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The future of electronic entertainment

ap. Bemember? The way a new game experience used to reguiarly engage your
senses, as though you had just been thrust into an entirely new and wonderful
world? Seems like a lifetime ago.

Let's backtrack a little. March 1999, a post-PS2 announcement press conference at
SCE)'s HQ. Edge has just asked Teruhisa Tokunaka (then head of SCE) whether his \
company will take a more proactive stance regarding QA on forthcoming PS2 titles given
the wormying amount of me-100 software avallable for its previous console. The retort, that
SCE isn't in a position to dictate what should constitute great gameplay, isn't surprising
What is unexpected is the dscernibie resentment demonstrated by the other journalists
present in the room. You can almaost hear them: “Whny spoll such a beautiful day with your
congtant and unnecessarily pessimistic outlook, Edge?”

Well, because of the (utterly predictable) situation the gaming community now finds
itseif in, that’s why. Because there's only so much genenc Formula Cne driving,
firstperson shooting, strategy devising, BMXing players are wiling to induige in. It was
evident, even back in 1929, that the publishing mode! adoptad by the industry’s players
was absurdly shori-termiist, stupefyingly blinkered in its outiook.

Publishers can obviously justify the games they choose to release, arguing that titles
Edge supports - Rez, oo and Frequency, to name biut three — only matter to the
magazine's audience of dedicated gamers. They dismiss those players disillusioned with
current games perceiving the massmarket as there to fil-in the dent. The thing is, as
some are only now realising, where the hardcore go, the softcore eventually follow.

Clearty it's a bigger issue involving pricing structures, retail stocking policies — even
videogame publications (which continually champion the same type of tities). But if we
don't work together to educate the masses and encourage them to sample new
experiences we can forget about videogaming breaking out of this destructive cycle,
{Relying on cansole online gaming is unrealistic given that it's not here yet — literally, as
those expecting a report in this issue will notice.) Ultimately, 'Edge tities’ don't sell
because they never get the marketing support they deserve, not because the
massmarket won't like them
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Why a generation of players is disillusioned
with the current crop of software titles...

Edge looks at 50 titles that brought dedicated
gamers this far and, crucially, how they did it

Edge revisits the first console to successfully
transport the arcade experience into the home

Pivotal Games' Jim Bambra talks about Pumpkin
Studios, Canfiict: Desert Storm and the future
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the ‘wasting our time' issue

XNl (PS2, Xbox, GC, PC)

Core (Xbox)

Bokura no Taiyo (GBA)

R-Type Final (PS2)

WWII: Frontiine Command (PC)
IndyCar Series (P52, Xbox, PC)
Giftpia (GC)

Naruto (GC)

Glass Rose (PS2, GC)

Ghost Master (PC, Xbox, PS2)

Prescreen Alphas (vanous)

Hardweare: Power Macstosh G3. G4

Software: Quark)FPress, Adobe PRotoshop, Macromedia
FreeHand, and Micosoft Ofios Typographny: (Aot
o1, Light. Roman, Medium. Bold

Prirtied] in the UK by TPL Printers Lid, Hartisbury, Wores

Fulure Games: the first cholce Tor

Edge is brought to you by Future Publishing Lid, ihe
makers of PC Gamer, PlyStatond Oitickal Magazins-LIK,
The Official UK PlayStation Magazine. NGT. PSM2, MAX,
Gameshaster

Edge r=eognizes all copyrights in this issus. Whane
possible, we have acknowhedgod the copynight Rolder.
Contact us it we have tailed to credit your copyright
and wa will be happy 1o comoct any oversight

¥ think you really know whal's bappenieg hess, don’t you?
Wiell, Il tell you something = you don't knaw shit, buddy.”

Edge is the regesterad trade mark of EOGE Interactive Media Ine. Used under licence

N-Gage revealed; AOU report; Sega and Sammy merger
Halo cheats; ice Bombermen; Atari TV Games

RedEye campaigns for EVA - the European Videogame Archive
Poole craves intellectually provocative gaming experiences
Networking - the arcade’s last hope

Retrogaming? Not Mr Biffo's thing. Not at all

Money off and free delivery — how can you resist?

Quick, before they sell out

It's 1985. Edge reviews Super Mario Bros.

Factor 5's C64/Amiga favourite, Turrican

E58 put through the rememberiser

Your chance to work in the games industry

Your opinions on the world of videogaming

Zelda. Awards. Together at last

Stegl Battalion (Xbox) Praetorians (PC)

Devil May Cry 2 (PS2) Command & Conquer:
Unreal ll: The Awakening (PC) Generals (PC)

Tenchu: Vexx (Xbox, PS2, GC)
Wrath of Heaven (PS2) The Sims (Xbox)

Kung Fu Chaos (Xbox) Bubble Bobble

Tom Clancy’s Rainbow Six: Old & New (GBA)
Raven Shield (PC) Skies of Arcadia (GC)
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Nokia announces new games platform

N-Gage brain before launching

W ednesday, February 5, on a barge on
the Thames moored by the London

Eve. and 600 journalist:

gather 1o

mpary IS insistent
0 s — will launch in time
for the Christmas penod this year, finally
providing the Game Boy Advance with a
serious rival, Or that's the theory, anyway.
& though, things are likel

In pra

somewhat di The announcement

followed by

eccably organised

Jack of all trades, master of none? There
are several add-ons to enhance N-Gage's
usability as a phone, but it almost needs

to be taken apart to install new games

playtest inside the huge Ferris whesl, but
Edge didn't see anything there to persuade
it that the N-Gage will be a serious rival to
Nintendo’s market-monopaolising platform
The system, which uses Smart Media
5 S'I—'J' .

smalier than the GBA, and lighter too, with
a smaller, vertically oriented screen. The
D-pad is useable, and while there are no
shoulder buttons, there are an ultimately
confusing number of Jaguar-style face
That's because it's also a phone,
except it's a games machine fir
Nokda, again and again

Edge expenenced thres of the system's
first games in an alpha state. Tomb Raider
is a conversion of the Pocket PC version of
the first game In the series, and the most
ssive of the three titles

Cards for software and

. 58yS

technically impr
running at around (a workabie,

S5 it I‘ln“u \Jlt o
to Lara's left and right, someth.ng ofa
problem in a game that's more-or-less all

passages

Promotiol
has some
appreciate |

opportunity to participate in a Tomb Raider
discussion forum (as alluded to by a

representative from Eidos) as a big reason
1o revisit the seve

Buying cheats for

dluring to some g
-:&:scs t strike Edge as the
onling gaming.
Publishers signed up to produce games
for the system include Eidos, Activision,
THQ, Taito and Sega. The last appears to

essence of

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

about exploration and 90-degree tums

made Nun a's decision to show it off
unfathomable, particularly as it's so easy to
make a direct and unfavourable comparison
between it and the GBA version. Kart Racer
moved better but lacked any sense of
speed and was essentially reminiscent
the leagy
appeared in the mid- to late-"20s. Still, at
least it showed off what Nokia hopes will be
the main selling point of its platform: that it
offers mobile online gaming.

Multiplayer Kart Racer was
demonstrated via Biuetooth, which worked
| also be playable online
ich don't offer native muitiplayer

s of awful Mano Kart clones that

Wi

will also use the Intermet in some
form, althougn Edge can't really see the

be the one that Nokia is most proud of,
hostage-style video clip of Yuji

n N-Gage endorsement

gunpoint. Without doubt, Sega's

titles are interesting - Sonic, Puyo Puyo
Virtua Tennis and Sega Rally are all
scheduled to make an appearance - but
their presence Is hardly a surprise, given
that its rush to console polygamy has been
akin to a starving man unleashad in a
kitchen. Nokia will also be releasing the
N-Gage SDK for free, a move which it says
will *unleash inno
which cynics believe will lead to a plethora
of unfinished, low-guality software. It's
talling that the game in the press-shots is a
generic isometric snowboarding game of
the same type that's been prolife
mobile devices before. It hardly instills faith

that the N-Gage will

vation and creativity”, but

vide, as No
, the next-i

press cornferance iIm

entertainment,

So how will Nokia persuade consumers
that it does? The TV spot (chiselled
European plays multiplayer games on his
N-Gage, featuring stylised camera
movement) offers no game footage, and is
unlikety

empt gamers or consumers who

rd gaming as | ly a bonus.
Competitive pricing may help, bu
pradictably, it's apparently something of a
forbidden topic at the moment. All the
company would say was that it has to be
prced along the lines of "any gaming device
out thera”, but also that consumers would
have to
n

unt that they are

g a phone, to0. 10 spend hail the

press confe declaring the N-Gage isn't

[+

1 phone and then to use the fact that it is as
a caveat seems curious, and leads Edge to
believe the prace will be significantly higher
than that of its main gaming rval.
In which casa the success will depand

n Nokia's publishing no ity to

ersuade gamers that mobile online gaming

offers an expenence sufficiently devsioped
aver the GBA to warrant the extra cost
There is no doubt that Nokia Is absolutely
serious about this; It expects sales to be in
the milions, and promises massively
multiplayer games and online event gaming.
But its last attempt at convergence - the il
fated MP3 player - falled spectacuiarly,
the feeling among the gathering at i
wheel was that Nokia doesn't know enough
about the games Industry to avoid that
happening here, too. "Snake captured the
imaginations of millions of pecple over the
world,” declared a slide at the event pre-

e

Ferris

ting those accusations. But that was a
game on a phone; this is meant to be a
or gaming, and Edge isn't

sure Snake v3 is going to be enough.
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AOU disappoints again

Even compared to previous years, the annual coin-op exhibition managed
to plumb new depths, offering little cheer to arcade aficionados

Konami's RPM Red (above, top)
and Sammy's Atomiswave

n recent years, dispatches from the annual

AOU coin-op exhibition have made for
increasingly deprassing reading — even more
so than JAMMA, which takes place later in
the year. This year is no exception, with the
coin-op sector providing yet more evidence
that it has reached a nadir of creativity and
enthusiasm. It would be tempting to argue
that things can surely only get better, but the
Coin-op sector has a depressing recent
history of proving optimists wrong. Once
again, Sega was expected to show some
promising signs of an arcade resurgence,

but even though it was undoubtedly the
most dominant publisher at the show, it did
little to mitigate a sector firmly rooted in the
rums.

Indeed, the plight of the company's
consumer software divisions seerns to have

started to encroach upon its traditionally
strong coin-op presence. Though Sega-AM2
arrived with Virtua Cop 3 there was again no
sign of OutRun 2, though it is to be hoped
that it will be unveiled at JAMMA. Meanwhile,
Hitmaker's Avalon no Kagi (Avalon's Key)
attracted a lot of attention and OverWorks
revealed its very first title for the arcads,
Dragon Treasure. By far the most notable
appearance, and one of the faw n
attending ADU was that of Amusement
Vision, which was showing off the latest build

ion

easons for

“There were two newer trends — a sizeable
proportion of attendees from other Asian
regions and a drive towards simpler games”

Unsurprisingly, Sega was the most prominent coin-op manufacturer, with Hitmaker's
Avalon no Kagi proving popular, but the trend was for low-cost cabinets this year

nn
(e

Though the usual round up of major manufacturers were present, the number of exhibitors
was down, as was the amount of floorspace, reflecting the troubled fortunes of the sector

stood out, featur|
and a moving seat to simulate g
turning (though this can be switched off for
gueasy pilots fi
GameCube memory

reader. While the gameple

be much mare polished come the game’s

commercial release, the AOU version was

hampered by oversensitive handiing. There

y will presumably

was also no limit on the use of the turbo
function. As it is located in the centre of the
steenng whes!, it requires constant
contortions, particularly as ancther handle
needs pulling specifically for special actions
and jumps.,

The combination of GameCube memory

card and arcade IC storage card wil
ultima
vehicles from the home consumer version,

ly allow players to impaort customisac

and save impressive results and
performances. Meanwhile, passwords wil
enable rankings to be unlocked online.

Taito's Battle Gear 3 proved more popular
at the show than Namco’s Time Crisis 3



In terms of mx

30 vehicles, or nstworked play for up to four
players, and there's a Time Attack option

Aside from Sega and ~Zero

cancel the coin-g

e

Stars and reveal that

n has been tarmir

% times
with the likes o

no Shiro 2, thol

o

ng
as RPM Red

Jdpanese L

eightplayer link-up

cars an

In general though, there

gxhibitors than in p

exhibits — N £ =0
any Coin-t
there were a coupl
as well; a sizeable pr

F-Zero was the main reason for attending
AOU, but some work is needed on the
handling before it's released in May

with a cartridge




Sega and Sammy surprise analysts with news of merger

But internal opposition to deal with pachinko manufacturer may pave
the way for Electronic Arts or Microsoft to step in as white knight

The potential merger caught everyone by surprise, and it isn't yet clear as to what will
happen to Sega’s various development teams - some may even have to close their doors

15 financial
state of the fallen hardw
dlso prompted speculation tha

giant, but nas

the

enable the
afrog Konami, currently the

company may now be perceived as an n, of £2 billon) wou

attractive takeover target by several other
big name publishers. Sorme indication of
axactly how much of a surprse the
anncuncement Is the fact that leading
Japanese videogame magazine "Weskly

Sega COO Sato Hidekl to speedily find a
new owner, consequently taking analysts by

“SINE 03139181
oaa

surprise

This determination to get a deal dane

reflects the desperation of Sega's financial

Sammy

my President Satomi would the deal represents a relatively cheap way of
and though Sega’s

ymparable to that of

expanding the basis of its revenu

The deal really could spell the end of the
company that produced such gems as
NiGHTS and the various Sonic titles Sammy when the anr

time when the pachinko and pachisio
markets ar

ment was shrinking, with many parlours
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closing throughot
company to e

ugh these rumours have

ve impact of

t on the shares of

Lnder-performar

EA meanwhile has been known (o be

gathering togett

acquisitions in recent manths — lea

specuiat

and

a number of

Clockwise from top: F-Zero AC, Rez and Guilty Gear X; it's clear where the development
might lie between the two companies, though Sammy is financially the superior of the two

“If Sega isn’t wholly acquired by Sammy,
it may even be broken up, possibly by a
partial bid from EA or from Microsoft”

id from EA which is only likely

mean the

shame

sunivied In recenl years
And if Nif

UG

viCeogame ancien regime



Gamehotel gets off to a good start

The first in a series of international events and conferences devoted
to games and digital pop culture takes place in Paris

ant ieaasa

mmit on games culture, took

placa in Paris in late January. Conceived by
the innovative new-media label TNC
netwark, Gamehotel brought together a

vibrant selection of inte:

s tees braved the
winter night to witness this intimate
Inaugural
ind Japanese rhythm games and new
eless games. Kirl Matsuura,
b-Ribbor

ich was jointly-themed

co-designe

and PaRappa the Rap

headed the list of attending |
sined by Edge’s
Poole and the edito

who we

artis nd develop

Rez-creator Tetsuya Mizu

Maoijibriban in on, and

proviced a nveting

o her sparkling

ach to character design, with live

of an already converted crowd.

