
for one of the mest bresihiakingly. cynical aplscias in
the histary af e Dames tradd, Radsased iy 1988 10|
eaincice with the tournpament in Maxion, WWionk Gug
Catrrrvell was o expensive SEAT s a0 £9 85 Ul was
lavishly package In 3 PC-stvis box =i it & Strking
presants o stomg shelved for. the tine = LonlaEmeg:
pOStECE, SHekErs ang, of couten, e gamea it ||
tBrms of resanition (I wad ot mrkating gemms.; bt
the game itsall, shooxirgly, was.o shghii inadifisd \
VErSion of A previous raleasart tta Werkd Gyl Faomoan,

World Cup Foatbal na hisen @ tiddeat sustess ol

Artic Softwars 0 1954 it e (rerahBnon &t a) Ly
playaGle smuating of the Spom o e misses for e
Spsctruem. Bty antnusiasm for it was n ey
patantheawiul gams Was ston dispelisi by, e retel.\sé
afdan Blbran's et el By TH6E AnieY Hamal
(ke posiivaly A, §o LS Golds sagon o B

Simnle penally stostou sugani ahd nppropna.te W

1Bam frRnvas e b ot @ 'lot,

Qb it was diabolical” agrees G5 Gold friokee||
Geofl Brown. Hol tf Kabisoi Shios, "nmam
I G magane ol mitus ok o Steting ke it <

but, of colrse, thiey dicn't get (0 Sea i) LetlE was | AR

aready in 1he Shoos." It heing 1he exolusine il
game of the campatiten, Brown reoeie] SHaimous.
prearciars Ror Wi Curr Cannvial inom clstriunoers
encotraget by = he rememiaes wih adnuiskie = Thaing
show onty. the packading and e sl e cane with
. Follokang Oelivaey Gf 1ha st game, LS Sold's
phone fines wave ston jammed

“Ucan camember Tim Chaney Ihisn. pad of ihe LIS
Gl maragament e gnd, alag A pvota) igude i ihe
goldan age of Virgin INlermoive) hidig unter e desk
and saying, ' can't 1aks any non of these el vecalls |
Browe, "BuY ) cabet) that BT, | totd e distrtutons that)
ary amourtt of copies they aidin 't want (Kt ka hﬂc&
from them), Because thay wene going 1o in stort |
stpply NG One -tk e ut cr Ae eifar v calle |

Wearict Gl Carmiva e stiva « hnuzma thats, whsl R At

was, ir many ways.

WMWWmaMM. mmm =TS
| entenvosd, ietalsad \arsion of anohe s of NS
' sottwarm,” Tim Chanay toid the nows SRy trade oo
CTINY it response o the qroaing controvemsy, 'lthas |

WS AZ.cokar posters

AT Nesesion weas Baing scid il £1,04 by ke

L ot o Crasty veviewer BNt & chrane to see
..mmwwu‘ausammmq«' RN

|\ (e Bashselmiers, US Gotd ateinpled 1o fustiy s

)

a:r:m,-- 7 e

a ekoth patat, the Wand Gup
mﬂwﬁm»a\mmmxmamwwwmﬂm
sare melm« Wttt criginal

speciist Paxmn Broariotions, Wi wolld receive a
£20,000 setfiement mxnuseoarwuamamwmcw
nghtsmmﬁﬁe By thes thome inagar. gaming: MaYes
Douk pUBKSh sCatting ravows, It hed besarme an j |

' Wt Qg Cambval 18 an apsaling game,”

16 e arlicies s Tumarols eten ||

L ot AR g In \Craigh! & ltwast el thi tala that is |
Tepoa ﬁmnbwa: redte Sias: T?m:ampmy had‘:‘(
nss;.md épwtmm ownars. ctxn\rwsskz'rad a davanmar

li-\sy mmshad fhat the patkar{e i wraa =

mmm ey Lo el i maneit

SThEt et aetatly trie ) Brown talls Edge with &

mmhwa pevealad dl lasr, s e real story, Wi

ity happansd Was a mistake - wi s dealig wim

S0 mEny ganmes 28 e tirie (e oy | can il et

Wi BUT Bty (0 1BBB, | aaiied Then O taney haw the
Wk G Sl wais gaing, And e sal, " ioeghitvon
wers claaling with &1 Ve hoo 1o sl 2 game i, i Tast,
DUt Gave was alka to \do an\.-tl‘mq within the

) mtrm And that's When we gotin ot with Aric..°
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Qiispahen, passionale, anc thersiore Do Al and
"gheniiedd, Derek Smart tas worked tislessly to.reston s
raptation amishad by the geitisted relbasa of
Haffaandgar 3000AD, Haang worked on (s spus sinde

1989, Smart’s e wos Hirhad upsicidown when he
signed with Take 2 irferactive i 19895, After 3 sealence
of Bvenis that 1ea o s departund 3 the launeh &f the
fame 0 & practioaly unplayalows fomm, He rsfused 10 et
Barttlecriiser dia, Unpsied and (raliDpostad, D et about
- EEChing it even providing techinical support o players
woriawide: Edge iovited Smart 10 cast i it bk 4o
ihe svents mading up) 10 and aftar Ths travmalie
Crinshmas of 86\

When did the disagreamiants with'1ha publisher Taka 2
begin? Al what paint were you certain that BCI0004A0, |
waobld not hit its deadline for an Christrnas taunch?

Tha disagieamants Degan wha { wishii Lo Latse.
Pedesvivania i et MEm) B my than Heme o

ok with, tis clev kea, ihal Tl 2 had amso agouinsd

fo W b it O SO0RMEE T e It esm e

ke i (s Fratty: araBlh with pi aclustry rassr s
wers iy sl gamie - Was Btapaing oty the tosa ol Wnﬁ‘ -----
bkt hat | it e ooy Gan ol tear e it |
dlesaiter T Fach dhaat (e OO pen eant mine,

ST I e aeadly ko that 1he garme wolldnt
ke Chyistimeas: e askec for irone Tk and @ was
e, The et thing | kegw S ihoaudh | ihought they
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Panzer Dragoon Orta

Formal: Xbox  Publisher: Sega  Devsioper: Smilebit  Price: ¥6,B00 (E35) Rei=ase: Out now (Japan), March (UK)

As you'd expect, Orta |s a quite beautiful game,
from deserted wastes and picturesque valleys to
berserk attacks and abstract landscapes

Dy a0ding new

an either cour

rols

overcomplicates the action — particularly

when using the mora clumsy westerm
controller. And the d N to vary the

ettable

some forg

firepower
Boss encounters require frequent acceleration or deceleration, but manoeuvring uses up part of a Nlayers
gauge that refills over time. The Base Wing's gauge affords twa manoauvres, the Glide Wing's three

(0i=li]



$sing their particular strengths

and weakn
The Base Wing, as you'd expect, boasts
average firepower, and average agility, being

5635

arale twice before

atal, butn
ower and
While this

all adds a greater degres of tactical depth, it's

features the

st destructive fi

tha most affective t

demands introduces a tactical element, but also
adds an unwelcome layer of complication