Also from Japan, but from outside the

. came Devilrobots: guirky

esigners devoted to creating simple and

eccentric characters such as the

)
Hr./‘l'

A
A
I‘;;»u.r)_-l.’f;Jun..
v
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.
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Away from the commercial constraints of so many other events in the videogame calendar, the inaugural Gamehotel event offered some
moments of rare cultural insight and a roster of interesting guests, including Edge columnist Steven Poole and Kiri Matsuura

davelopment st ieu Castell's

quietly gained

sending o

ation of Solid Snake's
bad hair. It mattered little who Kiri with

axities) Majibribon as it happens) because the

0

competition gave a brief but unigue

demanstration of humilit the

participants; furthering the intended cause

of the organisers to senously reconsider

utes inwhich

night proved engaging, with the diverse mix
chosen of French, English and Japanese speakers

)| strategies mingling comfortably with each other. This

assembly of disparate luminaries — all with a
ment to an open-minded approach
— was perhaps Gamehotel's most valuable

Y

and enduring achievement, creating a

freshing and exuberant study of

contempaorary games culture without

zedless acaderr

argon or an overtly
commercial agenda, Even the near-barbaric
lack of refreshments falled to dull a

Jerable vitality that the arganisers of
E3 and ECTS might look to emulate.

For more information about future
Gamehotel conferences, visit

www.gamehotel.nat/




SP gets off to flying start in Japan

As European gamers await Nintendo’s stylish new handheld, Japanese parents
brave lengthy queues and winter weather to get their hands on one

After the limited edition Pearl White SP, the most popular model was the Silver unit

Metroid Fusion and Final Fantasy Tactics
Advance each profited from the surge of

interest in all things Game Boy as the SP
unit was launched, and sold out, in Tokyo

among parents who braved long queues and the cold winter air on behalf of their kids

Tr'--:Jg* it has yet to amive here in the UK
the Japanese of Nintendo’s

BGame Boy Advanc
hitch, Which in some ways was a surprise.

SP went without a

Though sales of the original Game Boy
Advance react

end of 2

d new highs towards the

Nirtendc
disappomnt jied to carry forward
momentum « nomenally succes:
Game Boy Color, and a complicated
precrder system limited the amount of in-
store buzz and undermined launch day
sales. With the Game Boy Advance SP
being reles

of Japanesa pricing at least) ¥1

ed at a relatively steep (in terms

e70)

there were initially doubts abx 3 brand
wisdom of offering such a barely
differentiated (aesthetics aside) product, and
preordsrs wera relatively low.

Such doubts were swept aside come
the morning of February 14 as sizeable
gueues began to form all over Tokyo. As

n Akihabara to m
wouid get hold of Nintendo's frontiit
console, though the majority of more
sensible shoppers only tumed up a couple
of hours befora the stores opened,
choosing not to brave the harsh wintar
weather. On averags there were queues of
ople scattered around
Tokyo's gaming district, and most stores

sold out of thelr allotted units in less than

45 minutes, with the major chains ssling

through predrder schemes.

Metroid Fusion and Final Fantasy
Tactics Advance turned out to be the major
software beneficianes of the launch-day
enthusiasm, while in terms of hardware
popularity, the Silver model sold out first,
foliowed by the Black and then Blue models

Vite Final Fantasy unit, limited

o just 50,000, having been sold within ten
minutes of a preorder campaign earfier in
the month.

Though Nintendo has recently unvelled
a more edgy, adult, advertising campalgn
for the device in Europe, the Japanese
aunch was charactensed by a strong
sarents, buying the device for
their kids who were at school — including
several unfortunates Edge spoke to that
hadn't been fully briefed about the price of
the unit. And as the 500,000 units available
at launch began to run out, panic started to
rise, with desperate shoppers running from
store to store in the increasingly futile hope
of getting hold of one,

To put the success of the launch into
cortext, it came & week after Sony had
launched its own repackaged PlayStation2
in metaliic hues of pink, silver and blue, but
such a successful launch had not been
seen since the onginal PS2 launch, and
apparantly took Nintendo by surprise
udging by the apalogy that the
company issued 1o those unfortunate
enough not to manage to buy a GBA
SP at launch
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ICDC boosts graduate prospects

First batch of Digital Games graduates
earn their industry spurs

Q s students across the country begin to
apply for university courses, the first

Centre for Digital Content is a partnership
between the Learning Methods Unit and the
School of Media, Critical and Creative Arts

t Liverpool John Moores Univarsity &

The main emphasis of the one-year
post-graduate course is on game art,
character animation, game design, theory
and production, and gives students first-
hanad experience of working on team

It's unusual in that there is also a

The MA in Digital Games is headed by Simon Redman, but also features input from
Matthew Southern, with whom regular Edge readers and GDCE attendees will be familiar

SgN t e

the computer to develop de

t's not just about acquiring software -
though the course is also dedicated to enthuslasm for videogames fairly typlcal: “Following on from the course, the course, Neil Massam of Eutechnyx
turning out graduates with workplace skllis. Perhaps the most important aspect of | joined Evolution Studics as a 3D Artist states, “The true value of the MA Digital
For anyone thinking of signing up to the the course, which has been put together by working through the full development period Games course became apparent once |
course, students come from a variety of Siman Redman is the succes the ased WRC If Extreme, | started working echnyx. Rather than
backgrounds, though the majority tend to y made lead artist on WRC spending a le
come from discipiines such as fine art Cthe duates include Dianne n-house training, | was able
architecture, set design, product design Botham, an izame Creations o my team on |
llustration and textiles. Successiul Gyanam O'Sullivan, an artist at within a very shon period of time.”
applicants will obviously need to Codemasters, and Louise Andrew, an artist More information can be found- at
demonstrate a genuine knowledge and currently lead artist at Evolution Studios, is at Acclaim. Summing up the strengths of www.icde,org.uk/magames

AN

The images on this page are just a
selection of the artwork produced by
some of the students on the ICDC's
Digital Games course. Many have gone
on to acquire coveted jobs in the industry
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Dolby unveils new su

GDC education sessions just part of three-pronged @
to enforce ubiquity of Dolby’s audio standards

ollowing last issue's summary of the state
F of videogame audio, Dolby has marked
the first few days of GDC with several
announcements designad at making it easier
for game developers to impiement surround
sound in their games ~ whatever the hardware
platform. As well as sponsoring educational
sessions at the event, the comparny has
introduced a new programe to bring Dolty
Digital 5.1 audio to PC developers, and has
unveiled a new Pro Logic || software encoder.

The new SurCode software encoder Is
designed tc

Logic Il technology is integrated int
Created by Minnetonka Audio, it allows game
developers 1o easiy encode highly realistic
ambience and surmound sound affects in game
software, and will soon be available for
purchase as a standard Virtual Studio
Technology (VST) plug-in and as a stand-alone
oder for the PC.

The PC Game Developer Program,

meanwhile aims to equip developers with the
custom support, tools, and resources 1o allow
the easy implementation of Dolby Digital 5.1
What's more, it's free, and will allow
developers to take advantage of recent
hardware developments, like the nVidia
nForce2, and a pilot version of the progran

nas suppo

ad the inclusion of [

olby Digita

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

tec oc)\,';g.rl i aral recent PG litles, such as
An ‘s Ay, Uinreal Taumament 2003,
and Delta Force: Biack Hawk Bown,

Finally, there were educational sessions at
GDC gwven by Jack Buser, manager of game
developer relations at Dolby, among othars,
who had this to say; "We have free sumound
sound solutions for every maior game
platform, and offer a variety of development
options to suit the ndividual needs of game
developers, There are over one hundred
million homea receivers sold that can decode
Doiby Digital or Dolby Pro Logic Il games,
including some very affordable new home
cinema-in-a-box systems, Gamers have come
to expect multichannel audio in games.”

Expect a full GDC report next issue, For
more information regarding Dolby ir
games, visit www.dolby.com/games

DQeoEv)

SURROUND
Pro LoGic nfl

‘—__T

DOLBY |
DIGITAL

Dolby's mission to educate
developers at the Game
Developer's Conference has
been enhanced by a number
of other endeavours to make
it easier for games to take
advantage of the company's
surround sound technology

Dead or Alive Xtreme Beach Volleyball Xbox Tecmo. In-house (Team Ninja) 8
Hajime No lppo: The Fighting GBA ESP | Treasurs B8
SimCity 4 PC Electronic Arts Maxis 7
Taiko No Tatsujin P2 Namco In-house ¥
The Mark of Kri ps2 SCEE ‘SCEA 7
Phantasy Star Collection GBA THQ Digital Eclipse 6
1GI2; Covert Strike PC. Codemastars. Innerloop Studios 5
Impossible Creatures PG Microsoft Aslic Entertainment 5
- gy i 5

GBA S

Ps2 4

P2 4

Xbox 2

DoA Xtreme Beach Volleyball Hajime No Ippo: The Fighting
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Tracking developments in development

www.naturalmotio

Cheaper than motion capture and more flexible than keyframing, Natural
Motion's Endorphin offers a new approach to character animation

O ne of the bigaest p
d pears (s getting the be

Another example of interaction with
props is this knight, complete with
shield and sword, who comes to grief
thanks to a well-aimed cannon ball

One of the neat touches of Endorphin is the strobing visualisation tool so animators can see
the effects of adding forces to a character. Natural Motion sees it as a very practical solution

In the “fall' behaviour, the model will
launch himself over the edge of a cliff
and try to minimise its air resistance
while falling to its certain virtual death

ompany knows a lot about any part of the model

hurnan motion and biomechanical be gkillsat,"

exarmple, an animation could begin wit

In this respect, one

mect
an as hand
mation. The other main a 5 that

Endorphin ships with 40 character
behaviours, which animators can
modify by manually adding forces to
any part of their models’ skeletons, or
hand-animate moves over the top

‘ potential - and not just within the games characlers Dat or pull

5 keen to an

1 ncustry — Natlra omewhat

his arms off,” say

efined part of development . grin. “Gam

ot ks funct v For

Taken from a ‘Titanic'-homage demo in
which characters slip down the sinking
ship’s now vertical deck, Endorphin-
animated characters can also interact
realistically with thelr environments
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Hatching the new breed
b =
Veteran graphics company NDL is looking to breathe new
life into game development with its Gamebryo toolkit

here's little

roling out ne
Flattorm and Studio

competit

ertainty not

apal Hil, North

ving that

Rob Denton

A shiny reflective floor, sharp shadows and electric lighting are all in place for NDL's demo of
its new Gamebryo graphics technology. The company plans to challenge Criterion’s leadership

Austin, "t

unction of alo

Dacking, v have haard t our technology, peoy:
mindset and capabiiies. All o Ires in
both Mici Samebryo take us what we've e

ned ke a

Jamenryo,

Canference, we've been that bad, but

marketing strategy, or as Austir d maet of our energy on the as a "pluggable tools architectura”

v, AS a resull, not enough people specifically designed

wve actually have a m elopers to

acd therr custom feat

strearmiined scene graph a
modular collision system, decreased load

times and a smaller memory footorint.

"‘Developers don't want a development

on them.” One forthcoming game using NDL's Gamebryo technolegy
is Codemasters' ambitious and massively multiplayer
Dragon Empires. Its full and dynamic weather system
shows something of Gamebryo's enabling qualities

BMANCNMENT SIrUCtUre Imposed «
1 build

Irrational’s Freedom Force (above) was one of a clutch of successiul PC games powered by
NDL's Gamebryo technology in 2002. Another example is Mythic's Dark Age of Cameilot

wing up fast
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=32 Combat 3v01v3d

US: It's probably not what Bungie was thinking when it added the
obligatory sublitie but, thanks to industrious Xbax hackers, the
Halo combat experience really is evoving. Edge isn't tallkng abow
XooxConnect, the PC routing software that aliows muitipiayer
Halo across the Intemet, but a homebrew Halo patch thit doss
substantially mare than just make the game playable — and yes,
Edge is looking at you, Unreal Championship. The patch, which
can only be applied if you've got a chipped Xbox, offers both
invulnerability and infinite ammo, standard features which recall
classic game trainers of yesteryear. Other additions are slightly
more Imteresting; one shot kil lets you down Covenant transports
with a single pistol shot, and Super Jump and Fall Guy allow you
1o reach prevously inaccessible areas of the landscape, But it's
the Bump Character option that's truly, truly amazing. Switch it o
touch an enemy, and you'll possess their body - Marine, Jackal,
Elite, whatever. Living ife as a Covenant s cute enough, but
driving a Wraith? Dreamy. Check the video here:
httpx//halo.bungie.org/misc/hackinhalomimors. html

e Smart AM3 has the answer

Japan: Perhaps deoding that the SP is just too sleek and nice
looking, even accounting for the chunky headphone adapter, tec!
dasigner AM3 has come up with a clunky add-on which blesses
the GBA with Smart Media support. *Big deal,” cry the cynics.
“Weal, uhm, maybe.” responds Edge: SMC allows publishers to
sidestep the often prohibiive nature of cartridges, and create
more disposable content (comics, anime, and music, for exampie
for the handheld, This is something that Gamepark’s GP32 does
vary well; a factor which probably hurmied the denvice's progress
along a little — that, and the fact that Toshiba, a major stockholder
in Nintendo, makes SMCs. Cards will support up to five hours of
audio or 24 minutes of full-screen video footage, and the
company hopes to provide ‘download stations' for content in
public places. The system will be shown off at E3, with distributic
beginning in October. A European launch is planned for 2004.

Soundbytes

was very stupid of me. | will not
... | had obviously turned off the
sound.”

Norwsgian MP Troud Heldleland comments to Reuters after beng
caught playing a wargams on his Pockat PC duing 2 debats on irag

“My only real test drive came after I'd
signed the papers. That was a lot of
confidence in a computer game but | was
pretty familiar with the Jeep technology.”
A rew owrer of 2 525000 Jesp explains why he bacame one of 86
piayers 1o buy the Wrangier Rubicon after expeniencing an onling dermo

“It's bizarre. We have to detel
veracity of the child’s state

Poiice captain Ron Van Nuys of Trip,
& six-year-old boy that his babysitter had locked him in
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Japan: Dam, missed it by oneissue. Oh well, heres e |
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A meeting is In progress. "You, give me the report.
Yes, the one in front of you," says the stern CEQ.

1

Author; Richard Morgan

Publisher; Gollancz
ISBN: 0 57507324 1

i
i
¥
|
1

| The employee begins obeying when, suddenly, asif |
| possessad, he crunches itinto aball. !
&

i'

“. \
DIAMOND D®esS, | "Here we gol" he screarms adopting (DoA gir)
TURQUOISE DAY | Kasumi's voice, and promptly launches the report.

Author; Alastair Reynolds
Publisher; Gollancz
ISBN: 0575 07526 0 :

W

“Ill get it," says another mah in a woman's voice
before throwing the ‘ball' across the boardroom.

Site: Noiz2 Applet
URL: wwiw.asahi-net.orjp/~CS8K-
CYU/java/noiz2_e.html

ey ekt o Y roomih

E120's tmewasting Shockwave experience,
Zookeeper, was Inensely addictive but essentially
sedate, In & fufly puzzie kind of ey, Noiz2 is its
exact opposite - hearl stopping and aggressive,
but just as unrissable and inflratingly addictive. A
 vetically-scroling shooter with graphics so pared
down thar they barely exist, the game offers 11
Ievels of hypriotic {and Increasingly fidiculous) bullet
pattems for you 1 nimbly fick your pointer around,
There is rothing more to it than that, ofher than a
solid soorng system and an inevitahie feeling of
Inadequacy on the part of the player Enioy.

\ ' .
| Seems like a perfect time for an interlude of game

) s
| “Now it's your tum," says the CEO, You've guessed
} it he's adopted a female voice, too! Crazy.
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5 plagiarism a criminal offence? RedEye is playing

Sticky Wicket, BBC Sport Online's Flash game to

celebrate the Crickat World Cup. It is a carbon
copy of Dorkey Kong, only with sharper graphics,
cncket-themed character design, and an analogue
jurmp. Three things oocur to RedEye in sequence: i)
That Donkey Kong s a damn good game, i) That
rmany Sticky Wicket players won't be familiar with the
original, and ii) That most of those who've played it
recently will have done so liegally, through emulation,
and thus are damned to spend eternity having their
pirate asses spanked by ELSPAS overord, Roger
Bennett. Criminals!

Weep for victim Nintendo. They schooled the
kids to catch ‘em af, and by God, it certainly worked
In ther favour. Miaybe it kept them in business, just
ike Halo gave the Xbox a chance and the PS2 might
not have beean in the postion it is right now without
GTAN. We'll never know how that game changes

our history. But Pokarmon did play on a natural
compuision to coliect and organise, developing it to
feverish proportions. Gottacatch'emall. Gotta keep
daddy Mano in princesses and mushrooms.

But “catch ‘em all” doesn't have a caveat. l1's a
demand, and just as applicable to Game Boy titles,
Firated ROMs are no longer the eclectic mndorrily-
named tablets of old, but regimented, sequentially
numbered thrills created by amateur archivists. And
because they're numbered now, they're collectable.

The wdeogame industry has a curious
relationship with emuation. On the one hand we are
always told that ROMSs are a bad thing, that they are
piracy and that owning them without owning the
original cart is a lot ke, well, you know, homa taping
and so on. But RedEye's yet to meet a developer
who doesn't appreciate the beauty of Xbox MAME,
or a games journalist (who cares about games) who
hasn't got & massive collection of emulated software
somewhere on their writing maching's hard drive.
Besides, there is an argument for emulation that
goes above and beyond the need for entertainment
There is a histoncal need for them,

If you want to read an old book you can go to
the Borary. Ifit's not there, you go to a bigger fibrary.
There will be a record of it somewhere. If you want to
walch an old film, you can buy or rent it. If you can't
find it in the bigoer stores, there are always the indies
to try. And if you can't find it there, then there are

historical archives, But if you want to play a really old
videogama, for nostalgia or research, you have very
ittie choice. You can wait for it to come up on eBay,
YOu Can scour car boot sales, or you can screw both
options and downiload it from amateur retrologists,
who sgquimel themselves away in the darkest comers
of the interweb, scared that the copyright police wii
come and lay the smackdown on their diligent work.

It's @ mess. But rather than just whine about it,
RedEye's suggesting a workable soiution, and telling
ELSPA that doing their job properly isn't just about
toothiess age ratings or shouting bullish nonsense
every fime someaone suggests videogames might be
too expensive. We are meant to be a maturing
ingdustry, so let's have a little respect for our history,
and let Redeye introduce a soon-to-be-registered
chanity: the European Videogame Archive.

EVA's mission statement wouid be to produce a
complete record of every videogame ever produced

REDEYE

A sideways look at the videogame industry

creatad, and published in Europe. It would also be to
archive a hard copy of every game, along with
copies of design documents, sketches, and — where
released by the author — source code. EVA's physical
presence would initiadly be along the lines of a
research [orary, with resources accessible to

look good (ELSPA, TIGA, publishers, the Biritish
govemment), EVA would not make a profit, but
would certainly prove as popular as, say, the  V
Museum Of the Moving image (MOMI) in New York,
or any publicly-funded historical archive, Expansion
would bring a larger museum, more focused
exhibitions, and here's a stroke of gimmicky genius.
While &l originals would stay within the confines of
Evia's pixel-shaded walls, If visltors wanted to take a
copy of a game home with them, they'd be
welcome to. EVA would have a small backroom
whera any existing game could be copled, tape-to-
tape, floppy-to-fioppy, even to blank cartridges. A
printer would clone the covers and labels from scans
of the onginals, adding a disoreet EVA logo
somewhere. Cost? Nominal, matenials, plus a
gratuity for the copyright hoider and EVA. You could
walk in and buy a brand new 2003 reissue of Jet Set
Willy for a quid. Geek gift heaven

S0 what's the problem? You can't buy these
garmes any more; No major retailer stocks them
second-hand; and the paople who go to boot sales
and backstrest retro shops 10 seek them out wart
originals amyway. It's not devaluing anything, just
providing people with an opportunity to revisit old

“EVA’s mission statement would be to produce a complete record of
every videogame ever produced, created and published in Europe”

members of institutions who paid its membership
fee; universities, developers, publications, Indviduais.
Anything stored electronically could be requested
and deliverad electronically. But for the real
experiance, one would have to visit EVA in person

EVAs bullding would be genthy it and filed with
quilet, soundproofed booths, Visitors would select
games on terminals and book siots to use hardware
of their choice. When thelr turn came, they would
have a garish game box thrust into their trembling
hands, and be directed towards the appropriate
machine. No amulation thers; it would provide the
ful expenence. They would have the tedium of
waiting for a game 1o load, the pain of switching
cisks and the exhilaration of jamming fingers in the
cksk drive 10 jinx the software into working.

Funded by membership, sponsorship, and
chantable donations from parties with a vested
interest in making the European software industry

games as they were infended. So who loses? At
worst we would have a static record of what we've
done; at best we're educating people, ndicating to
the general publc that this isn't a craze, ts an art
with a history and a future. The path that the
videogame is taking is continually branching, and at
present, that path is only being archived by
amateurs, by the underground, and our reward to
them s potential prosecution, We can curse the
piratas as much as we want, but In 20 years’ time
those perfectly labeted ROMs will be the only
coherent record we have of what we've been doing
Fokemon may have aflected the direction of gaming,
but only as much as hundreds of games from
throughout the 20th century. and leaving any record
of that to chance is really, really criminal,

RedEye is a veteran videogame journalist. His
views do not necessarily coincide with Edge's
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n the dark, cold days of the year's beginning, with

the release scheoules looking threadbare and a

stack of me-too firstperson shooters, galy
tottenng, discarded, next to the console stack, the
videogame soene can appear bleak.

Relief from the tedium can come in many ways. It
can come from attending the chilled-out Gamehatsl
conference in Paris (see p12) and being enthused by
the creative joy and wackiness of Japanese character
designers Devirobots and performance calligraphy
from Majibribon designer Kirl Matsuura. Or it can
come from an addictive Shockwave game, such as
Junkbot (www.lego.comvbuild/junkbotjunkbot.asp),
a briliant marmiage of Lemmings with Lego. Or it can
come from idly contemplating videogames of the
past and remembenng a flash of weird brillance that
is due for reappraisal, a kind of siumbering spirt that
ought to be reawakened for the good of the industry.

R S

In the early- to mid-'80s, a small Bntish sofico
called Automata produced perhaps the most avant-
garte videogames ever ssen, Aimanis (1982 wasa
Iurid text adventure hosted by the Pi-Man, a hideous
creation whose head came off when he danced,
grimacing, across the screen, and who talnted the
player with psychedelic laughter and Insults. The
experience was renderad more confusing by the
requiremeant to move, not in the usual north/southy
east/west manner of text adventures, but according
to the 12 directions of a clockface. The object of the
game was to discover, by means of some extremely
cbscure clues, the location of a damond-encrusted
golden sundial worth £6,000 that the programmers
had hidden somewhere in Britain, and thereby win it
(Eventually, three years after the game's release, the
sundial was found by two intrepid gamers in the
mauth of the chalk white horse I Sussex.)

My Name is Uncle Groucho, You Wina Fat Cigar
(1963) followed, and the prize was a trip for two 1o
meeat the fim star whose name was subtly encoded
somewhere in the game. The game required you to
explore buildings in maior US cities, controling a
wisecracking, stick-figure Groucho Manx. Groucho
and Pimania were games that didn't talk down to
their audience but reveled in the pun-happy intellacts
of their creators, Me Croucher and Christian Penfold.
They boasted homendously ententaining rock songs,
with lyrics themed to the games, on side B of the

cassettes, They were crudely animated and
programmed in BASIC, but they were unique
expenences even in those more expenmental days.
And then came the studio’s masterpiece, Deus
Ex Machina (1984), a compsliing Orwelian nightmare
requiring the player 1o breed a humanoid organism
out of a mouse dropping and negotiate fife's hurdies
of Defect Police, sex, politics and increasing physical
decrepitude. Effectively a senes of strangely
philosophical mini-games, Machina was designed to
be playad alongside & synchronised tape-recorded
soundtrack that featured the vocal talents of Jon
Pertwes, lan Dury and Frankie Howerd, along with
dark prog-rock soundscapes of Croucher's devising.
It was the videogame version of a concept album. |
rememiber piaying it at the time, and finding it bzarme,
confusing and sometimes just oull, but it was also
hypnotic, fascinating and totally new. Some day, |
assumed, all games would be something like this.

TRIGGER H

Steven Poola

And of course, they aren't. Cccasionally a game
surfaces, like Sega's Seaman, which seams 1o owe
something to the aesthetic vanguard of Deus Ex
Maching or Croucher's subsequent experiment in
language-parsing artificial intefigence, ID. And then it
vanishes without trace, Mel Croucher has tumed his
back on the industry that grew into bilions of dollars'

begins by being refreshing and challenging in fts very
‘adult’-themed action and language: as the bodgs
pile up, and you realise that there is no other way to
complete a mission than to make sure you'rs the last
man standing, it becomes increasingly joyless.

Even when it's not about spraying ammo ke
there’s ND tomaomow, your average wieogame
expenence grabs you by the collar and doesn't et
go, ordening you about, telling you to do this and then
that, and condescendingly offers a new toy or cut-
scene as one gives a dog & traat for performing
tricks. The player's role in contributing to the
experience with his imagination, or the cppartunity to
interact thoughtfully with something that is inteligently
designed, s all foo rare. What the Automata osuvre
rEpresenis, & the kind of videogame that sn't really a
game — at least not as we know . It's not really a
game because it's fres from the clichéd
micromechanics of chalenge-reward. It's not really a

game because it values language as much as
wvisuals. It's not really & game because it's an
ntellectually provocative experience, rather than an
adrenafine-soaked race through repatitive tasks.
Flashes of these qualties are recognisable from
time ta time in today's games. In Shenmue (for all its
faults), or lco (despite the assthatically incongruous

“There are still people with the passion to extend the possibilities of the
videogame form, a refusal to be satisfied by what rules the market today”

worth of coporate manketing; he now nns an
intemnet brand consultancy business (www.my-
reputation.com). But what might it msan for intrepid
modern designers to track back through the historical
jungle, find his overgrown path, and iry to extend 7
The Automata games represent the continuing
possibiity of a style of videogame that doesn't just
depend on brutally defined short-term goals, such as
go there and/or kil that, In fact Croucher evinced a
sirong opposition to vickent games in any form. lan
Dury's character in Deus Ex Maching at one point
intones, “Kiling is wrong, even pretend kiling. And
pecple that sell violent games to children should be
put away til they get wel again.” We don't have 10
take such a stem moral stance to recognise that
viokence in games rapidly becomas menotonous,
especially when It is the only form of interaction
avalable to the player. The Getaway, for example,

EDGE ¥

twitch elements of the combat), the spark continuss.
In the minefield-strewn landscape of ‘interactive
namrative’, too, thers &5 evidence, as in the haunting
Shadow of Memones, or EAS unhappily doomed
Mesjestic, or Quantic Dream's intnguing work-in-
progress, Fahrenhedt, that there are stil people out
there with the passion that drove Croucher, a passion
to extend the unmapped possihiities of the
videogame form, a refusal to be satisfied by what
rules the market today. Whether they succeed or fail
In making excellent products, the attempt should
aways be applauded]. Look at the pile of well mads,
safe, utterly genenic ‘next-generation’ videogames on
my carpet. it doesn't have to be ke this.

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




he cther day, the ACL Show tock

place. It is the second biggest arcade

event after JAMMA, |'ve been
developing a game in collabaoration with
Mintendo, and at last | was able to present it to
people. | was so refieved It had good
feedback. In fact, it took first place in a show
pall, so it was a great event from a personal
perspective. There were problems — fewer
makers and fewer products — but something
glse stunned me this year; the incredible
popularity of the network feature. This has
happened so quickly; arcades linked together,
online ranking and |C Cards all over the place.
Today's arcade has changed dramatically and
that makes it very difficult for the games which
don't have these features. | took this into
consideration while developing F-Zero AC, and
chose to put the Card and onling ranking

your game design araund. This should be the
starting peint. Then you can think about
whether the network feature is something
gamers will pay extra for. But with network
gaming, this order is Upside down. People are
starting with the idea of “Let's use the network
feature” and that makes me really worried.
Dan't misunderstand me — | believe in network
gaming, but only when it's used comectly. |
also think we can get a real arcade boom from
it, but we need many tities based on it. By
that, | mean that we need lots of network

games, not games with a network compaonent.

Indeed, we need to think of new, exciting
uses of the network feature, so Lsars actually
feal it's justified, and have fun with. When this
new idea has an impact on the industry, other
makers will begin to use it as a base for their
own developmeants. They will take the idea,

$AV OUT

feature in the game. But | didn't think this
would happen so fast or be so widespread.

So why has it happened? The most
commen answer from people on the show
floor was, "There is nothing else new
happening in the arcade lately, so network
gaming has become the focus of the entire
industry”. | understand that. It is always better
for salesmen to have a key point to sell. But
sometimes it feels ke developers ars
forgetting the content. Some people at the
ACU show questioned the sense in having
network features in certain games. Others
didn't seem worried which makes me mora
concermed. Because using a feature just
becausa it looks cool, when conditions for its
use and marketing aren't ready gives a false
image of that feature, right?

MNow, on to the idea of network gaming.
The infrastructure is thare, and this is surely the
key factor in the network boom. But people
should look back at the Dreamcast in the
horme consumer market, It is a good example
of a good thing which went wrong, and the
same thing is about to happen in the arcade.
People are rushing, jeopardizing all the current
afforts. The game design process should
begin with thinking of a cool feature to base

and combine it with their brand image and
their game-making philosophy. This new
wave of software will trigger the boom.

For example, Sega’s bike racing game
Hang On became an instant hit. It was the first

fried to find new, fun ways to bring
competition to the arcade. Games were now
designed, not as fighting games, but as Vs
fighting games, and players were acquirng
new skills to enjoy them. Virua Fighter made
the Vs fighting game 3D, and so on.

This evolution is the correct method but
we're not currently doing that because, while
sveryone is copying network gaming, no one
manufacturer has come up with a truly
satisfying way of using it. So where will this
avolution take us? Well, any new technology
or new feature naturally creates a lot of
excitement and hope, and because the
current climate is not good, this hope is even
greater. | understand that. But, if these
technologies or features are used in very
cheap products, piayers will inevitably think,
“That's all?". The damage will be done.