“Anyone awaiting an on-rails shooter that’s as
accomplished as Rez will feel underwhelmed,
but Panzer enthusiasts will be delighted”

can produce a few unnecessarily he

and rhythm, there are
moments, Combine this with the starting with a boss encournter for exampie,

eleration/deceleration reguired to defeat or finishing without a boss. None of these

a

Choosing the right dragoon form as the situation

Previoussy in E112, ET17

. T
. ¥

AR T

The original Panzer Dragoon is the most
desirable unlockable, but there are several
other minigames, artwork and cinematics

Sound choice

Although the Japanese version of the game
comes packaged with a soundtrack CD, the
musical accompaniment to Orta's
endeavours i actually rather mixed. At its
best it's reminiscent of pravious chapters in
the series, the 5.1 score complementing the
achon briliiantly, but at it's worst it's just
offensively intrusive. For the large part it's
simply innocucus and forgettable, but for a
series that has historically impressed in this
area, it's a bit of a disappolntment -
particularly since Raz has set new standards
for the use of sound in a game of this type

091 >



Although it's a bit disappointing in purely
mechanical terms, Orta s a welcome return to
the imaginative landscapes of a much-cherished
series, and ought 10 be commended for that

ssful, and most ae

levels is entirely Succ

simply unremarkabie. Most lamentable of all
s the fact that the game's final boss is
entraly none

stick In the m

1o highlight the structural inadeguacs
the new iteration

B
disapp
the way in which it revives and revis

ough these are undeniable
ents, Orta’s greatest strength is

its fonc
Boss encounters vary from the Instantly s fond
memarable to the downright forgettable gaming rmemories. The core gameplay is

<

As a technical demo for the power of the Xbox, Orta will probably remain unsurpassed. Which somehow
soeams rather appropriate for a serles that started |ife as a technical demo for Silicon Graphies hardware

instantly familiar, and musical themes. surmptuous and comprehensive suite of
snemies and level architacture have all been uniockable exiras, Aside from the anginal

usad to deliberataly evoke recoliections of anzer Dragoon, which ramains refreshingly

pravious games in the senes, And

loved game universe. As for those who

remain unmove

by a genre that's

Perhaps the most impressive feature of overwhelmingly linear? Well tt
ally brief problem. Philistines.
Ir5 in the default

wdied by prowding a

the gamea is tt
lifespan (under three
difficulty setting) is re

wy in which an init

e rating: Seven out of ten



O.TO.GI

Format: Xbox  Publisher: From Software  Devsloper: In-house  Frice: ¥8,800 (E35) Reease! Out now (Japan), TBC (UK)

lo name a third, Just as there are those who
fail to see fco as anything mare than just
ther dungson crawd, or Rez as anything

other than an als

throwback (0 simpiar

tir here will no doubt be some for whom

0, TO.GI |s just a thirdperson action titie that’s
over all too quickly. This, however, Is to miss
the point. From

oftware has produced a

game [hat axhibits such an

VES

caonfidence in the videogame form and
produces such dizzying sensory satistaction
that it dafies the constraints of the genre

2 DoUDters v

e a Camera hal 1ass

“From Raiko'’s swirling-cherry-blossom entrance,
to the watercolour sketches of enemies and
items, Heian Japan is depicted with panache”

Although O.TO.G/ is short, it manages to
pack in a greater number of memorable
encounters than most other games that
are twice the size

0o4

slightly short of satisfactory, an initial duration
that's unden@ably brief, and a default difficuty
level that errs a fittle too far on the easy sids
of caution. Such criticisms are valid, though
not really matenal. Completion of the first 29
mMissions is uniikely to take much more than
aght hours, but doing so Uniocks a higher
difficuity setting and it's also possible to retum
to completed stages throughout the game
with better weapons and more powerful
Equally, the camera only becomes
dunng one o two levels, since a
oned with the sullime sense
sontrol enables you to enact destruction
on a grand scale without hindrance
In any cass, despite these flaws,
0.TO.Gl's underlying machanics are sound.

After the unbridied simplicity offerad by the

demo given away at last year's Tokyo Garme
Show, the scope for tactical customisation
can initially be a ittle bewildering; completing
MISSIONS eams expénence with which to
purchase new Weapons, magic and
accessones or repalr existing weapons, But
once the action starts, it quickly becomes
intuitive, thanks in part to the eiegant control
implementation that also figured largely

Graceful aarial com

5 are |

bining a dash move with double

jumps and environment-rending mélée

ssailants in

antial part of

counts down until its eventual deple

Combat in 0.T0.GI is enhanced immeasurably by the joyously rendered sense of cantrol, but despite the
consequent possibility of balletic violence, the game is about so much more than simply fighting enemies.
Most missions are more bral than that, each featuring some sort of set-plece action in Its own right

gradually and fatally saps health
So far, s0 conventional, though O.TO.G/
is anything but a standard thirdperson ac

titke, thanks to the briliantly atmospheric and

Imaginative way In which a classic Japanese
folk tale has been re-imagined and brought to
digital lifa. The story of Haiko the dermaon-killer
has been retold countless times through

Kabuki theatre parforman

= MUSIC

and woodblock prints. From Softwara's

stylish interpretation is assured, and Informs
the game with a profusion of b

thtaking

om entrancea JOROUr
sketches of enemies and items, Helan Japan
I8 depicted with panache, and each stage Is
a remarkable set-piece in its own right

Indesd while mass d s the

games cor

different twast, be it @

dragon in combat against a backdrop of
lethally bristling lightning, or crucifying a
massive spider demon before

bindings. Du

n possible, or advisable, to avoid combat
altogether, to focus on more varled
objectives, such as destroying a massive

&S

fountan, or rAcing through Magc

re Ralkos h

h diss

By bravely appropriating the themes of
folk tales that have been axter y retoid by

d lormns of entertainment and

More respe

ashedly

transforming them into
feh and unigue wdeogame,

has

an una

lemonstrated an inspirational conidence

in the medium and & refreshing faith In its
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Additional experience can be earned by high-scoring combaos, or uncovering secrets, allowing access to
a broader range of weaponry and spells with which to wreak destructive havoc on the forces of darkness

Turning Japanese (into En

It will be interesting t whether O.TO.G/ Is to benefit
from a PAL conversion that does justice to From

creating a sa

C be a shame fora
sloppy or inadequat f:sation job indarming the
game's sirongest facet. Unfortunately, since videogames
based on Japanese folklore boast little obvious appeal to
mainstream westem audiences, Edge Isn't confident




Crimson Sea

- ¥6,800 (£35) Fslease Out now [Japan), March (UK)

Formal: Xbox  Publeher: Koei  Developes. in-house

Warnors with guns then.
anyone jJumping 1t

Lt having actually

could be for

ven any rast

After all, this Is the latest game from the

publisher that has made its reput

Yes, there

ty Wamior die-ha

S in paricular ara
throwing absurd amounts of alien assalants
cnscreen and expecting them to be

7 of guns. Neo:

19 clirnax with & sul 58
ancounter with a bigger, harder alisn, During

You'll find team-mates invaluable when
confronting bosses, but keeping them
alive can sometimes be rather tough

=St this

mson Se

snt al tham

Although these levels don't have the broad

“The wide array of objectives, and the
disparate playing styles that they engender is