Toshihiro Nagoshi, president, Amusement Vision

If that happens... wel, when you
associate something with negative feelings, it's
very hard to fix that. And there are many
examples of fallures where technology has
been forced to grow too fast. We have to be

“| believe arcade network is the future. But we need to think of new,

exciting uses for it so users actually feel its justified and have fun with it”

truly successful racing game, and that made
manufacturers understand that these games
could be done technically and with fun. Then
came another title, targeting a wider audience:
OwtRun. This time, the idea really caught on.
Every game maker targeted arcade racers, as
they were easily accepted by a wide range of
users. The car theme was the core element,
and makers developed it with ideas of their
owr, like special cabinets. The cabinet is a key
point, because it gave each maker the chance
to distinguish its title from the compstition.
Then came the concept of 'Vs' games which
caused a positive reaction among players, It
was the natural evolution for driving games.
This process then gave birth to the fighting
game. Makers understood that this Vs
essence was a key factor for development and

careful, and there's a good reason for that. |
honestly believe arcade network is the future,
If used correctly, | can see tremendous growth
and development for the arcade videogame
business in the coming ten years. | really fesl
the potential. | have tons of ideas and | hear
the same thing from creators around me.
That's why we need to be careful, let the
flower open itself, not force it, | want pecple to
think arcades are fun agair; | want that kind of
flower. And if the network gaming boom is a
success, that should tngger an evolution in the
sluggish offine market. Why? Come on, think.
You still don't get it? Okay, I'll explain this point
another time. See youl

Toshihiro Nagoshi is president of Amusement
Vision, formerly Sega subsidiary Soft R&D #4
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ble at gunpoint a random panel of
gamers, and ask tham to give you a potted
history of videogames, they'll all agree on ona thing;
games just aren't as good as they used to be
Innovation has faded away 10 be replaced by
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Just befors Chr

nas last year Doctor Maudin

pinning me to the sofa and, with the festive
penod o _»’1'.31""111_] cynicism had taxkan

hold. | came to bemoan the fact that growing up is
the wo e and | was desperate to feel that
famniliar warm glow inside (no, not the one induced
by Mr Jim Beam), | wanted to feel like a kid again,
like | always did in the run-up to Christmas, when |'d
creep Into my parants’ bedroom to ‘borow’ my
presents and copy them all onto a C-60. Yes it was
a bad thing to do, but my cloak-and-dagger routine
becarme a tradition, and Christmas has never bean
the same sinca | had to start buying my own
prasents, Alcohol-induced amnesla while Christmas
shopping somehow doesn't work,

So | tumed to that first port of call for any gaming
nostaigic; the emulator, | downioaded all three of the
mentioned games, along wit

other highlights,

BIFFOVISION

Page 28, press hold, and reveal. 'Digilise

particular milestone in my personal gamesplaying

experience - 3D Saiddab Attack. For the first few

minutes all was well. My

IgE g
pumping nicely, filing my heart and head with rose-
4 endorphins. | was briefly transported back to
as sights, sounds and smells gurgled up from

ArF multi-artiste soundtracks
was a man in a too hat coliecting
mary-Cooured world, and it was 100

] SINCE

ntrols wera giitchy and there were
bugs than you'd find baneath the average
=nic’s skin, Couid | really have dedicated
ys of my life to playing such abominations?
Becoming desperate, | hit the Internat once

more, skipping & generation and downlcading &
bunch of SNES titles, Games | rememberad as

classics — Robocop Vs Terminator, Super Punch-
Qut!!, Piotwings — managed to disappoint withdut
exception. Even Super Manio World was a letdown,
leaden controls and indistinct visuais. Only Yosh/'s
Isiand provided anything approaching solace, but
even that was repetitive. It was akin to a Catholic
priest unearthing incontrovertible proof that Chiist
was actually a time-travelling Ronald McDonald,

| did the enly thing | could do: | deleted every
game, and every emulator, and erased the
bookmarks that had led me to them. | swore there
and then never to look back, to keep my eyes
focused on tha here, the now, and the soon-to-be,
Given that the future is all we have to look forward
1o, this lsn't necessarily a bad thing.

Certainly in the UK, there's a culture of cynicism
among gamers. A brief scioum onto any forum
and it's clear that we're a socety of whingers who
are never satisfied with our lot. Games are never

founder speaks oul

'ong enough, or pretty enough, or they're too
expensive, or their stories aren't strong enough,
or the voice acting is crap..

Chnist —we've only had proper voices In games
n the last eight years, When fims first became
talikdes the actors spoke ke Mogadonised robots

“You've never had it so good. If you'd shown Metroid Prime to a group of
gamers from 1982 you'd probably have been burned at the stake as a witc

the deepest trench of my psyche. You could keep

Games are still in their infancy but - as | discoverad
on my recent nostalgia trip - the important thing is
that they're getting better all the time, Yes, there are
plenty of games that deserve 1o be cussed, and yes
there are too many of the same sorts of games, and
yes the stories are aimost always dreaciul, but
broadly speaking you've never had it so good
you'd shown Metroid Prime 1o a group of gamers
from 1982 you'd probably have been bumed at the
stake as a witch. Frankly, even today's worst game
has got to be better than my own previous
benchmark of excelience, 3D Seiddab Attack

'l be going back to emulation, but | shal not
Iinger, and my expectations wil be more realistic
Knowing, as | do naw, that | won't find the secret
of Greek fire at the base of the banyan tree,

Mr Biffo Is a semi-retired videogame journalist.
His views do not necessarily colncide with Edge’s
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Incoming electronic entertainment from across the globe

.

With a noticeable lack of inspiring new titles about,
Edge asks, “Is it time for the industry to grow up?”

Xiil (xbox, PS2, GC)

Core (Xbox)

Bokura no Talyo (GBA)

R-Type Final (PS2)

World War Ii: Frontline
Command (PC)

IndyGCar Series (PS2, Xbox, PC)

Giftpia (GC)

Naruto (GC)

Garasu no Bara (P52, GC)

Ghost Master (PC. Xbox, PS2)
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Xl

Xlll is action with panache, and a game close to the heart of anyone

who’s woken up on the beach with a fresh tattoo on the torso

| hat would you get if you put a bunch
of temorists in a room with
transparent paper and marker pens?
Cel-shading. Which is a bad joke, but no
more incongruous than Ubi Soft's effort to mix
the hard realism found in maost FPS tities with
a comic book aesthetic. And Edge admits to
being sceptical when it first saw the game Just
after the then un-subtitled Zelda game was
revealed. However, playable code shows that
Xl is more than just a trend follower.

The game is based on the Belgian comic
book of the same name and explores one of
the most intriguing premises known to schpt
writers — the amnesiac hero on the run, After
waking up on the beach and discovering a

“Based on a Belgian comic, X/l explores one
of the most intriguing premises known to
script writers — the amnesiac hero on the run”

032

tattoo — 'XllI' etched on the torso — and a key
to a safety deposit box, it's up to the player to
avaid a number of pursuing hostile agents and
ascertain exactly what the hell is going
Conspiracy theorist fans will also be delighted
to hear that there's a JFK-style ‘who-shot-the-
president?’ plot thread woven into the fabric
to keep you interested throughout.

Forgetting the wonderful wisuals for a
moment, Xill is likely to be an engaging FPS in
its own right. From the leveis Edge has played
through it appears that the emphasis is most
definitely on stealth rather than manic
firgfights. One level takes place in the

an.

Appalachian mountains where a general,
secured Inside a military base, appears to
know something about your identity. Snow
falls, moves and biurs as you run through the
trees to reach the destination and this
significantly enhances the game's
atmosphare. Once inside the base you

A hand icon hovers over anything that can be
interacted with, CCTV cameras, for instance, will
reveal the patrol paths of enemies ahead

discover that a new enemy has killed the
sentries and you must find the general before
he is murdered. Escaping involves a mad rus
to & cable car, which Is then threatened with
destruction by enemigs armed with bazookas
The OTT plot and scenarios suit the cel-
shaded style perfectly and the comic bool
premise is further emphasiged In a number o
interesting ways. Stealth killan enemy ina
particularly gruesome way and the deed is
recorded in three smaller frames that appear
in the top left portion of the screen. These
frames alter depending on your angle of
attack and weapon used. The developers
have also implernented what they are caling
sixth sense’ to add to the graphic novel
ambience. Whenever a guard Is walking
behind a door, for instance, you will see the
‘tap’ sound appear on screen to symbalise h
movement. And because Xl is not shackled
by 'realism’, a very handy 180 degree quick-




Format )(.box. Ps2, GC
Pul Ubi Soft
aveloper; In-house (Ubi Soft France)

Ubi Soft’s dedication to bringing a graphic novel aesthetic to videogames is admirable, and on present
evidence the game is not just style over substance. Much of the enjoyment is likely to come from exploring

new locales and unravelling the mystery surrounding X/I's past. An exclusive online mode will appear on PS2

stick) has also been implemer

demonstrates that a comr

maximurm amount
more destruc A00NS atisfying
throw a grenade and a cel-shaded swoosh
charts its trajectory,
‘Kaboom!' a Batman-style explosion
accompanies the impact

1en when |t lands —

likely to be one of the mast

and atmospheric FPSs in recent

r Cel

thing in itself, the
evident in Xl may leay

defined Splin

-bas

ad gameplay

0se hankering

another Halo disappointed. Though the Al
offers
a series of engaging challenges rather than

still being worked on it is clear that X/

ctable emergent gam
More appealing though is the news that

eplay.

all versions will contain online multiplayer
. These will include deathm
atch and captur

Microsoft will support all these modes

through Xoox Live while the tearm is working

closely with SCEE to develop a new online

option for PS2 owners. Expec

gamers the world over when it's

ed this autumn.

Previously in E112
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Stealth kills are rewarded with extra cel-frames that focus in on the point of impact. Discarded objects can
also be used to devastating effect: a shard of glass can prove a pain in the neck for the unsuspecting

o
w
w



Developers’ modern romance with platformers contines unabated. But
will Core suit a generation of gamers becoming weary of such fare?

dge suspects there i= a subtex!

Ti

Listen to this from
| releasa: "A ht

t of the ground

=Yy Ve

ship, the Kranks, make =
plan of

ntention of sparng any

exploitation and conquest using a giant
weapon of mass destruction.” All negotiations
fall so Earth's last hope for a peacefu

1 of three

ution lies with a conglom

SUDETDOWETS

ybe that’s stratching th

when those entit

i Ma

~alled Pixie, Rex ar

y have 1o enter the Kranks' doomsg
device and defeat the anemy from within, Still
onsist of three brothers
Tic von Tag, the creator of the ‘Krank Tank',
Hunter Bunter, an obsessive weapons

in his head and the

his early stage, it is looking impres.
at least in the visual department. The cart

hurmaour

style reflects the childish sens

evidert in the pre are the

Scandinavi

all modem platform games, Core
containg a feature that makes it a little differer

ssor, called Dr

As with

Rex's K@ senses help you trace enemies via the
power of smell alone. He can also listen in to

conver to the human ear

) use the suit’s ams

and climb sheer cliffs. Rex

ard Daxter 2. Or it might

(see p103), Untl

competition for Jf

Just end up as another Ve,

forward to

UDS has based its vibrant artistic style on Tim
Burton's work, “but with a more colourful touch”™ release, in any cs




Bokura no Tayo

Developar: In—hm:;e
Origire Japan
Releass: Summer (Japan), TBC (UK)

Portable solar-powered vampire madness from the
director of Metal Gear Solid? Stakes are high...

ho'd have thought it? Hideo Kojima,
for so long the idol of PlayStation

L | owners everywhere, is actually a bit
of a Nintendo kid at heart. So much so that
he's been wanting to produce a game for NCL
for a while, despite knockbacks from a
Konaml marketing department that sees much
more (financial) sense in another Metal Gear.
But Kojima-san’s stature gives weight to his
desires, and so Bokura no Taiyo emerges from
the shadows with him as both producer and
game designer.

As revealed in E119's Out There, BokTal's
defining aspect is the light sensor, which
analyses the intensity of the light surmounding
the player and changes the nature of the
game. Apparently, as well as detecting the
light level, the sensor can differeritiate between
artificial and natural light. Aninternal clock also
adds data, enabling the game to understand
the exact conditions you're playing in.

The hero of the adventure is a young boy
named Jango, and the villainous force he
faces comes predominantly from vampires.
Which, naturally, is where the timing aspect
cames in, because vampires sleep dunng the
day. Also based on the clock are the traps, s0
different areas of the game will be accessible
depending on when you're playing. Jango is
armed with the ultimate anti vampire weapon:
the Gun del Scl, which can be customised
into three different shapes. But Kojma fans
hoping for stealthy action will not be
disappointed, since sneaking is still an option.
Cther standard videogame elements are there
too; items have to be callected to help your
survival, and at the end of each dungeon a
boss s waiting for you.

What's more interesting is that you need
certain conditions to defeat bosses. For
example, one may require sunlight. so playing
during a rainy day or at night will prove
useless. That said, if everything goes right for
youl in the boss confrontation, and the
weather's right in your part of the world, you'll
be able to defeat the boss and bring him to a
place called ‘The File Driver'. There, the
focussed sunlight will defeat him once and for
all, The fact that the effectivenass of your gun
will also depend on the sunlight means that
those in the gloomier areas of the globe —is
Britain — may not have as gooad a time with
BokTai as Kojima-san anticipates. A release is
expected in the summer, although at the
moment the cartridge is undergoing a
redesign to make it SP compatible.

Remember the fun you had in class when the first
solar-powerad calculators came on the market?
Well, Bokura no Taiyo is that times ten. But time
will tell whether finding the right amount of light to
defeat creatures proves engaging or irritating

Graphically Kojima-san's current project is heavily stylised with
broad swathes of pastels infusing it with a fairytale mood. But

will the sun-dependant pl
regions of the world? Don't expect it to sell any copies in lcaland

ble in darker

make it unplay




One last, glorious sortie for Irem’s favourite fighter?
Or one mission too many?

the series

ildn't consider wha'll recognize many famous enemy units

us name, but val b

0 the series

s murseom G0/ &G

LEE™ o m-sap  poneom

Boss confrontations in R-Type Final are traditional
P-LATE - - - {'shoot the eye’) but tough, and feature graphical
- flourishes so far absant from the popular seres

Fight a Friend
R-Type Fin. Al T
mode on au

another human opponent, then save the

fighter to a PS2 ory ke it

The number of stages hasn't been revealed
although Irem is promising dramatic changes
within the thematic confines of each

and weaknes




World Wer II: Frontine Command

The Bitmaps’ battlefield strategy title finds a new
publisher with plans to create an ongoing franchise

The amount of screen furniture is entirely optional,
which reflects the versatility of an interface that
offers all manner of ways to control your troops.
And with base-building entirely removed from the
equation, such versatility will be crucial to
facilitating tactically complex encounters, which
should distinguish this from the compatition

Extending the theatre of wa

hardly be blar

038

Environments are as technically accomplished as
you'd expect, but probably the most important
tacet of the battiefield is the Fog of War and

Line of Sight systems, as well as a rudimentary
representation of audio cues to simulate the
claustrophobia of period military encounters

L _| Command was in fact droppe

ar in favour of a similarly historically-theme
RTS by Russian developer, 1C. Fortunately

for the Bitmap Brothers, Koch Media steppe
in to take over publishing duties, And while it
100 early to say whic!

publisher will be

vindicated by the cormmercial success of the
re tive titles, the Bitmap effort Is currently

locking reasonably promising: aiming for

historical authenticity and tactical complexity
instead of the protracted base-bullding that
sgems to be going out of RTS fashion

arms of interface - an esse issue |

— Frontine Command Is lo

shed, featuring

ristic of other RTS

charac

it, there is a shift in

cs, which can include call
antering buldings in ord
up ambushes,

Budding generals will also have to
negotiate the finer points of a morale system
and an apparently adaptive Al. But perhaps
the most interesting featurs of the game is th

way in which the outcome of early m 18

cts the course of subsequent on The

pacxage, aith

= mMaps Can aso

gither the Axis or Allied fi

It's difficult t

g, although it ramains
er G sters’ decision wi




InayCar Series

Playable PS2 code suggests Brain in a Jar is out to prove to the gaming community
that it can mix it with the big boys at the front the videogaming racing grid

here ha pan Indy games before

W0 e

s ]
L | efforts intimidated all but the most
mmitted while Sega’s Super Speed Racing

the above titles, Its appeal lies In the hugely
Involving experience
outside the US, IndyCar Is often

on offer, To anyone
ded as

a poor cousinto F1 - al
talent hurtiing incessa
which are designed
hin any spec:
few minutes’ play on InayCar Series rapidly
dispels such notions. And It's a testament to
the developer's ingenuity that the intricacies of
this demanding and exciting sport have been
mplemented 50 accurately
The easy setting will have rookie players

heading out on to the tr:

numication; 2en o8

simulation as you can expect on a console -
pit strategy, full damage system, drafting, tyre
degradation, fuel mixture, weight jacking, ful

ndyCar race rules and structure.

all three difficulty

A COMOD

SHOM

the handling dynamic, Obwviously, the |
e weight of
saring, the cha: respanse, etc) fesls

ty alters but everything |

as you < noj

nead not cancentrate on any f

And neither is the sen
I8 crucial when you're averag
surrounded by 30-odd ¢
few graphical glitche:

of sp

:r‘.g2 B

Al is currently convincing although your opponents’
driving doasn't always feel that organic and cars can
feel as though they lack weight during airborne
incidents (of which there are plenty, crash fans). The
obvious play modes are present but more on these
come review time. (PS2 main shot, otherwise Xbox)

& AS you adapt to the
velocity i
required to negotia
APRING your whesls
wall. But while

r the technigque
& bends without

off against th
W won't be saying much,

Keep it off the wall

On its est difficulty setting, Inc

S gy U
locking to conguer a new videogame
category —sh

d be utterly absorbed.