: [,\ TS o pak Ry P @ = " Neo-Psionics are probably the best way to extricate yourself from dicey situations, but If you're
W EIT IS SO F(—_?.rebhlng f‘lbout IImMson Sea after a combo that reaches the 900s, you'll find guns and mélée weapons are probably more effective
tactical sweep or the ebb and fliow of the . since weapons vary significar

N their rate of fir

these mulhiu

the wide array of

Controller rumbie brilliantly adds to
the tension as enemies hove into view




AR

e Y

R

B i

It's not all about combat. In some missions, it's more desirable to avoid drawn out confrontations
because they get In the way of your objectives, such as chasing after a reclusive hermit (above)

Choosing the right payload and acquiring plenty of new Neo-Psionic powers is essential 1o success, since
mission goals are enormously varied, but to do so it's necessary to pick up currency hidden across leveis

First wave

ranted a European releasa by Koel its
erseeing AL versions and
in Eurcpe, but p

aegn

company




The Legend of Zelda: A Link to the Past

Formal: Game Boy Advance  FPublishor: Nintendo  Developar In-house/Capeom  Price: $30 (€19)  Feloass: Out now (US), March 28 (UK)

Previpusty i ET18

Ah, memaries. Like reading a favourite novel for
the third or fourth time, you might know exactly
what's going to happen, but it's still wonderful

NS
ol

Mool A

Zelda for dummies

A brief guide to the basics: the top-down
adventure blends arcade combat with
elemantary item-based puzzie solving, all
within an open tile-based world, The main
quest comprises a senes of dungeons,
each of which gives access to a new
weapon or item. Make progress. and more
tools bacome available. Using them in
combination helps our hero make his way
1o the increasingly ingenious bosses, and
allows Link to access new areas of Hyrule

098

The audio is one of the few things Capcom has changed; Link now issues forth little Ocarnina-style

yelps of delight and other short vocal

5. His ir

ably pink hair

rains intact, tf

s an average Edge readsr — not that

Edge would ever consider you ayerage,
of courss, but regardiass - it's likely that you
are in your mid-20s, and that you grew up
with consoles, and that you're familiar with
the high paints of the 16bit era.

Arguably the highest point of all,

Link's Super Famicom adverture was
unmissable in 1991, and very little has
changed, The Game Boy Advance
conversion s, to all intents and purposes,
identical, with the addition of 2 multiplayer
game, Four Swords, and a new singleplayer
dungeon for thosa who manage to complete
the multiplayer quest

This, prasumably, & Nintendo's
concession to those who feel that paying £35
for a decade-old game Isn't really value for
money. Essentially, it is Phantasy Star Oniine
played with Zefda tools, with players (a
minimum of two, a maxdmum of four) racing
through a random arangement of set-plece
puzzies 1o rewards that can be shared or
stolen. That is the crux of the entertainment,
and some entertainment it is — but it's imited
try the hardware.

To really get the maost from Four Swords
vou riesd, weall, folr swords, four players,
four coples of the game, and four GBAs
with appropriate fight sources. Nintendos
handheld is not as ublquitous as the
compay would like, and while Link link-up Is
as frantic and fun as multipiayer garnes tend
1o be, it's simply not entértaining anough to
justify that level of organisation or expense.
It's a great bonus for those privileged o have
a close circle of Zaida-obsessed friends, but
far most people it won't justify the price of the
cartridge; that it requires multiple cartridoes
may be good business sense, but appears
misery in the extreme

Thankfully, the concession was never
really necessary in the first place, because
the singlepiayer game Is still as ludicrously
addictive as t was eleven years ago, Thats
the thing: happy memaorias may take the
edge off things that were unexpected the
first time round, and the puzzies might be a
guestion of recollection rather than intellect.
But that's fine, because there isn't a single
moment of A Link 1o the Past's deliciously
opan adventure which isn'l an absolute
pleasure to revisit. And for those of you
who've never played it before - that
gloriously lucky, non-average handful of
you — this will be bliss.

atng Nine out of ter



Ape Escape 2

Format; PlayStation2  Fublisher SCEE  Gevalor

/Inshouse (SCEl) Frice €40 Rsleass Qut now

pe Escape 2 fixes the problems of the

import-only Ape Escape 2001 with 2
faster-maving, grander-scale revisitation of
the preoccupations of the first game. Once
again, players adopt the role of a biand but
functional ape-catching boy, ensnare
unspeakably chesky monkays with a variety
of ingenious toals that exploit the DualShock2
set-up superbly, and pursue would-be world
dominator Spectar, Once again, there are
axtra cut-of-reach monkeys to go back and
find once the main game is complete, with
extra weapons, itam skins and minigames the
incentives for your troubles. It Is, of course, an
gbsolute biast from stan to firish.

There are 20 funny and pretty stages,
seven boss levels, and aimost 300 monkeys
to catch in all, but sormehow Ape Escape 2
doesn't provide the depth of challenge that
the ofiginal did. Beyond anything elss, this
disappointment may just be testament to the
superb job Ape Escape did of Its stated
function of serving as an Interactive
guideboaok to the future potential of the
DuaiShock concept. Back in 1999, working
out how to shoot, swirn, steer or spin came
with the force of a revelation; now, mastering
a new pece of equipment barely aven fedls
ik an achievernent, Still, that's not all bad!
despite the numerous eflorts made in the
intervening years, the analogue sticks have
rarely been used with such aplomb

The old gadgets - club, net, dash hoop,
sky fiyer, catapult — stiil constitute the game's
core toolkit and have lost none of their
appeal, but the new arrivals and extra
lunctions are delights to uncover. The
opportunities to alternate between them, or
to forget them for a strelch and hop Info a
vehicle or a robot suit, never falter. Gatting
stuck Is barely an option, It's a non-stop drip-
feed of software candy. and, as such, ougtt
to be iresistible to the last, even to the most
spailt, attention-deficient gamer,

The monkeys are as fabulous as they
evar were, their movements enhanced on
PS2. Bast of all, they are just as funny. So
while the relative familiarity of the rest of the
game may diminish the impact of some of Its
charms, the fact remains that, soconer or iater,
ona giesful taunt or other, one preposterous
outfit or lewd boss encounter, will get 1o you -
will make you laugh, deeply. Whils the original
was about innovation, Ape Escaps 2's
primary obiective is 1o entertain, On
hose terms, it's almost a masterpiece.

Edge rating: Seven out of ten

Visuals are rarely less than pretty and there are
some delightful touches and effects, but there's
none of the showboating or filmic pretensions

of recent big-name platformers such as Jack and
Daxter or Star Fox Adventures. It's a refreshingly
no-nonsense stance, albeit an uncommercial one

Super monkey balls too

Foatball, dancing and climbing minigames
can all be unlocked in the hub area with
coins collected In the main game. Monkey
dancing, which uses analogue controls that
recall Cool Cool Toon, is probabily the most
fun, but football, a five-a-side monstrosity
that makes SMB2's soccer look lika Pro
Evo 2, also comes laden with muitiplayer
and mode opbons, More inessential
bonuses to be won include weapon
upgrades and extra shells and new powers
for the still-superb remote-control car.

Privdotsly 8y B4 18

It might have ruined a more pompous game, but SCEE's rogueish, “‘Viz'-humour-meets-'Playschool -voices

fits Ape Escape well. Monkey names and plck-ups blend daft pop-culture parody and in-jokes

(njle]



Mortal Kombat: Deadly A

Formal. Xbox (version tested), PS2, GC  Putdeies: Midway Oevelopee In-house  Prics; €4 Asloc=e” February 14

ORI TSU— ~—IH A SWORLE

Midway is certainly to be commended for trylng,
but unfortunately, Deadly Alliance fails to match
up to the competition on fairly basic counts

Kicking ‘k’

Quite apart from the overuse of the kicking
k', Deadly

of the saries in severnl w

liance stays true 1o the origins
s, Test Your
Might minigames return (and now have

some actual relevance thanks to prize
‘koins' that unlock new characters and
background artwork] joined by a new Test
Your Sight game. But the shift to a
polygonal visual style s underwhelming;
the original digitised realism was
aesthetically unique, givi character
design a dark edge, and Increasing the
visceral impact of the gore. By contrast,
fatalities are now limpty comic

Rote combos are the order of the day, though
the timing of them isn't as precise as, say, Virtua
Fighter 4. Fatalities are largely disappointing

Previously in E112

on frengtic viclence should be approaching a

But the

tural maoribundity

| bullding 2 beat 'em

in essentially identic

| Mortal Kormbs

eniiven with a profusion of gore several

ding viscara still firmiy

trenched, Deadly Alliance attemts to

Although it's not the first polygonal Mortal

ombat title, Midway has gone back o the

(each sst of three includes one weap
for easy access 1o claret) there's cartain!

cal dimeansion to kombal

Conseguently, it plays out a bit ke a le

tedious and witless version of PaRappa the

Rapper, but without the funky tunes. So, the

mainst

of the singleplayer game Is again
rng

de mode

st increasingly d
& Midway hasn't
t the difficulty levels are lazily

Wwith early rounds requiring little

it more signimcant for a

elies on rote combo leaming, Is

So despite Midway's good intentions, it's

& title that's all style and no




The Revenge of Shinobi

Format! Game Boy Advance FPubiishen THQ Devsioper: 3d6  Price: 530 (£19),  Falease: Qut now (US); April (UK)

Y ou'd be forgiven for thinking this is a straight port
of ore of the earlier games In the seties, Sega
baing busy with the PS2 regenerstion of the franchise

But it's not, and it's not Sega, ether it handed
davelopmaent of one of the maost well regarded sice
scrollers ever to 306, and while the now-defunct
daveloper clearly tried to clone the classic Shinob!

shuriken blueprint, s versionis a pale.
originals. Backgrounds

Jurmp/sla
sluggish copy of the dynamic

are static and faded, the key/switch exploration is

dated, and combat is average, never thriling. Even the

quest, which takes you through a number of stages 1o
find the 'elemental swords', appsars to be a washed-
out copy of one of the Game Gear adventures.

Not that all the problems are down to coding. The
16-letter code system Is archaic, and while omitting &
battery backup might be good way of saving moeney on
THQ's part, it's annoying and prevents Shinobi from
finding a riche in the pick-Up-and-slash retall sector, As
it is, it demands you to put some time asde to play,
and have a pen handy to mark down your progress,
But when an experience is as mundane as this,

Edge can't see many people making the effort.

ften

Edge rating: Three ¢

Super Monkey Ball Jr.

Farmal: Game Boy Advance  Fubiisher: THQ  Develcpen Realism Studios  Price: $30 (£19)  Ralaase: Out now (US), February (UK)

Go here, hit that zombie, go thers, pull that
switch. The game is simple, but the controls
are cumbersome - for example, going down
stairs requires the player to press diagonally
down at the right point in the floor, a feat
which often takes several attempts

Praviously in E115

\
BANAMAS) ILEFT =23
ElirLoor os

The presence of the minigames will be
welcomed, but the lack of Monkey Target -
easily the most entertaining of the spinoffs
in singleplayer - is bizarre. Monkey Bowling
lsn't as good as the GameCube version
either, the pins dull and dead to even the
most violent of collisions. A real shame

t's such & simple idea — raling a balt around & mazs —
I but it's so dependent on subtlety of movement that
the concept of a SMB GBA conversion seams ke part
genius, part madness, How can you replicate the

analogue control with eight-way digital? And if you

can't, how can you expect the gams

anything like the same mix of sell-blame and elation?
But the sclution here nearly works, The game plays

almost identically, with the exception that the board can

i0 produce

be tipped at a greater angle by depressing one of the
GBA's face buttons, allowing greater speeds and
sharper tums. Visually it's as close as fans could hope
for, all gentle curves and smooth palygons, albsit with
slightiy less complex mazes. It's just as tricky, though,
because as smart as the control system is, it dossn't
q Tply absolute control on the part of the p :
when the monkey topples from the thinnest ledge, &
doesn't feel lika it's totally your fault anymore.

Sa, technically the gameis brlliant, but the media
does not suit the me , and it's often frustrating as a

result, Regardless; it still cormes recommended,
particularly for those whose handheld collection
lacks the equivalent of a snack betwesn meals

Ed




Space Raiders

Fannal: PS2 (version tested), GC  Publisher! Talto  Developat! In-house  Prics: ¥6,800 (£35) Resase: Out now (Japan), TBGC (UK) Praviously in E118

P Luzzie
Grinciin

Raiders is a modearr

nsha de Go's
to thig. Space

e Ivaoers,

3 iconic shooter, 1 means

y the same game - who'd buy a game kmited
to left and right and fira thase days? —and it introduces
ey of the things that post-millennium gaming is so
good at. Namely: bland 30 visuals, mindless
thirdpaerson shooting, and a lack of iImagination

And a story, of course, ‘Invaders came!’ according

to the ‘World Times', which means It's just you and

rave after wave of ralders, Make It 1o the end of one of

the six (idantical) environments and there's a crude

pe the fire button down and

scene. But t's u

Spoiler alert. In a twist so ill-conceived it'd
shame Shyamalan, it turns out the invaders
see you as the invader, because of, oh,
electromagnetic waves or something, and
and if you could just skip to the end the
denouement would probably make it into
gaming's 'so bad it's good' infamy

with the player are al

combo system doesn’t ¢ & any sophistication and

1 the cantrols are broken. If you move slightly off the
X axis with the analogue stick the character siows to a

crawl, Genuinely, Talto, how hard Is It to get left,

right. fire nght? Edge would really ke to know
Edge rating: Two out of ter
Mr Driller Drill Land
Formal: GameCube Publishar: Nameco Deveinper: In-house  Frica: ¥6,800 (E35) FAsleass: Out now (Japan), TBC (UK) Pravioualy n E117
@ the ball," acvised Chevy Chase in 'Caddyshack . . vl 4 : ’ v . ” g A ILLIELE