039




Gpa

Relsase: April 25 (Japan), TBC (UK

Is Japan ready for an ‘alternative’ RPG? And exactly how
alternative is this bright, cute little newcomer?

and 'lUtopia’) is an F

v RPG and says it's crammed with new ideas.
the istand of Nanashi Jima (island With
and follows a young his own coming-of-age
ony, He must find five milion units of currency to pay fora new
exploring the

sarformir 0 vanous sub-quests.

s an alternat

tion takes place or

oy who mis:

ong or ramain a child forever. Eaming the money Involves

idents al

ing with its

lanng in the

be producing an informal and s

" . g game, base 1 communication and step-
The game's bright fizzy design had girl gamers in : o -
mind (top). The hero meets dozens of characters Dy-SIEp progres

throughout the game. Including robots, naturally though? Edge needs more p

sion. Altemative

Each sub-quest represents a very separate
gaming experience. The idea Is for users to take
it at their own pace, playing a little every day

~ Naruto ‘Gekito Ninja Taisen’

g Japas
Aelease: April 11 (Japan), TBC (UK

Another developer discovers the joys of cel-shading. But this slick
fighter may have more to offer than fluffy cartoon scamps

ooube ump, T 1 '-_'-Ifl"!(j e ac

punches ar on the A and

Xal ninjutsu
beginni

Duttor

0 thers are no comi

— players can simply just jam tf

D Odraw out

| repeateciy if they wan the More Impress:

Mare complex ome available later, There's also an extram

devastating special move on the Z button

which canonly b

performed when the

¥ not this is best ap
yet another fighting game der is

really another question altogether.
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Super special moves (above] require a full power
pauge. As usual this is filled by landing successful
hits on the opponent. Oddly, Tomy is refusing to
divulge the identity of the game's developer

Speed lines and motion blur are just two of the
anime-style effects employed by Naruto to
accompany its cel-shaded character designs



Format; PS2, GC
Capcom
ert In-house

Mare stylish survival horror from Capcom this time combining
boy band members with mind-reading murder mystery

1 It seems is determined to become the Hammer Horror
videogames, chuming out thrillers at a startling rate. The

U no Bara— or Glass Rose —a

) ginal series.

35 between Biohazard and T

this is a more cerebral than blood-and-guts yam. The lead ¢

a detective Inv amily that tock pla

'20s. Corveniently, he is able to look into the hearts of other char

to learn the true emotion behind the
Ao

0's Fatal Frame

gating the murder of a

A s show, the game has an
sing lavish special

Jorgecus sepia tone for

5 obwviously the key
behind Giass Rose, a

The main character’s likeness to Masahiro d with Matsuoka-
Matsuoka should generate extra sales in Japan,
but it remains to be seen if gamers in the west

will respond with similar levels of enthusiasm

san on board to provide Nis voice ar

Ca

scent demographic so Impre:

the use of Takeshi Kaneshiro and Yusaku
Matsuda In Onimusha 1 and 2. Mind-readi

The visuals reflect the unnerving mood of the
game, and Glass Rose is more likely to build the
horror around creating tension than guick thrills

Format: PC, Xbox, PS2

While it may not include Mr Claypole, Ghost Master has a splendid premise
which is beginning to materialising into something much more coherent

aloween came

R |

box element to the game than Sims fans

ut then it's not entirely fair toc

mpare Ghost

ash-cow. Each

OOK Torward to

The camera, controls and general
presentation is smooth, though not y
ghostly eris yet working. What's most
appealing is the fact that each problem can
be tackled in two or three di

Meed to di s tray

Mortals can not be directly controlled = it's up to
the player to influence them to perform a number
of tasks to complete the goal-led missions

Each ghost that is laid to rest in one level can be
used in another. More elaborate scenarios - such
as a sunken ship - have yet to be revealed
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| m / \lphas This month’s announcements and updates...

Castlevania: Aria of Sorrow Hulk Wing Commander Prophecy Pikmin 2

Not much in the way of detaiis yet but Edge Is Unlikely to veer too far from the generic, but Wing Commander moves from PC to GBA, So, a popular Nintendo game character is joined
expecting another splendid 2D Dracula-themed keeping Banner's anger in check will be which means that Mark Hamill's volcing skills in a sequel by his brother. Hasn't that been done
adventure from Konami's popular franchise. necessary to complete steaith sections, which won't be needed, but should ensure that all before? The twoplayer mode is certainly

Better get that SP battery charged up... might just make things a bit more interesting efforts are expended on the gameplay intruiging, shame about the muddy screenshots
Kirby Air Ride Xl Stag Sonic Pinball Party Enter the Matrix

PS2, Xbox, PC, GC

One of the games Miyamoto-san showed off Released last year in the arcade, Talto's PS2 Not a conversion of the Mega Drive classic, Ho hum - another movie licensed game. Yet
during his recent London trip but so little is port of its G-Net vertical shooter should be Sonic Spinbail, this actually features tables present code suggests that Enter the Matrix's
known about this outside of NCL that Nintendo making its way on to the shelves of your themed around MIGHTS and Samba de Amigo combat might actually be tremendous and
Europe can’t even confirm the gama's title favourite importer around the time you read this as well as an all star cast of Sonic characters inspire twirly-wrist nonsence in the playground
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Bored gamers
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Are thirtysomething gamers really turning to
gardening over Pikmin? Edge examines why a
generation of hardcore gamers are disillusioned
with the current crop of software '

he golden age has passed, all the

genres have been discovered, and
originality Is at its lowest ebb for years.
Or so say an increasing number of
hardcore gamers who've become
disillusioned by games in recent years.
Edge's letters page is not the only place
you'll find such sentiments, Game forums
across the Internet seem to be awash
with similar comments left by a
generation of enthusiasts bored with the
current crop of videogames. Where did it
all go wrong? Are thesae just the
grievances of a subset of thirtysomething
gamers suffering from a gaming crisis, or
is there something truly rotten at the
heart of the industry?

The question may seem alarming, but
the search for its answer raises important
|ssues about games and gameplay that
are fundamental if the medium is to
mature and grow. | personally cannot
remember the last game | played right
through, and yet | used to be a staunch
completist,” echoes Ed Bartlett of The
Bitmap Brothers, “The primary factor is
that the industry is now approaching
what could be described as massmarket,
and therefore ‘hardcore’ gamers are even
more outnumbered by the ‘EA
consumers’, who want to pick up and
play the very latest sports franchise,
licence or blockbuster.”
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Purity and the beast
Awugamsmnadungaphnalymihw
home computers and game consoles will always
state that good graphics don't necessarily make a
good game. Immeadiacy has always been a draw
wmmmmeaBmmm
an even greater . Rudi
mdbvvmmuryrrnaarﬂﬂﬂgmhlcsmuﬂm
vibrant and stimulating. Crucially, this made
gamers fill in the blanks with their own
imaginatian.

Driving games have perhaps been most
significantly affected by the advent of near
photorealism in games - if you squint at Gran
Tursma 3, you could almaost be there, strapped to
the bonnet. The gameplay is undoubtedly deep,
but where are the eye-defying speeds,
exaggerated comedy crashes and pick-up-and-
play dynamics seen in Yu Suzuki's magical
OutRun?

For many gamers, something that looks
unreal will stimulate the mind and imagination far
more than any number of war simulations ever
will, A fesling of familiarity is not always a good
thing in gaming, and with photorealism we
generally get what we see. That's not to say that
techniques such as motion capture, digitising and
authentic lighting effects should be removed from
videogames. There is simply a need to strike a
balance between realism and fun. Metal Gear
Solid 2 |s as cinematic as they come; and has a
sparse stylised look yet it retains a chilling realisr.

Photorealistic games like The Getaway
(above) fail to stoke the imagination in the
same way Mercenary (top) did in 1986

< 046

MMWMWWWI
healthy dose of inventiveness regularly, and beat *
mmw«mwmmmm

The case for the prosecution asserts that
the move towards massmarket penetration
has resulted in more bland and derivative
titles. Yet we all know that there have been
some remarkable videogames in the last two
years. Rez, Super Monkey Ball, Metroid
Prime, Pikmin, lco, Halo and Grand Theft
Auto fil, to name just a handful. So where's
the passion gone? Why do so many
thirtysomething gamers, weaned on Knight
Lore and Paradroid find games soulless and
boring in the 21st century? We must start at
the beginning.

“Games used to be rotten; frustrating things with
three lives and no savepoints. Nostalgia can do a
lot but it can’t make you play Tir Na Nog again”

Too cool for school

Many Victorians strongly believed that play
was a fruitless activity and that, if indulged in
by children, it could lead to moral
degeneration. Fortunately, the field of child

‘development has been particularly fervent in

the last century and psychologists such as
Piaget, Vygotsky and Bruner have done
much to emphasise the importance of play
as a fundamental tool in the mental and
social growth in children and young adults.
Controversial work conducted by Mark
Bekoff and John Byres has even put forward
the theory that play has evolved to build big
brains.

But what happens once the school gates
are left behind? Do individuals indulge in play
less as they get older? Research suggests
not. Although the nature of play alters over
time, Vivian Gussin Paley ("You Can't Say
¥ou Can't Play') found that it doesn't decline
but just gets institutionalised into sports,
fitness and other forms of entertainment.
One theory asserts that children use play as
a role-playing tool, a way of building the
social ‘scaffolding’ that will help them
interact in adulthood. Symbolic play ('I'm the
hero, you are the monster') begins to fall

EDGE 32

away in teenage years and is replaced by
more formalised, cerebral and physical
pursuits. And while no one can prove that
play remains as vital in adults, studies
indicate that leisure activities, such as team
sports and social gaming, can help maintain
and build upon the social skills learned as a
child and help foster a balanced perspective
on life.

Perhaps societal values are partly to
blame. Whereas sports and fitness are
considered to be worthwhile pursuits,
EverQuest is not. Chess triggers the same
executive functions in the brain as Command
& Conquer, but one is seen as a noble
cerebral game, the other is, well, just a
game. Pressure to conform from spouses,
family and the value system that underpins
our part of the world shouldn't be
underestimated either. While it may be okay
to fiddle with a joypad once in a while, grey-
haired hardcore gamers are, perhaps, a
dying breed.

Food for thought

Studies into play have tended to focus on
role-playing (in children) and physical
activities (in adults). Most research into the




effects videogames can have on individuais
has tended to focus on the negative aspects,
such as aggression levels and addiction.
However Mark Griffiths, professor of
Gambling Studies at Nottingham Trent
University, is keen to point out the beneficial
effects videogames can have on children and
adults alike, “Research dating right back to
the sarly-'80s has consistently shown that
playing computer games — imespective of
genre — produces increases in reaction times,
improvements in hand-eye coordination and
raises players' self-esteem.”

There should be absolutely no shame in
turning into a grey-haired gamer. Other
research strongly suggests that mental
stimulation can offset the effects of dementia
and Alzheimer's disease. Most studies show
that an adult’s craving for mentally
stimulating games increases with age, rather
than the reverse. Indeed, researchers at
Case Western Reserve Medical School in
Cleveland compared the leisure time
activities of more than 550 people; nearly
200 of whom went on to develop
Alzheimer's. They found that those who had
engaged in stimulating activities throughout
their life -~ everything from reading, doing

crossword puzzies, and playing bridge,
chess, or board games were two and a half
times less likely to get Alzheimer's.
Furthermore, reports in the ‘Journal of the
American Medical Association’ stated that
mind games, such as chess and computer
strategy games, can help prevent atrophy of

A time to die

Games used to be rotten; frustrating things
with three lives and no savepoints, Nostalgia
can do a lot, but it can’t make you play
through Tir Na Nog again, Magnificent in'its
day, now it's a colour-clash recipe for a sore
head. So why do hardcore gamers hanker
after the past so much? Partly it's that
Proustian association: we see Manty Mole's
pixellated snout and are transported back to
a period when all hopes and dreams seemed
beautiful and possible.

Back then we used to play more games,
too. And we used to finish them. Hardly
surprising when you consider that most titles
were coded in about 15 weeks and were
crammed into 48k. Finish games? Now that's
a little disingenuous. Publishers knew that
gamers would be dissatisfied with a ‘game

EDGE #122
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‘games that calch the mainstream consumers eye Make a profit
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Year

2

Average price of a console game Average price of a cormp game

1880 £20

1985 £25
1990 £50
1985 £45

HERBR

Halo (left) may offer more bang for your buck than Afien Storm (right) but the market
has changed considerably over the last decade. Some argue that a lack of innovative
titles and a burgeoning second hand market is seriously harming the industry
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Femlly. friends, child Gare and an mﬂuxbf
s all eat Intqmiluable
Scfaen Digest found that the

) mcofnpaadtow
1251Wrauio{21.3hms) Even
“given that an individual might have a one-
r window in every evening, the thought of
i0g into many of today's epic games

must t?‘ daunting.
Legacy of Kain: Soul Reaver was inventive No m&re horizons
but many players gave up mid way through “You kn?w the old proverb - necessity is the
due to the endless corridor a

mother of invention?" asks Glenn Corpes of
Joys Games. "That's how it used to
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through because\.you couldn’t be bothered
retracing steps ta pick up the breadcrumb trail?”

work. Whole games were built around some
programming trick designed to overcome a
hardware failing. These days it's possible to
let your imagination run riot. Unfortunately,
this is usually at the expense of gameplay
innovation. We wouldn't want to confuse the
customer now would we..."”
Perhaps it's the thrill of The New that has
gone. It's true that more powerful hardware
facilitates ideas and allows developers to
fuse existing genres together, but we are
unlikely to be excited in the same way we
were during the transition from 20 to 30D in
the mid-'90s. Now that 3D is old news the




industry has a new Holy Grail: the quest for

Consumers can be easiy seduced by I/

realistic images on boxes, and such games }"
the gameplay is often a letdown. “I don't
really see what technology can do for us in
that regard from here on in,” agrees Stuart
Campbell, designer of Cannon Fodder. “As
for inventiveness being harder to come by,
then yes, it is. That's not to say it's
impossible to find, though. The problem is
that nabody's looking for it. It sounds like
intellectual snobbery to say this, but it's a
simple fact - the more mainstream anything
becomes, the less demand there is for
innovation and imagination. The public likes
more of the same. So the bigger gaming
gets, the less potential reward there will be
for companies in producing new ideas, and
the less likely they'll be to look for them.”

teams may also play a part in a perceived.
mmm@hmmmum(w\ y

Edc.makesmbonesabputwdipgames '{\1

being works of art) are nearly alway
prodwadbyasmglacraaﬂmgshiw The
more people involved mth‘ihe uhtlono‘l'
a game, meteaschameu?a-\aﬁofagane
wnﬂ'll'owa,visimmd
«“‘

Conservative with sr&nll o
There's an old saying that! ‘lpollsha
mmsapewoddpegtoe)rﬂec There are
welﬂbfega'nesm‘me d everyone
knows this. But,hrguabl pmductlon values
are higher than they've %—eqﬁ:een The three

d )

§
|

EDGE #1122

S—
e,

=
e

¥
&

W i
.‘\\"

mrarmamnt:ormﬂod tiy ChartTrank -:\!WEFsbrmry__

mmmm ‘Microsoft and
mmmmm
measures in place 1o ensure that every game
reaches a certain level of ‘quality’ before it
reaches consumers, But there's the rub. Is
this just surface quality? Are gamers being b
| beguiled by pretty visuals at the expense of '
rewarding play mechanics?
"The problem is compounded by the fact
when inventive games do come out -
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the production length of a videogame, from
mnh&ﬁmmazmwm
_ Making a truly outstanding licensed
product Is a thankless task for any developer.
There are so many ‘passable’ film licenced
mmmmwnmm
through, at best. a game like Spider-Man
‘and, at worst, a titte such as Terminator-
Dawn of Fate. GoldenEye's status as the only
triple-A film ficensed game is unlikely to
change in a hurry. A
Unsurprisingly, lan Livingstone, Eidos’
creative director, believes that the balance of
power is with consumers and that there is
hope for new IP. “Marketing helps to shape
and promote a title, andbus‘ne?asquﬂk
determine budgets and nsk.butdis

“According to Intematlonal Development
Group, some 1,200 games were released in
the US in 2002. This was up from 312 in 1998”

undoubtedly the consumer who affects titles
umtfmanythhge&eumiswdeof
consumer with a desire to play games with G
mmnmmm&esm.mm\m §
Getaway etc. Sumssfdcmn&nlpﬂmua'
rewndamphngwmetmms&‘umwh'
mumramefmananmg&.g\
daparmtenttrymgiofoust oufit)f

game on to yes!erday'e gamg_
Group, @ consuiting firm in San Francl&o

A ﬁrsipersmmgsordalvaﬂvedmmg
'j'\.__mhmmmmﬂm
 hardcore gamer? Gamers from the
disposable income and a vast array of
games to chgose from. In many ways,
it's understandable if games don't seem
anywhere near as precious and unique as
they used to. Back In the ‘80s, with
: ontya“m'rtedl'nomofpockeimowy
~ and just one computer orconsole to
indulge in, the p'ﬂayli';g of an anticipated

According to Imematlon

some mm:gmes were rel':—:ased in the US title really was somqthing to be
in 2002‘.!‘5’115 was up from 312 in 1998. For savoured. So is Rtha‘t which has been
everpﬁkrr‘un there are a héndred generic lost? {3
s\ y \ |
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| The price is right?

Although the price of console games has not

. drastically altered in the last ten years (see
' Counting the cost), the videogame

landscape has. There are more gamers than
there's ever been, but attachment rates are
lower than they were five years ago (see ‘The
State of Play Nation’ E120). It seems self-
evident that consumers disappointed with a
game at £40 will be less likely to go back and
experiment on something less mainstream. A
growing secondhand market has also
emerged, with retailers, not publishers,
pocketing all the profit from games that are
recycled among existing consumers. Only a
handful of hits make a small number of
companies a profit, and this in turn has led to
risk averse publishing.

“There will always be new ideas,”
believes Simon Byron of Bastion PR. “But
new ideas are rarely successful, and in these
increasingly tough times it's difficult to justify




the nisk. | do feel the hardware manufacturers
have a duty to continue to innovate - and I'm
pleased to see the likes of EyeToy and lco
being pushed by Sony. Microsoft and
Nintendo could try harder; particularly the
latter in Europe - the decision to omit Amimal
Crossing from its European release schedule
was disgraceful.”

Price certainly does seem to deter
consumers from experimenting. Here's a
thought: individuals new to gaming don’t
know, or care what games used to cost.
They just see that a DVD or music CD costs
in the region of £15, At £40, a videogame will
never present an impulse purchase to the
general punter. This has placed an unheaithy
pressure on developers to make games
longer, giving consumers ‘value for money’
(see Structural integrity). The value for money
argument seems very specious indeed. How
many people actually finish games anymore?
Research needs to be conducted in this

Magic moments

It's not all bad news for disceming
gamers. Thers have been a numibes
of titles released in the last two
years capable of relundiing that old
gaming passion. Edge selects ten
of its favourites

Pikmin

Boasting charactensation in
spades, Pikmin is as surreai a take
on the resourcs management game
a8 you could possibly envisage. It
was suffused with briliant moments
and its oft criticised short iength
only left fans gaggng for more,

Dead or Alive Xtreme Beach

Volleyball

What's tha point of games?.
Callecting all the coins, shooting afl
the bad guys, traveliing to Hell and
back? Tecmo's lovingly crafted
island adventure forgets about
mission goals and just lets you
enjoy a vast range of relaxing and

Super Monkey Ball

Many titles add in a few mini-
games as motvational bonuses.
But Super Mankey Bail, and its
sequel, ncludes them as deep and
tewanding games in their owr night,
Edge is still sbsessively trgng to
get the magical 300 jn Monkey
Bowling.

Maetroid Prime

A game that drips stmosphere.
Samus' new adventure is a
gorgecus piegs of work which is
deftly structured and supremaly
balanced. Part 'af the appeal ies not
in rushing throudgh to complete it,
but in exploring every beautiful
facet of the gameworkd

Rez

Not just an artistic masterpiece, Rez
is a exceptionally well engineered
shoot ‘em up in its own nght. it may
not be the hardest game to
complete’ but true closure only
comes to the hardcore gamer
willing to explore its depths for
those elusive 100 per cent enany
destruction rates

There's no question that Star Fox Adventures delivers
a lush universe, but the constant re-use of puzzie
mechanics can get wearing after extended play

Halo: Combat Evolved

There i something holy about
Bungie's epic sci-fi videogame, and
Edge doesn't mear its moniker.
The fesling of immersion and
Involvement (s unmatched on tha
next-gen consoles and the
cohesive baauty of the multiplayer
expenance, especially the simple
oy of opional vehicular combal, i

utterly refreshing,

lco

A jaw-diopping expenence owing
1o the interaction between the lithe
character and the waif-fike Yorda,
feo s a product of beauty and
unequivocal confirmation that
games aré an artfanm. The baautiful
fealing of solation means that for
once the PS2 Emotion Engine tag
does not seem inappropriate.

Vib Ribbon

A bizarre mutating polygonal rabbit
Qmpng along a wire to music
forms the minimalist basis for this
highly enbghtening title. Simple
basic contiols mask a depth of
gameplay only limited by the extent
of your personal CD collection, An
untorgettableand unfathomable
slice of abstract coting.

Luigi's Mansion

As cogent a paradigm of a true
next-gen Nintendo title you are
Iikely to encounter, the
implementation of a novel control
dynamic supplements a wonderfully
styfsed aesthetic that meids
cartoon-quality graphics and a
unigue sonic atmosphere to
provoke an honest sense of wonder
in the player

BTA: Vice City

Rockstar's sprawling epus’
répresents, (e pinnacie af virtual
crime capers, Tan hours of BGM is
the icing pn thit cake of a
videogame that mcorporates so
many beautiful touches, such as
the purchasing of properties to
supply an income, liberating
helicopter travel and unparallieled
fragform gameplay.

EDGE 22
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area, but there’s growing concern in the
development community that general
consumers don't have time to complete
40-hour plus games.

“Most games are too long," asserts
Shahid Ahmad of START! games. “It's not
just about gamer apathy, though that
certainly exists. People do have a lot of
Jejsure time - i's just that we choose to fill it
with a huge array of activities. Our options
for self and group expression are almost
endless. Videogames have to compete with
hundreds of cable and satellite TV channels,
music, magazines, books, videos, cinema,
DVDs, physical pursuits, holidays, hanging
out with friends, instant messaging, text

messaging, telephones, emails and the gym.

And that's just the tip of the iceberg.™

' Bland ambition
A review conducted by Mindbranch found
that an increasing number of adults are
taking a ‘haying-it-all’ approach to their
leistre time. Instead of indulging in one or
two pastimes, we are attempting to cram as
maﬁy leisure experiences in as possible.
Whilg videogames are not a priority to
mainstream consumers, hardcore gamers
seem to be ever more dissatisfied by the

number of average titles that are being
released every month, Diversity is not being
championed any more. It's true that the
videogame industry is accumnulating more
profits than ever before, but many
companies are failing to judge the market
with any success.

Depressingly, the hardcore gamer no
longer seems to be a target for many
publishers. And rare is the game that
manages to capture the imagination of the
mainstream consumer and the dedicated
gamer alike. Focus grouping is bacoming
more prevalent and carpet bombing
consumers with titles aimed at Everyman is a
worrying trend. Spider-Man, Star Wars The
Clone Wars, Medal of Honour Frontline,
Racing Evoluzione, James Bond in....
Nightfire, Minority Report, Mortal Kombat,
Turok Evolution, Red Faction, - the list could
go on and on - may generate short-term
profits, but leave most discerning gamers
with an existential lack of sense and purpose
in their gaming lives.

There can be no definitive answer to this
issue, but the industry has a duty to serve
hardcore and mainstream gamers alike. A
lack of diversity could see the generation of
gamers raised on the NES and Mega Drive

EDGE 1122

leave for other more ‘engaging’ pursuits.
There's certainly a danger that if money isn’t
invested in new IP and ideas, then the
hit-driven nature of the market will only get
worse. Major publishing houses are already
merging their businesses to heal the wounds
of a troubling 2002. Edge expects such
consolidation to lead to an even more
conservative outlook on the market.

More importantly, now that there are
1.200-plus titles being released every year,
the specialist press must also play a partin,
championing the games that are worthy of
our attention at the expense of o
massmarket fodder. One can but hope.

3, ppd7-51, (2002).

Mindbranch Leisure and Software Market Report
2000, Key Note (2000).

Interactive Leisure Software UK and European
Market Assessment and Forecast 1999 to 2003,
Screan Digest (1999).

“You Can't Say You Can’t Play’, Vivian Gussin
Paley, Harvard University Press (1993),
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At a time when many gamers are looking at their hobby and
questioning its relevance to their lives, Edge looks at 50 of the

titles that brought them this far - and how, crucially, they did it...
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s Edge considers the reasons behind the

malaise affecting even the most concerted

videogamers today, it's time to look at a broad
selection of the titles whose values define what
axtreme electronic entertainment is about. It is
about many things, of course, but over the next
eight pages you'll find examples of the form that
exemplfy it at its most compeliing.

These are expenences whose nuances — for
varying reasons - have ensured therr extrerme

popularity - whether they're coin-ops from the '80s
{and thera are quite a few of those) or something
more contemporary on Xoox,

Just why, exactly, did we spend literally
hundreds of pounds to better our skills on games
such as Shinobi and R-Type? Why does a game
like Dragon’s Lair appear in a lst such as this? And
what is the common bond between puzzie games,
RPGs and shoot ‘em ups?

You'll find much of the evidence here, but you

will end up drawing your own conclusions about
what makes a videogame transcend the category
of ‘entertaining diversion’ and enter the box
marked 'obsessive pursuit',

They all have samething In commen, of course:
they tum us into idicts. Idicts whose pastime will
probably never be understood by those on the
other side of the fence, looking in.

Getting them to play a few of these games
might be a good step in the conversion process...
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“What kept gamers coming back was

In the arcade scene of the mid-'80s,
a time of massive technological
breakthroughs on the coin-op scene,
QOutRun was videogame pornography. It
had everything: a hydraulically-powered
cabinet, sex appeal (you drove a soft-top
Ferrari Testarossa whose passenger seat
was occupied by a Calforniaesque
blonde), Sega's thunderingly quick
sprite-scaling engine (previously seen in
Space Harrier), and perhaps the most
eviocative soundtrack ever conceived for
an arcade garme, This comblination
ensured its immediate Impact, but there
was also a beautifully engineered driving
challengs to go with it

Today, the only way you could
replicate the leap OutAun made from the
games that preceded it would be to
create a driving game with true, actual
photorealistic visuals. Yes, in its day it
really was that much of a step forwards.

It wasn't particularly difficult to
finish the game. However, another
innovation OutRun offered was the
opperiunity to make your own way to
tha finish line. Each stage ended with a
fork in the road and It was up to you to
decide whether you wanted to head out
desert or foliow a more

< 058

- the lust to experience its

OutRun’s vibrant cool was a significant part
of its appeal. Everything screamed ‘sunshine’

scenic route taking in windwills and trees
in blossom.

So that's what kept gamers
coming back: the lust to once more
experience OutRun's audiovisual
extravagances and to try out a different
route to the goal — as weill as another of
the game's six different (and often
whimsically comical) end sequences -
and soak up that sunsst as you put your
name into the hi-score table.

Gamers’ initial reaction: “You can
choose the music on the car stereo!
You can choose the music on the

car stereol”

Gamers’ view after a week:

“You're still istening to ‘Magical Sound
Shower"? |'ve moved on to ‘Passing
Wave', mysseii.”

EDGE

Advance Wars

= .

Still the most compulsive and enduring
of the GBA specific titles, Advance Wars
begins at a pedestrian pace by positively
demanding that you stroll through the
basics al a snail's pace. All this provides
good grounding for the game proper
where inadeguate training would almost
certainly result in a sound trumping.
Once completed, the Incentive is still
there to try to attain the top ranking n
avery mission 1o uniock all the secrat
characters and areas

Alien Soldier

Treasure's theory was that if the high
point of any action game Is reaching the
boss, then why not make a game
entirely filled with bosses. As such, it
removed the traditional pacing that our
gaming education had prepared us for,
There are no moments of respite in Alien
Soldier's 25 levels. The player constantly
tries to psych out boss techniques, and
battiing with the Gunstar-on-acid control
system is an achievement in itself, One
of the hardest games of all time.

Bakuretsu Mutski Bangaioh/
Bangai-O

At first glance this action game looks like
a throwback to the era of fruit power-
ups and pixel length sprites although the
functional yet endearing visuals allow for
obscene levels of action. Sidestepbing
any pigsonholing with skill, Bangai-O
settles into its own peculiar niche. A title
any hardceore gamer should have
completed, the DC version is tougher
than the NE4 although the final level of
bath iterations is nothing short of painful,

Card Fighters Clash

It's not desperately difficult to finsh. Put
the hours in and you'll see the credits
rofl — but you gotta catch 'em all, This is
Pokémon for the serious gamer, with the
basic instinct but without the basic
gamepiay. An ingenious card game
grabs you by the collar and demands
you find all the cards and finish the
game. Released in SNK and Capcom
editions, the fact that hardcore players
recognise respective companies’
characters helps immeasurably.

Chrono Trigger

t's not quite clear what makes an RPG
hardcore but if quality completism is
your thing then Chrono Trigger has been
tailored for you. One innovation is that
the final boss can be visited at any time
to complete the game, granting one of
13 endings depending on how much
you leave unresolved in the world
Achigving the 100% ending is not easy.
But uniike traditional RPG fare, it's
extremely enjoyable time-travelling,
righting the wrongs of the generations



We were obsessed with ninjas in the
1980s, and video releases such as
‘Sakura Killers' were accompanied in
arcades by games like Shinobi, part
Taito's Rastan Saga, part super-polished
clone of Namco's Rolling Thunder

Compared to other big hitters of the day,

notably Final Fight, Sega’s game was a
precise expenence, pr

of d never impeded r\y

wave upon wave of lumbenng,
unblockable ocpponents.
But it was the grace with which

Several different special attacks existed, but
only noviciate players relied upon their use

L

One of Shinobi's distinctive touches: was this
a nod towards Spider-Man? It was never clear

you could play Shinobi that became its
hallmark. You could dispatch enemies
with skilfully flung shurken, of course,
but how much more satisfying would it
be to take therm on at close quarters and
disable them with a slash of your blade?
To the untrained eye, such gameplay
locked horrifically audacious. But to the
expert piayer, it was what wouild bring
him back tomormow.