He was right, there are some games where you 'Y | P L WL I
need to let go, forget about the mechanics of perfect i | r

exscution and simply i t to the more spintual

, In other words

to form and fall

But hare thare's more structure and variaty than

s five themed games with ever Increasing
ute Star Driller and Driller

difficuity levels. Thera's the cu
World Tour mocles end there's also the clever Hole of
Druaga game, In which you have to usa crystals fo

dafeat monsters and uniock doors, But Edge’s

tavourites are the Homor Night House fvampe

d by drilling for holy water) and Drindy Adventure (left) is one of the better
games. Collecting the golden idols is not as
easy as it seems. Traps beset your every
move and rocks will roll down the

I 0 ys you've p d and can

crush the life out of the greedy hero

dge rating Eight out of ten
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Heldars: Out now Praviously n E112

f Recon has a reputation for
omat 4

fionina

3| of Ghost

Recon on Xoox vs this notion no longer holds

water, An it

ve map allows for easy manipulation of

skimmishes that typified the

xtra maps from t expansior

r & hafty package too,

Xbox Live component that's of most
communication enriches maost

ts of particular benefit here,

tion with your team is paramournt
ing onling on aither the Vieteran or Elite settings
proves a fearsomely tense experience, and (t's often

5 to the verbal intervention of & end that

ous in G

The white button needs to be held down
before other players can hear what you're
saying, presumably to replicate using a CB
radio in the field. Strangely though, It must
be used to chat in the lobby as wall

making for some frontations

The only problem |a that the game can suffer from

lag when hosting more than six players on a standard
something a broadband-
Sti

ce yel

citing experier

Bght out of ten

Unreal Championship (Xbox Live

ut! Xbox  Publisher! Infogrames [ spar: Digital Extremes  Prico. €40  Felsase: Out now Pravicisiy in EAOY, E11Z. E118

sult you, Howewver, finding one in which all the

rs obay those nules is getting increasingly difficull

the TAG rifia

Digital Extremeas will is

While it's commendable that two players
can play online on one machine (something
that Ghost Recon sadly lacks), the onscreen
notation disappaars, 50 you can't see who
you've killed or who's Killing you




e

MotoGP: URT (Xbox Live

Format: Xbox  Publisner; THO  Developsr: Climax Brighton  Prices €45  Raleaser Out now Froviously in E105, E110, EY 12

Riw
Clutirt ok

Taiters, and ona rac

race scale every tenth of a second is another 100
piaces up the world leaderboard, Unfortunately, they're
only a rough guide to your excellence; those at the top
of the boards will have taken shortcuts on the easiest
settings

«

a flaw, but my no means a fatal one

B, Ay oniine community has its problem

MotoGP limits the voice aspect of Xbox Live
s0 that, outside of the lobby, you can only
hear three people: those immediately in
front and behind you, and one other. While it
makes for confusing conversations during
overtaking, it does leave you free to
concentrate your trash-talking on one
specific opponent

play against friands. That everyone with Xbox Live owns
a version of the game makes this more likely, and when

the e irs and you make that 14th place,

the beauty of the game Is perfectly apparent

Edge rating Bight out of ten

MechAssault (Xbox Live

Format: Xbox  Pubiisher. Microsoft  Dovoloper; Day 1 Studies  Price: £45°  Fsisase: Out now Priviousy in E112. E118

a rocket the

B ast bit of MechAssault |ive? See

size of a car just miss your mech and slam into

the side of a building, reducing it to rutible, Bigc

problem? The petutance. Mechs are Dig thi

The problems of a linear structure are
largely overcome - or at least forgivable - ! } Rt
once onfine, yet MechAssault still feels, N
well, mech Battering bu and
enemies can still be satistying, if you're
prepared for a few rants and tantrums

between Ghost Recon's tac

frene

cantive to buy

1, Gffering no real

Edge rating: Five cut of
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The making of...

o'

ery rarsly great games

spark into ife, perfectly

regdlised at conception

& for existence, mutating

ly as they gestate, But L

Ex may well be one of videogaming's

mest complicated pregnancies

ed thinking about a game

i5 Ex when | was with Origin ir

begins Warren Spector

tired of fantasy and scence

) tho something

O BD0Noach 1c

gameaplay would agx 10 pe




Technologies = the inne

ypment studio behind Thief and

Systern Shock, which v

belly-up due partly to its

dogma, And here

undertaking. But in September 19

Spector and hal

an outrage. How could we not have

Known?' Ar

ave

was going, "We knew atx

YEArS A0

The e also plans to include

the White House 1 explorable

location, and wher L emergea thiat

these had bel

. Intemet

on ab

nment

SpECL
intervention v "There wers

UM around that we deleted

ing things

Ut the bullding. When putting

together pleces of blueprint and public

“l was watching a tester play on the PS2
version, and he did something I'd never
seen anyone do before. | just about died”

Allhough ommitment to an

with

Qpen garn

multple metho

mission — was thers at the beginr

story draft would be

missicns in al

crazy thing with 25

explains Spector. “There was a big

mission series all about a plot to take

over the government by daving it into

a of emergency. This would call

cLUtive ot

into play a variety

would in turn crea

govermment in M

Grean Brier estate

il real. One of the
design ead about Mount Weather

on a Website somewhere and said it

should be in the game. There really are

h execulive on

passad since the

administration that say, 'Herg's what's

gonna happen in the state of national
emergency.’ And | started reading the

conspiracy theones surrounding them,

and did a legal search, a lawyer

go and get 2

executive orders — she could probably

get fired. And it's all true. Rec

announcement came that

wihe

there was this shadow go

sarnment In

Operation, Congrass was goin

EDGE 7120

3 and maps

sources, we thougn

a little hole b

know what's In there,’

maps identify

that has to be filled with something.

thirnk we Iy gid hit on s

iff, but we cut the mission because

we reglised that a few thousand fittle
square rooms would be really boring -
we didn't pull it out becauss the

ment made us,

Secrat senicaes guy comtasting

one point — I'm not sure what that was

all about. And we

tacted by

one government agency after we put

1 unat T lat fiberately

designed to ook like an authentic

gaovernment Website], We linked to

some totally Innocuous govemment

ite and the

ne of them gct 50 rmany hits

ght their server down. We ¢

from their lawyers.
Alang with Washington, further
locations were purged. A visit to

Russia, an ab & station,

caccording to

as the design
wich of the piot
mid-way through development, when
the designers realised our onginal
stary, in its totality, was inexpressible

given our technelogy.” Other late

ariges wauld foliow, "After

ome other studi

« WE

redesigned the skill and augmentation

Dark, gloomy characters (including nano-enhanced anti-terrorist agent JC Denton) from Deus
Ex's dark, gloomy world. Check out www.edge-online.com in the near future for extra material



nd eventually joins —a

known as the Nationa

Althe

ntury 1

35 5[

ywed up agamn and sprang

again. That was a critical moment In

the game's development and It ¢ simulations. Players figured out how to

very late

n locked doors by kiling explosive

enermies neear them, saving thair

rees, Pl

ek

ing ‘:'g_.l

ut how to clirmb walls

dattaching team

anad hop

g up onto lamprey

SPRCiOr CoOncurs,

0 before, | just &

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

1. Rasident Evil 2: more

blood, shorter shorts

2. Suddenly the Xbox pad
seems practically petite

3. John Carmack, freestyle
coding 4. Beatmania
launches in Japan to a
mixers reception 5. Cofin
McRae, five years ago. Oh
how times have changed
&. Get Bass - Sega was
killing subaquatic life long
before Seaman showed
Sega's sensitive side

Trvina to find the sy

If Edge’s bias is the weather, then the
Edge letters page is the two-minute weather report that
slits next to the news. Things were stormy back in E56,

for sure: Edge Is biased towards Sony, Edge Is

towards electronic music
Archir |
Harrison would only maka the Nintendo zealots
narier,
the Sony marketing man failing to raveal

edes? Hrm. But a five-page interviev

| even

{suffenng a funcus Tl
despit
anything about... well, anything, really.

:mo hanga

Still, the recruitment advert seeking a deputy art

| have aiways respacted Nintando. But | don't think its latest
product offering lived up to sither
expectations,” Do you think SCEA vice pre: t of Third Party

Relations Phil Hasrison might possibly have a vested interest?

B em

“A game is a far mo
and perhaps the time has come for scores fo be removed
altogether.” Edge presents its most compelling argument for
dropping scores thus far

he marksting hype or my personal

tional experience than, say, @ dishwasher,

ecial garpe

5

Janvig' first love: “There was really no game that touched it for the next 15 years or so"

110

to indulge in some seriously
crea writing: “"Edge Is offering a talented indwidual

the opportunity

join its editorial team, working in &

dronmient within the pleasant
surroundings of Bath"

But the cutest part of the mag was In hot-or-no

columin Game OnvGame Over, where Edge criticised
poor journalism in ‘Emplre’: "If blagging free games, at

elance them to Edge”. Well it would have

it Edge is biased, remember?

THE GAME is kind of like figuring out which of your
past loves was really THE ONE. There's EverQuest
which started 30 online life wasting; the marathon
RTS mayhem of Age of Empires; the brute
savagery of Doom, the obsessive-compulsive
addiction of Tetris, and of course the ever
accelerating robotic mania of Space Invaders.
These games have all claimed months, even years
of joyful productivity loss from my life. But there is
something special about your first true love and
for me it was Spacewar!. It was the original
deathmatch.

| first encountered it In the basement of the old
physics lab in Berkeley, running on an old |1BM 704

EDGE 4120

- == 880,
wenid Q00

punch card machine that took up the better part of
the room. Sometimes to boot up the beast you had
to shake a couple of the circult boards which held
a whole one bit of memory each. But once it was
running you were sucked into the fantasy of one on
one space combat, No artificial intelligence, or
should we say artificial stupidity of computer
opponents, it was human vs human, a fight to the
death in cyberspace. And like today's games there
were myriad options to shake things up like anti-
gravity, repelling borders, and rogue suns.

As for me when | emerged from that basement,
and early evening had turned to dawn, | had
glimpsed the future, and a gamer was born.



FAQ

Chris Sorrell

orrell and his team should be putting

the finishing touches to Primal as you

st works
iEvil and its seguel, the James
Pand series on the Amiga and Meaga Drive and

several Amiga/ST titles,

What was the first wdeogame you p1ayed"

What was the first computer/games machine
you owned?
An Atan 400 - the one with tha lovely membrans

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

A C64 vertically scroling shoot 'em up - written

using a typed-in-from-magazine-listing machine

code monitor,

What was your first job in the industry, and
what was the first 1h|ng you ever des:gnad?

one that made It to a com)
James Pond

What's your favourite game ever, and why?

ot particul

good with fa

How many hours a week do you actually
spend playing games?
aro |'m afraid. When less busy,

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

One of those Whack-a-C gamaes with the

hammer: "Now I'm angry!"

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

ard Spiral hard to
bly 'Being John Ma kovieh' for its ou‘[-

there oddness

Which Website do you most regularly visit?
No o s, but pernaps

ws. Plus the

Né site Mo han ot

What game would you most like to have
worked on?
MMario 64. To see how Nintendo ticks and

orks his molo.

specifically how Miyar

10f all the games you've been invoived in in
the past, what's your favourite, and why?
- Codaname:

took about ning months

I'd nave

Fobocod. It only
create, was developed with an almost bedroom-
coding meantaity, litthe axpectation of success,
and came together to be something really fun,
that many pecple seem 1o remember it

s probably a close second

“BMX XXX is disappointing. Our industry is sexist enough
without major publishers putting out puerile junk like this”

in recant timas, my favourits Gama is pro

3 shrug off convention to create

ique and Deautiful gaming expenence

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

& 't ke Ratchet, but |
loved Clank. |'ve always anjoyed platform
games, and this Is an Immaculately executed

hically it's stunning

gameplay magic’s still the

What stage is your current project at?
Primal Is at the stage where | can see the light

& tunnel and |'m just hoping it's

Which aspect of it do you think will impress
players the most?

If | have 10 say a single thing, I'd say the game’s
personality, We've put a huge amount of effort
Inta bringing our ¢ha 0 |

Icharm and deg

mix | belleve

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

An IMAX home cinema In every household, | wish
we could make game-worlds more immersiva
somehow... | think the confines of the TV screen

lara very li

Whal dlsappomts you about the industry?

1S lika BMX XXX exist

nous! h withoul major

publishers putting out pueriie junk like ths,

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

The combination of creative opoe

Whose work do you most admire?
Probably Naughty Dog - its technologies are
d the sheer focus and
5 games

o

What new gaming platform are you most
looking forward to?

PS3, obviously.

What are your thoughts on mobile phone
'gammg?

ith decent screens

5 are the norm -
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Curtis Jewell brought ip a very
important issue in retation to the differances
between casual and hardcore gamers, As It 1 the
subject of my dissertation, | thought | could help to
shed some light on the issue. One thing that must
be noted. however, is that a gamer's skill level has
very little to do with being classified within eithar
denormination, because gamers with any degree of
experience would be axpected to be better than
any non-gamer for a gamer with less experiencs),

In basic terms, hardcora gamers ane befieved
to be mare fiusnt in thelr understanding of what
rnakes 2 good gama good and what makes a bad
one bad. This is, of course, deeply flawed due
mainly to the fact that the attitude for which casual
gamers are mostly darded - that of being graphics
whores — has always been the aim of the industry.
The term has also been subject to change in
recent times and will continue to be In the future.

This does beg the question: where does that
leave the deveiopers, bedroom coders and games
collectors in all of this? They are neither hardcors
or casuals because they have totally differant
perspectives. There really Is no ‘hardcore’ or
‘casual’ in the real world, the distinction just resiges
in the minds of thoss that rsally want to care.
Juggernaut Toops

The hardcore/casual distinction continues to be a
problematic one, but the rather obvious fact
ramains that there are different types of gamers,
who appreciate different types of games. Perhaps
what the debate does show is that the videogame:
industry continues to sufier from a lack ol a

* standard vocabulary with which to discuss the

madium and ils agherents.

Your review of e Getaway seems 1o have
misread the game’s "humour’, Its humour comes
from parodying the whole mockney gangster angle.
The homage's ironic strength comes from the fact
that its charactar's have no saving graces, they are
morally repugnant thugs, not the cheekie chappies
as portrayed by 'Get Carter', 'Lock Stock' et al.

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

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

The fact that most people don't know how o
get from Hyde Park to Whitechapel is a more
fundamental problem.