Gamers' initial reaction: “How
are you supposed to kill the scuba
ninja blokes?"

Gamers' viewpoint after a week:
“What? You stil haven't perfected
the bonus stagas?'

“It was the grace with which
you could play Shinobi that
became its hallmark”

AT f. r'.'?.'. B AR AR L
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Cosmic Smash

Edge was right to say that a skilled
player may cc

attempt, but this Space lnvaders mests
squash arcade venture was always
about the subtiety of high scares. When
you start to take the more demanding
routes through the game (the only way
you'll get anywhere near the web-based
world lsaderboard) it begins to exert its
considerable weight on you. Not nearly
as hooky as some of the games here, it
can still hold a spell over the hardcore

Cyber Troopers Virtual-On
Oratorio Tangram

Unlike so many of the hargcore arcade
games listed hers, VOOT restrains itself
from instantly beating the virgin player
into credit submission, Rather, one is led
into a false sense of security. Competent
players surge through the first couple of
stages with relative ease only to be
shown the extent of gaps in their skills in
subsequent rounds. The deadly game of
mech hide and seek is distinctly
apanese and all the more niche for it.

Daisenpuu/Twin Hawk.

This is the epitome of the old-skool
vertical shooter; classic WWI fare
replete with 1942-esque visuals. ft's
unforturiate that most of today's players
will have only played this on MAME and
never experienced the thrill of trying to
squeeze that little bit extra from one
credit. The axtreme difficulty level is
shghtly countered by the fact that you
restan at the exact point you died. The
superb Mega Drive PAL conversion is a
good piace to start for the curious.

napanaipraprnpangeennpenne i i nnnn g

SMB's expert use of inertla saw it become a
benchmark for platform-game development

Super Mario Bros.

Some people forget that Super Mario
Bros. was also a coin-op (and, no, it
wasn't powered by the same hardware
that made up the architecture of the
NES), but not those who made it a
national arcade institution in 19886; their
leaps and bounds setting a precedent
for the home console boom that was
kicking into gear once maore,

Super Mario Bros.' appeal was
threefold: its initial challenges were
supremely welcoming, its secrets
scarily innovative (00 you remember the
first time you jumped up into where the
score appears —and it wasn't a bug?),
and its structure thoroughly digestible
(1-1 to 1-4, 2-1 to 2-4 and s0 on).

Interestingly, many Super Mario
Bros. fans were gifs, They became
part of a closa-knit community that
shared tips and secrets like sweets.
Fan groups such as this only ever
gather around deep, bona fide classics.

Gamers’ initial reaction: “So you

jump on their heads. .. Interesting.”

Gamers' viewpoint after a week:

“You know about how the fireworks
work, right?”




Elemental Gearbolt

While sadly never securing a PAL
release, the premise of Sony's stunning
lightgun game is simple: take the on-
rails flying shoater template seen in
Panzer Dragoon and Rez out utilise the
G-Con to aim and fire. With the
peripheral enabling a faster aim, items
are flashed onscreen for a fraction of the
amount of time usually used in on-rails
shooters, Reactions must be lightening
quick and the highest scores are only
attainable by the truly talented

F355 Challenge

One can almost still feel the anguish of
the DC generation. If it's a hardcore
arcade racer you're after then there is no
competition for F355. At the time of
release many a driving fan strode up to
the sit-down machine only to be ssen
scutting away, tail between legs,
maments later. Similarly this was a poor
choice stocking filler for the kids.
Remove all the driving aids and you
soon realise why a games tester does
naot a racing driver make.,
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Faselei

Chances are you won't make it through
the first level of Sacnoth’s | \f“PG mach
strategy-RPG. Once you run out of
ammo that's really it- you are just left on
the field, helpless and hopeless, Of
course you soon leamn to prepare but
this doesn't stop Faselsf from putting up
a strong steady fight against player
advancement. Two lev
prior knowledge of what is coming let
down what is otharwise a competent
plece of hardcore programming.

that require

Final Fantasy Tactics

In thie earty days of the 32-bit era,
Squaresoft was poaching the best in
Japanese talent. The Ogre Battle team
was brought in to create a version of its
strategy-RPG in Anal Fantasy clothing.
The levels of strategic depth on offer are
stunning. One of the few RPG games
where you can reach a stage where you
haven't levelled up enough )
back; resulting in you restarting the
experience from scratch. A beautiful and
timeless hardcore game.

Gunstar Heroes

Masgawa-san's new devco, free of
Konami constraints, did everything it
had ever wanted to do in this, its first
title. Forging one of the mast timeless
and imitated weapon systems, Gunstar
never ceases to amaze. Once the player
finishes the first four sections, tackled
any way they please, the crux of the
game begins in the fifth and final epic
level. Finishing in a soltary credil is cne
of the most exhilarating experiences a
hardcore gamer can enjoy.

“It was the desire to explore the
game’s each and every avenue
that ensured its popularity”

Gauntlet

Whatever happened to cooperation?
Yes, sure, today you have Counter-Strike
and its ik, but in 1985 the multiplayer,
watch-gach-others’-back premise was
at its most pure with Atari's Gauntlet,
creating a new wave of social gaming
{and, cruelly, one that was not to be truly
explored in arcades).

Why was it such a coin gobbler?
First, it presented itsalf as a multiplay
purswit in which the participants were
not faced off against one another. And
unlike previous fourplayer coin-ops, it did
not ask its users to face each other aver
a tabletop-style unit (see Bally's
Demalition Derby or Sega’s Hot-Rod) but
placed them instead right next to each
other, and closely, thereby fostering the
adventuring ‘party” ethic.

Second, Gauntlet didn't offer
‘lives'. Instead, players had health
meters which could be boosted simply
by dropping in some more ceins. So, no
onger was it a case of crapnes
signalling the end of participation; now, it
didn’t matter if you were crap so long as

INSERT COIN

§]
HEALTH
R TR
INSERT COIN

INSERT COIN

The sheer number of enemies was a big draw,
but the multiplayer aspect defined Gauntlst

you had the money to take part.
Crucially though, Gauntiat had

mystique, and its levels presented
conundrums wh*“sc nuances still have
longtime devotes today. It
the desire to explore the game's each
nd every avenue that ensurad it such
insane popularity.

Gamers' initial reaction: "Why did
you shoot the food? It said not to
shoot the food!

Gamers’ view after a week: "No
I'm always Valkyrie."




Halo

S e S

mechanics 1 e
tle, Bungie's epl

clumsy and

hias been
evan today, bullding on the
by the cnminally

ials and combos here
n and practice to

Brequisit:

to fing a cabinet set to al

would ever get T

wants ok

distinguished pace is a fine antidote to

s frano
0IM 'S iTenzy

THE W LGN THARE HOOM

» CILLECTED 1 C

!

Jet Set Willy
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proach to its p
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ansion belore =
the fiendish lattar

e watchiul and nagging were a counter

bediime under t
f maid Maria. The game s stages. In fact
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Dragon's Lair was hardly a good advert for Interactivity, but its looks alone were enough to
ensure that it attracted repeat audiences. Truly expert players ware few and far between, though

ourps to the e

ter, you were rar
convinced that you wera aver in control

as
de gaming’s most legendary
to which relatively few

coin-op scene should not be taken
Di

Gamers' initial reaction: Absolute
gobs!
nt of s ding Gamers' view after a week: “Have
IO wWas an expernence in you seen Smithy play? He doesn'

even look for the fiashes!"

ked silenc:

ually playing the blessed

they were when they first discovered
Cinematronics’ Dragon’s Lair”




“Possibly the only truly great
title to come out of Japanese
developer Tehkan”

D (] )
5801 OH

Marble Madness Missile Command

HI-SCORE
S0010

Mixing Pac-Man and... something else entirely, Bomb Jack's appeal lay in its original and super-
refined gameplay. Pushing your luck in an attempt to not miss a fizzler was hellishly challenging

locations), s JUNCHING cute (the supar-jolly

musical accompaniment had possibly

each fir

\ne arca

was all abx
i an audience by

\your character

Gamers' initial reaction: "

to collect the nbs in fi

formed Su




Ghosts ‘n’ Goblins

G'n'G's range of weaponry was a definite
strength. Always remember: avoid the torches

But a jump in cond chanc

commitec (removing Ar

Gamers' initial reaction: "Hal His
2 off 's wearing jocks!”

Gamers' viewpoint after a week:

armour

“Sumptuous to look at and
listen to but also so utterly
&% frustrating to play”




Sin and Punishment

Ny = "R-Type did sci-fi stylings
and organic alien stylings like no
other game before it”

Starguake

Was there ever a more complete arcade shoot 'em up? Probably not: every aspect of R-Type
fitted together like an alien jigsaw. The many games it influenced were not fit to lace its boots

R-Type

R-Type wouldn't stand a chance today,

o rée. It's too tough, it's too much of
a memory test. Hell, it simply wasn't that
good a game In the first place
n which particular L

e Idiot nappen

ng to) s J B e iiig o e o b i

't matter, because

g of the most

Gamers’ initial reaction: “Lock . at
the... size... of... that... thing..
Gamers' view after a week: “You're
using the charge beam all the time,
right? You're not? You should. No, don't
bother with the norma . Beally.”
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-Land ’\C'“L.rnr--! the same realm as
Wonderboy, r Mario Bros, Bub
Bobble and, later, Wardner. In other
words, It was a cute platform gama. But
on the face of it N
seemed pretty dumb. It
oversized, its audio was tinkly and twee,
and, we ooxed lika vet another
example of a company pushing an
already over-milked property too far. example. you could only make a long

There was, howaver, a surprising eap over a pool (having jumped from a
of depth d, iis springboard) by rapidly hammaring

ngnt on the joystick — a physical process

that lacked grace but llustrated the kind
of original thinking that went into the
production of the experience

It was the goal of unraveling all of
Pac-Land's foibies that brought players
back. Like Super Mano Bros, the word
of mouth that surrounded it served to
feed its longevity, and it's also ancther
game that attracted a female following.

Pac-Land may have been garish, but the
shocking veneer hid an innovative platformer

subtieties only becocming evident once
you'd tinkered with its distinctive

and idiosyncracies for

a number of attempts. And it toyed
with platform game convention: for

environme

Gamers' initial reaction: “Thosa
graphics are cute. It's sort of like the
cartoon. Yeeeah, Pac-Man.”
Gamers' view after a week: “Yaah,
the fire hydrant What? Yeah, | know.
But try it.”

“Pac-Land’s subtleties only
became evident once you'd
tinkered with its idiosyncracies”

smaller variations. The action is frantic
and modernised |J\.’ way of different gun
upgrades for the player. In the US, this
was marketed as a 2
such, it's highly unlikely many saw vary
far into what is a very tough challengs.

title. As

ey r

Underwurlde

The second Sabreman game complete
with new perspective and non-life

ar wd argl iably Ultimate's best, AII the
ens link up to form a huge maze

Scoring Is via a mixture of loc
visited, enemies killed and objects
collected. The only way to die is fom a
great fall meaning thiat the focus is on
getting around the game as much as
possible to achieve the highest score

Viewpoint

Despite ports to many formats, only the
onginal arcade and Neo-{ BrsIonNs
could keep up the pace intended in this
SO Extremaly hard but
rarely frustrating, the player is dropped
straight into the deep end. The unigue
lewnaint coL-pI=r1 with the sublime

5 the player
xhb nf it obeys the
fmdamc*r al hardcore rule: that failure is
aiways your fault and never the game's

T~

g

3y

Virtua Fighter 4

The Virtua Fig!
axample of &
Into the UK m:
the large adverti
shelf-to-shalf stocking obscure the fact
that most people who buy it {at least in
the west) will never really bother to taste
its Intricacies. This Is the bastard 3D

. ing of Fighters, not in terms of
v it Sees
tself. The best world players have to
stucly, and study hard.

ar series is a beautiful
ardcore game crossing

campaigns and

meachanics but in terms of ho

Have three letters ever meant so much as
those that appear on T'n'F's world records?

Track ‘n’ Field

The most physical arcade game
outside of a specialist cabinet brought
a new level of competitive spirit to the
coin-op scene. At first, we all had our
own technigues: some would tap using
fingers, others with clenched fists, and

vould j
button, wrongly believing it would
suffice. it was the variety of gameplay
that first ensured Konami's title a busy
cain skot, and you couldn't really call
yourself a player until you'd clocked it
ce. But Track 'n’ Feld's
durability stemmed from the fact that
you measured progress against the
time in which you could run the 100m
or the distanc ew tha javelin,
recording new personal records each
time out

one or two ven Us St ONe run

Gamers' initial reaction: "I'll never be

able to do the hammer. Never.”

Gamers' view after a week: “You've

seen the bird on the javelin, right? Well,
think it's a birg

065
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The 30 Imape¢ is a highly sought after plece of Vectrex hardware seliing for betwean £255-600. It is required o run all 363x series
softwars. Unfike the Virtual Boy, the goggles didnt generate criticism from peaple ¢ i g of hoadachos - b faw bought them

| Homebrew
| The Macted s oniof (hie wiost -
: Asiche fron the usy

mchicting AT Gocd Th
hewght of Dondaia's far

.3 first Gl W
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ﬁnmthn GGE pommissonad Western Technologies o do. -

! mmmmmwmmacawwm
X mmmﬁm?@mm
v ,mnmﬂmmmmmmmmm

! mmm:mu‘ewwmmbthno
. gaimes in development, timawasofmsm / }
| The next six monihe was & by of sty and S hard 10,
| deciprer exactly what happeried and who cid what Ed
i ..%nh Wasm Tsehnoioges managaruwwﬂm

1t e iy & et of wooks betwoen Kenners efusalie |||
| fake up the Mini-Arcade in July 1981 3nd GCEY dedison 1o, |

. amwnmmmmm Assoones 1)

"&mghrmmmgaabgewmwmmm
! mﬁmmmnmm B4 Hawkins and
: ﬁmxwumamummmmdm

“games N BASIC Duncan Muithead joined 8 week of twa |

'.mrwrgmedmlo:amm PHDu'ogramal
-'mmmammwmmmm
_'-mummnammmmmaz By Apnt,

| Soramble, Mine Storm, Barzerk. Rl Off aid Star Trek ad ol
_bwmﬂedwdmewmwasnwﬂ]w )

mmmmmatmwwmmM
acEwasmmogaanewname. Lnriapmy
vmh' : ‘lam\ Minl Arcada’ U\Bmie was thIen shartenect fom

Vectron (ihis iame even got a startup somen fogo) though
VectorX to Veotrex, Tom Stoper, desiner of the gamea
Bedian and creator of Vedtrex mascot, Soke, fuminates,
the president of GOE. We're &l taiking about what 10 call this
Wi | s, 'Imawpr—baﬁeﬂm Lats calit
somelhing with veckr 1, ke Vectar- X" We made a st
put It on the whitsboard and everfualy they called it Veotrex.*
1 Procaction of Vectrex bisgan (n August 1982 and the

of the tirme. Paul Newalls Serambie won the Afcade Award
from *Becironic Garnes! magazing for the best Mini-Alcade
gmmammgoryWWfocmmm Seles
mmmlmammmmﬁmmdmmtﬂmﬁﬁ