Steven Gray

Right. It's not very funny though, is it7?

| was looking trroush E112 today and |
was really shocked by something | read In your
praview of Capcom's new game, PN.03. At the
end of the article it read. “PN.C3 could turm out to
be a victory of style and sheer fun over substance.
Someatimes, thal is enough.” The problem | have
with that s that | can't see how it should ever be
*enough” for a game to have substance but play
like shit. Personally, | think the way that gaming has
evolved Into an almost now completaly 30-hased
mediurm s such a shame:.

With the Game Boy Advance now reminding us
all how amazing some of those Super Nintendo
classics wera It just seems bzarre to me that 2D
gaming has pretty much been replaced by 3D
gaming. | think the twe are so different that they
should really jJust be different genres of gaming
rather than ages of gaming.

Isn't the whole purpose of gaming the
interactivity? | don't want a pretty film to watch that
| can control slightly (Final Fantasy X, Metal Gear
Salid 2). | wanl games that are fun to play
regardless of how they look. | hate the fact that
Mario, Zelda, Metroid and Sonic have all been
forced into becoming 3D. Why does the new
Metroid ook like Halo? Thay might still play weil,
but they're different and | really miss the feel of
their Super Nintendo versions: | look at my
Nintendo 64 and | hate it; | wish it never existed.

I'm not against new games: | love Resident Evil
0 for example, but | just think that it's so different to
a game lIke Probotactor Allen Rebels for the Super
Nintendo |t seems ridiculous that one should
raplace the other, | think games are gstting
graphically better all the time, but why should this
mean a step towards realism and away from
playability. | think the new Zslda game shows that

games don't have to look realistic anymore, but at
the same fime, | prefer the look of the Super
Nirtendo Zelda over this new cel-shaded look
without guestion, | know many people agree.

So why isn't there a single console In Europe or
America which isn't primarily based for 3D gaming
any more? Japan knows the markst is thers, so
why dossn't anyone else?

Nick Blackford

As for your comment regardiing PN.03, pernaps
you misunderstand our point. Lightweight,
disposable gameplay is nol always synomymous
with poor gameplay, But Edge shares your
disappaintment that the rise of 3D gaming has
effactively meant the end of 20 gaming. Recent
pames like Bangai-o demonstrate the scope for
nnovation, and Metal Slug the scope lor
refinement. As you paint oul, the Game Boy
Advance provides soma respite. Ultimataly though,
publishers are fo a certain extent at the marcy of
the market, and it would seem, unfortunately, as if
there simply isn't one in ihe west.

Re: inbox, letters rom Curts Jewell ang
David O'Connell, E119. Tha solution here is
obvious: stop piaying long, complicated games
that require time and dogged determination to
compiete and merely read the Informed opinion of
someone paid to do so. Consider the advantages
of reading something like Edge as opposed to
actually buying all significant formats and games: it
costs less than a fiver a month, takes about three
hours to compiete if read carefully (with bonus final
graphic guaranteed), the text is grammatcalty
cotrect and engaging, the amount of information
about any game or series far surpasses what you
could lsarn yourself by playing that game (and
there Is no way a single player could conceivably
play all the games featured in a single Issue). Stock
up on obscure factoids with which to impress your
friends (If applicable) and, of course, enjoy high
rasalution 20 graphics (30 if you Include the
embossing). | am sure that evan Curtls' mum could

“So why isn’t there a single console in Europe or America
which isn’t primarily based for 3D gaming any more? Japan
knows the market is there, so why doesn’t anyone else?”




bluft her way through an evening of games-related
chat by reading her son’s last five issues and
browsing a few walkthroughs

David Sorfa

At least somebody enjoyed the embossing.

In reply to my lester last month, you advised
me to realise the quality of games around me. |
had mentioned previous "definitive” gaming
experiences and stated | wanted games to provide
maore ingenuity. | mentioned the experience of
games like Panzer Dragoon, Shenmue, Super
Mario 64 the list Is long and wonderful. In reply
Edge you pointed me to this year's experiences —
the quality software which could and should
provide this year's defining experence

Unfortunately | must disagree, | have played all
of Splinter Call, The Two Towers and
TimeSpiitters2 and | am still left dissatisfied, and
wauld be even more so given that this is the climax
to the year's gaming. Splinter Cell was like walking
down a long pretty cormdor with the ability to climb
the odd pipe here and there. The Two Towers | feit
was similar. Reasonable play mechanics dressed in
pretty clothes. TimeSpiitters2 reminded me too
much of TimeSpiitters to provoke a response even
nearing the emotional. And here lies my point.

As @ tean with a life punctuated by gaming,
many of my gaming expenences are remembered
as amaotion. | recall the emotion of playing
Shenmue right through tha holiday; | recall falling in
love with MIGHTS a long time ago. Games always
nurtured my imagination. But as | approach
manhood | approach it alona, witf n emotional
gaming counterpart. Unbelievably videogames
seem to have lost their iImagination, Your
recommendations are so badly disappointing. The
enly thing | can deduce from them Is that certain
companies are learning the art of the good sequel,
and that EA is nearly making quality games. But
what about originality? Where are the young
Mryamotos (as it would appear the old Miyamoto is
even wavering with a less than fantastical and

The Getaway. Ironic pastiche of the mockney
gangster movie (Steven Gray), or a damning
indictment of the videogame script writer's art?

revolutionary Mario recently). What happens in the
next year decides my relationship with my favourite
pastime. Certain games like Wiewtiful Joe, O.TO.G/
and Sudeki have caught my eye In recent issues
and so perhaps the east will rescue my spirit next
year. Here's to a revolutionary new year, hope I'll
566 you there

David Valjalo

Edge cidn't

videogames, merely {0 a reprasantative example o

paint you to the year's defining

the surfeit of high-quality titles that were available
over the Christmas period, And though you're
correct to highlight the linearity of Spiintar Cell or

Towers, neithel

tie Is more so than

whic u rightfully praise. Perhaps you

futura |ssue.

What a great time it is to love games.
Please Edge no more letters frorm whingers going
on about how games are no fun anymorne, eic
After over 20 years of serous game playing | can
honestly say | have never had it so good. A
smorgasbord of great games to play and amazing
machines to play them on. My Dreamcast still gets
a fair work out these days and the PlayStation2
and Xbox play host to some fantastic games.

To my mind, though, Nintendo has really
scored a goal with the GameCube, The excitement
of playing the big ‘Cube games this year was not
matched by the other platforms

Duncan MacBeth

That's more liks it. Apart frormn the bit about the
GameCube, which has had a teriflc year — unless
you're a PAL gamer

Upon first hearing about large videogame
companies creating games for phones | failed to
see any real point in it, considering all the other
avalable platforms. But | have since realised that

they could quite possibly introduce many people to
the wonders of gaming.

| bought Super Mario Sunshine a few weeks
ago and consider it to be one of the best games |
have ever played, (not sure If it beats Super Mario
64 yet but time will tell.) However, when | try and
explain the brilliance of it and demonstrate it to my
n-gaming frier

cability of it and show them ail the
other avaiable games they are still unimpressed

Last wesk | bought a new phone,(Sharp GX10),
which cost almeost the same as a GameCube and
Super Mario Sunshine. It comes with four games
ready to play and you can download Pac-Man and
Space invaders among others. When | showed my
same friends the phone they thought the games
available on it were fantastic and were hooked
within a few minutes of play. These frends even
thought the price was reasonable considering
everything it does and now whenaver | see them,
the first thing they ask is If they can have a go on
my phone. This preference over Mario seemed
criminal to me, an avid gamer for as long as | can
remember, but at the same time | thought & might
actually leaa them into ‘gaming proper’, should
games companies create the right games for
phones, For example, if Nintendo released a
version of Mario for phones |'m almost certain my
friends would love it and it could act as a stepping
stone to console gaming

can't see mobile phones ever overtaking or

even coming close
1o be a very real
some fantas

console gaming but it seems

ntroduce pecple to
ences. And if nothing

ypartunity
gaming experi

glse it Is cumently more socially acceptable to play
games on your phone in public than it would be, 1o
say, take your GBA down to your local.

Phillip Copes

“After over 20 years of serious game playing | can honestly
say | have never had it so good. A smoérgasbord of great
games to play and amazing machines to play them on”
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After recently getting poed of the iatest
range of next-generation consoles | decided to re-
purchase my old favourlte, the Sega Saturn. And in
regard to your Three Kings' article | will just say
this: don't spend hundreds of pounds on one of
the new consoles with various games, DVD
handsets and the iike; just pick up a Saturn for
about £20 secondhand, with classic games for
around £9-5 each.

I've been lucky enough 1o own'a
PlayStation2, Xbox and GameCube over the last
couple of years but | can honestly say that on ali
three of the above machines | have never played a
racing game with handling or tracks as masterful
as those in Sega Rally, Or a horror/adventure
game with the atmosphere of the original Resident
Evil or D. Or a shoot 'em Up as good as Panzer
Dragoon Zwel or Radiant Sivergun. Cr an RPG
as good as Shining Force 3 or Panzer Dragoon
Saga. Or a 2D fighter as good as King of the
Fightars 57, Or a puzzie game as good as Super
Puzsie Fighter 2 Turbo, Or any action games as
innovative and down right fun as NiGHTS,
Burning Rangers or Sonic R

To put it simply, to b this good takes ages. So
pick up a Saturn and then sit back and wongder
why you didn't discover all its classic games back
In 19395, You won't regret it
Alex Gladwin

Remember kids, a console’s for life, not just for
Christrnas. But if you have thrown out your oid
coliections, than you could always look into titles
such as Panzer Dragoon Oria, or ikaruga

It fascinates me as to why some peopie
buy magazines such as Edge. | buy them
because | enjoy reading about my favourits hobby.
But so many of them carry letters disagreaing
with review scores. Now this Is the right of the
purchaser and we do all have our own views

on what we like, but saying somebody else is
wrong just because they liked or hated a game

Is beyond me.

It you too are getting increasingly bored with
today's videogame offerings then perhaps you
should try investing in an old classic like the Saturn

| don't get to play as many games as Edge
does due to financial constraints; | have to be a bit
more selsctive, This does mean | enjoy most of the
games | buy, but then | buy them because they
appeal to ma In the first place. Now and again a
game gets universal acclaim so |'m tempted to
buy it and then find it's not for me, but that's not
the fault of any magazine. Games like Tony
Hawk's, Final Fantasy and GTANI did nothing
for me, but on the ather hand | really enjoyed
Star Fox Adventurss.

It's all down to personal taste, | for one will
continue buying Edge and enjoy a good read and
if along the way you recommend a game that |
wouldn't normally considar then, money permitting
I'll give it a go and certainly won't hold you
responsible if | don't like it.

Dave Ponsford

Well quite. Edge is never wrong.

You might say that I'm a iittie lats for the
discussion, but the release of GTA: Vice City has
reminded me that no real debate ever came of
the two letters published some issues back
concerning the Vilage People lockalikes
wandering the strests of Liberty City. To the
point: I'm a gay man and have nc problem
whatsoever with the moustachioed builders and
camp one-liners,

| have it easy. I'm 17, | never had to fight for
my rights. | have the most suppartive family in
the world and people basically knew that | liked
boys before | even had the chance to sit down
and tell them, But | am not complacent. | taks
gay nghts axtremety senously and | am just as
angry as anyone at the spineiess refusal of
publishers and developers to risk upsatting their
precious demographics.

We all know that the inclusion of the camp
pedestrians was not homophobically motivated,
But | am saddened that members of a community
that has always attacked frightened censors are
accusing Rockstar of ‘insensitivity' or “bad taste,”

First, Rockstar is actually subverting an industry
that s temfied of any gay charactars in games
whatsoever. Second, why on earth can't we take a
gentle ribbing? The whole ethos of Grand Theft
Auto 18 to laugh at a society so obsessed with self-
censorship and higrarchy imposed by conformity
that the only right thing to do is to blow it to
flaming shreds - take the hundreds of blonde
women camying parody Gap bags for example.

The irony is that that the authors of tha letters
jurmped on the gag with plenty of knee-jerk distaste
but probably bought this very game on the basis of
effective marketing and the weight of other
peoples’ opinians, and that they really are wiling to
watch any old shit that they're given, This and the
fact that Edge inoffensively agreed just proves
Rockstar's paint, We cannot bear to have our
reality upset, even If our despest desire |s to wreak
chaos in it. And nobody ever complained about
them poking a little fun at the Hare Krishnas, did
they?

| am no pushover. | have had my small share of
lgnorance and bigotry as well, and | kept quiet. |
have no intention of suffering silently again. That
does not prevent me from fulfilling a most
important need to laugh at myself and my self-
centred, self-reducing reality. But a word 1o
Rockstar: perhaps a slick-dressed, glowering
Velvet Mafia wouid not go unappraciated In the
next Instalment — In the same way that the
chanting Krishnas were given their own gang in No
2. Just to show that there are no hard feelings,
hmm?
Alexander Bubb

Edge can’t help but feel that you're reading
perhaps a little too much into Rockstar's
subversive intentions. Insensitivity and bad taste
are, Edge imagines, pretty much the limit of what it
was aiming for, and while caricatured stersotypes
might be intended to subvert, thay're not always
furiny, and may not be interpreted as such by the
legions of schoolboys attracted to the game

by its guns and violence.

“Don’t spend hundreds of pounds on one of the new
consoles with various games, DVD handsets and the
like; just pick up a Saturn for about £20 secondhand”

£EDGE



You know you've been playing too much when you
attack every comer like Colin on your way to work.
And the real reason for the Birmingham shootings,
according to the ‘Dally Mail', stems back to a
heated dispute over a bout of Street Fighter

From the forum

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

Subject: You know you've been playing too
much when...
Faster Untogether

ezd {h= Edge forun

. Daily Mail’ vs Videogames: round 11
r: Chocobo-rob

corveys & similar fesfing, Any other examoies?

Postar Jpickford

Foster Mr Monkey

“In an article entitled ‘Blood Feud that Started with a
Computer Game’ the ‘Daily Mail’ explains that the two gangs
came into being because two kids played Street Fighter once”
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