07a >



{l'l'n"lm i

nu,

il l&%-ﬂw

™ ADEC GAME SYETEW
M.ﬁ!ﬁﬂmﬁwmk

| ilegetly Greof the e reasons for steing intal Sales af
the time was that Lﬂesym withs e ol scmen, didn't
reauine Lising fhe farily TV The Constle wiss large and stabie
featuring folr full-sive arcade Buittons and a sturdy op-heaw
analogue lovstick fihe first standand snalogie contoler pre-
NB4) disiried to 1 neatly Inlo 8 comparrent beneatn the
Vaohie stresn, alowing the '-x,a:am to e compact and,
SOMm Advertisers promised, uonablm :
By e g of Y952 GOE was desper&mfy Idiking for
(gomenna ta by it ol Hewking axplains, Basically/ GOE.
was a syl company, shoppiny (6 Dey aoid, They Were starfiig
peopie wanting e bullc the company and gat out.” Enfer
Mitton Sradiéy From the jate-"T0s Mitun Bradiey hiad besn
ekt (o the: videogames e ket and watching s own

g g

s

boardaame-based profits diciniéh, Tha con
TE0ONS for e esrdy-'A0s <ald that it wag m@abﬁm&e
mev:druucgaﬂasm taking off and i was 100 rekanten
boaigames: I March of 1983, Mitan E.ramaq puch&sed
GGE hsmuﬂngmefa\rmed Veschex, GCEra:iairaady
boaiad naticnal advermsing for MB 1o usa after e sale ol the
compaAs Howeyer, & 500 34 1he daal Was completd, MB
pefiec @l the acvarisng and hsiead used s welkeglablished

‘distriptiion ERannels (o exand the Veoies dieirblilicn

Guarseas, By the sumimiar, distbution had Beqan fhaoughiout
Europs and Japdn thandied by Bandaj),

By the end of 1983 the wieogame crash was in iull
swing. MB: closed down GCE to distributs the Viectrex itsel,
discounting it 85 much) as pfossitle (first 5150, then $100).

el St

CMUNGT e s ot

W'*fx...,.
PoLAR e

S e Ny TR e R TR T e

LU AR ks s

] Ma,ruh 1964, me\fermw dmmnm:&dh-_' mpaand

Dhaﬁkmrxﬁow\?.muhegaﬁlmheus Aswﬂhmasmfma

»ﬂdaogmwsmh(%d MEWas stéick with a huge!|

mwmayandd\iytrmlomnadmwwgmdswnm
who soid them at frs saie pooes theougnout the remainder of
1984, The Gystern sold for s (ie as $45'1£28) With carts at

£5 10510 (£35) spisce al thal e,

I s i Spieciiatad 1hat MB wasshied its fiands of the |
\:wmxilketh!stom_ ( _'.attrdcmetoHasbm(Mm Wi
it whotid recge by May of that Yean), which was o interestée
0} entering BNy ared of wosogames. By Ihe end f 1964,
Vectiex was riouiere 1o be seen, Evernualy t was dieged
thar MB kst around $31/6m (20 due 10 the high cost af
antfactring Vecltex set against poor sales. At ihe 2000




'I iy 1382. \mm LA nﬁ;gaww vmmuum 2
(g YRR o o o8 Aaas (prme ot I T sichion
Ui v et 5,000 fost Ay INERE e ot st
! k.rﬁl\'-ewmh‘m e o' e Ly OO C OO TRk |
Card el Wities) 1
.- vmmmmwﬁanm‘:ﬂn LI e CHENA o et |
me AT LA TR .\mvae'mm wooken, |
ma:hum !
'I hiy&’imm“wnmmmm B hen i
(St e pratotyps Lsed B Color TV fbe st Wi gty |
1V sty 1o o W epvpi sves AR 158 A projeratin TV o)
lmmww@ ke el bt was oo
| Gemacially inipractica, Vel anithes RO \wes T e TWO
{eiyers of el phosphar o s ki e white vy TV AL,
| ey these Vess al et e proliype toibls
W D o Vo oﬁawrkfammwmmm Ve
(il e gy e 5 rmgrarm Ll e
[ Whiperd credin s Al vight whie Progreae i My Dl viesd
1 g o T Gans wner savmang in o work ihe nekt e i,
1 T Weine fieses |11m‘=a.ﬂwr*r e Hoor (UL marmement
+epparenty Lot Wwith s
1IN ool intarviesy Bl Hawkmswrr_dtwl'i et the Bystan of
| eevenpat in plaice at Wasterr Techiloggias o't siea Toe
y i i, Goonsation betwoan e Qo desiopess antd Mivi
! llcsate he lead overtay desigier Thas wes o groat il wih
UMb anct I peoprarmimers when thees hirss flrzib caimes ot
i overlays teyer raally were disioried with the garfis ‘nwru-?
GG Yo oo With thet Gatme and, In fact e iat of cases s
Programires we iyt e erm AL oce ponl, e ware
Thinkang et puttrg @ messane ik on the soreen hat said,
i For inprted gamantay. mmove the overtays’
B The Vet showed bp sgan & fw-".-ml" tate when Aml &

et the playse

g _ 1o Him (sl on
) & morociynme soreen o i woul then analyas you
perraily, Vaolnes rschwnss Pave asn been found oonmvertsd
o hegt-momsoang devices as well At the tsve of the tenminal
some former WT nanagement wre al Abal 5 Assocates,

B Ore of the many ancmalies of he systam 15 the tusvae W
i Boston promfional cartridge. A modified version of the game

§ Clein Sweep. it was designed as 8 promotion fr the Mr

W Boston's cham of bguor stores in the eastem LIS, Al least two
criies are ko 1o exisl; ong hos its own screen overlay, and
both eoriki production ROMs, indicating that the canmidges
wers cornmerially produced. The lguor cornipany geve out a
W fimited numiber of custeerised carridges of Clean Swieap This
o el & Mr B stickar an it The ovierday was casentially
the regler Clean Sweep overlay with the W Boston narme and
loan: The gaime tealf had Gustom (ext arid the player controfiad
i & tog hat rther than 8 vachium. Two copies havi surfored on
M oy since 1996 and both went for over 51300 (£760)
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BRCADE PLAY HOME. |

technology, but back in 1983, it was like seamg colour TV for
the first tima. It took me a while (o'save up the money, but
once sean, | had to have a Veciex: [ts a console that ohoe
you've seen, you'll never forget,”

Far Lawls, collecting had alrsady become a concern at an
eatly age, “Lika mast Kids ralsed of 'Star Wars!, | had an Atan
VCS/2600; and theat was the begmnning of the obsession
Whien the Viectrex was released in 1982, |'had t¢ have it in my
already growing colisction, The bulit-in vector-graphic
‘arcacde’ monitor was just the coolest thing.”

Moore explaing the console’s popuianty fuether, “The
Vectrex is unique thanks o is sinple gun vector dispiay
system, It is uniiiely any othes company will ever release 8

rreching wsng dhis rather archaic technology; sa the Vectres

< 0786

will aways be unvgue, Add 1o this the buiit-in screen, the

highly respansive analogue foystiok, and the Nighy quality
sound effects, and you have the closest thing to an arcads
maching for the homa. The aiternative configuration of
consales ke the Viestrex and Vitual Boy provides &
cormpletely different kind of galﬁir\g expenencs, which i turm
will aliays make tham highly prized by collectons”™

Lewais agrees, "It was the first cartridge-based home
gamihg conscle fo have a bull-y vecton monitos Thess
things were really only seen n ihe arcades, and Inday, thay're
practicaly nor-existent. it was aist ane of the (ast cansoles
manuactured before the great game crash, so it didn't have
much of achance to bulld 8 user-base, or its own place in
pop-cutture, Aot of mamstrearn gamerns have never heard of

the Vectrex, and the gamers thal afe fanikar with it tend to
fest 8 strong attachment to it
With Maoore seling various Vesirex matadals over the

yaars, Edge ponders whather thg scers has changed at &,
"The price of UK Vectrex consoles has lupluated greatly.in
the past elght years, {t's actually lower now than back in
1905, | think this i hecause those that hat always wanted
them woldd Buy ther al whataver prics, bt all now own

e, Persudding new oamens 10 love such an oid format is
ciFicult, particuiany when there amen't anough mactings
anund or them 10 experence Inem in the fissh, | actually
know people who downlosdied Veclnex emulators and
couldn't work out what gl the fuss was about. It's hard to
explain the huge difference whan playing the real thing,

IV /‘r‘_,W '%



The New High Performance Accessory

That Transports Creativity
and Learning lnto the Computur Age.

Ramarkable Tochnalogy at @ Remarkabiy Price

sy the most rare onas ple who grew Up

et

w8 always fetoh high pricas in ian Terdesr ook &t the class 15 and laugh

gir inss. Twenty years &g0, developers dudn't have

sad har. The geses i
1 more maney because of thelr rarity

Europe becaurse they waen't nek

hiury of pushing S0m polvooens per second with burs

and paxel shadi

all runeing from the hardware

rting

S W

make games sai onthe ment of baing fun

s filks the Vectiw mys bé move poputar with the

s that fhe inlernet has

markat, TThe Intemst -gamers, the people who remainber when thars wane

¥ how Cool Or

ew console, N0 s

COMNUNLY N gensl 10 expand

oS With an expiration date, Unfortunalaty,

SOMeone 8isa anywhens on the planet 1o ask about winy s

m A1

2 10 eolact £ Ag oo a5 you fillin

tha e, Wi just Diay it unhil we tirg

or het Veotrex only displays a white dot In the centre of tha
B

are for sale Or even find & working

& 'Some consoles, such

¢ atandard software Ware suppon na ionger exi

Ot atout

SCmEan, MewsSgrUR PDOSts can

fhe new games t Vectrex, contirue to fight that expiration date off

Veetax on abay. t's-a very exclting tme for collectors, marfgage your granny 10 buy” and the collectors are the onéa who can halp,”
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; When collscting Ve"'_rak aa:tndg% ycu am todqr{g for the
box, instructions, pa(mdge and oveday [if there weis one).
Most: gamf!s carbe ﬁ:aund relathvaly easily But the last few Wil

Minestorm Il

Release: GOE 18
Ref: VT 3000
1 £100-200

5

This was the bug-free version of
Minesform that was sent fo players
who wrote in complaining about the
buiit-in bug on level 13

Aelease: G
el VT 3206

\alus: £45-75

Hare conversion of the arcade
classic. Much graphical effort was
made on the player's vehicle leaving
the others looking less impressive.

< 078

A 2D Battiezone-alike in which the
player controls a jeep In the centre of
an open maze. Responsive, smooth
and well thought out.

Release; GCE 1982
Ref; VT 3304
Valie: £20-40

A vary good Galaga type shooterin
which you play a wizard on a
hovercraft fiying through angled walls
to get to get to fortress Marzed.

e of the draws fo'ihe Vectiex oullecting scens. The price
guide hasbeen firmdiuged with 4 1nehelp:of_ expads Jon Dylen

Caosmic Chasm

Value: £20-30

The first home game that GCE
ported from the arcade. As with
many titles, MB later released the
game in Europe itself.

A fantastic firstperson perspective
submarine simutator, regarded by
many to be the best original Vectrex

game. Fetches high prices in Europe.

‘-!.e.sasp GGE 1982
VT 3105
Value: £30-45

lts monetary value hides the
historical value. The game that
started it all ported to a console a
fraction of the size of the original.

Bedlam

Helease: GOE 1982
et VT 2305
Valus: £20-45

Often described as an inside-out
Tempest (by the developer as much
as anyone), Badlam has enough
onginal features to stand alone.

and Cﬁns Fuuhgerm in 1998 bouqhi A Vacxm; apare

Wt WarsANeb Warp

Vahme! £25-35

Consistently and unfairly compared
to Termpest, Web Wars is a good
pseudo 30 shooter with competent
visuals and a twoplayer mode.

With Lightpen functionality this
standard sarly '80s music game is
one of the more scught after titles to
both Eurcpean and US collsctors.



Crazy Coaster (3-0) Star Castle

One of the faw (and poor) A port of Starn's fis 3 hardest gal on the
released for use with the 3D Imager ich the cons ormat, this is an excellent port of the
glasses, An experience ROMs don™t mages frequer ematronics’ classic, The tiny

translate very su

essiully.

aphics don't spoll an enthralling

the expart player axparience.

Spinball

Falease

Raf: i
Vialue: 0
A Pac-Man clone where you take the Only ane prototype of t

role of a vacuum clea a bank.
Your vacuum can oaly hold a certain
number of pellets.

advenh

T a5 Dee
ctors would p
if another came on to tf

ning ‘Star Trek” licence

¥l @s Star Ship in Europe,

function

Two copies of
been verified and sourced
Jason Moore), Estimated value

shown if another madsa the markst,

This soccer game was ambitious and
accomplished. With three-a-side piay
and switchable characlers it is one of
the grandfathers of the geare.



r with key membe

ip Pumpkin

evelopment of three

games. First to be ased will be T

ed on the St

Escape, a game b

McQueen movie license, The two others are

set in the Confict franchise
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What was the first videogame that caught
your attention?

| had a BBC computer, which was a fantastic
bit of kit at the time. | thought Efite was a very
nice game. It was particularly interasting for
me because it was based on Travelier, which
was a sci-fi roleplaying game | had played.

"b The developers of Eiite wera obvicusly heavy
Traveller fans. | was amazed Traveller's
publisher never took out any lawsuits against
A\ them. But Elite's wirefrarne 30 graphics wera
famtastic. And as someone who had played
Traveller, it brought home what a computer
could add to gaming. With a board game, you
can pull left and fire off & missie in your
imagination but it’s not quite the same as
sesing it happen onscreen,

After ten years of pen and paper games,
what first struck you about working on
videogames?

Videogames are all about restrictions. You're
limited to technology but you can't allow
yourself to be limited by that technology. It's
about how you make that work 1o create
something that looks good and then make
what you've designed work well with it. Also,
in the oid days of pen and paper design, you
' could get a game done in three, maybe six
monthe. With computer games, design is just
the early stage. You have another 18 months
trying to transform that idea into reality with
fother people. Design for computer games is a
big selling job. ‘You've got 1o sell the idea to all
he programmers and artists and other

' designers but at the same time leave room for
\y Interpretation for everyone else to add

doasn't think. It's all got to be thought about
fand kicked around amongst developers. With
paper games, you used to go to an artist and
\isay, “This is a good idea for the front cover”.
U Now you've got 20 artists each with their own
Jideas of what to do. My job is to say, “This is

of game, be

Which of your MicroProse games were you
happiest with?

| liked Figlds of Glory. It needed a little bit
langer in terms of development, but | believe it
captured realtime combat at a time when
everything else around was turmbased. It
eventually ended up as a Napoleonic game,
but | wanted to do a modern game; | wanted
to have ammour and modem weapons. In
retrospect, | suppose that was the spark for
both Warzone and Desert Storrn to some
extent but nevertheless Fields of Glory covers
a colourful period and | think it played pretty
well. | won't deny thers were some rough
adges but it was the first product, We could
have done more on it but MicroProse got
bought up by Spectrum [Holobyte] and they
stopped all PC product development, The
result was that we ended up canning a lot of
very good projects during that whole process.

As a designer, how frustrated are you by the
industry’s fixation with graphics and
technology?

Part of my frustration when working at.
MicroProse was that it seemed 1o be caught
in a “Do we embrrace 3D technology or not”
dilermma? We had some great 30 games, like
Grand Prix, but there were also games such
as Legacy - a semi-3D RPG, which meant
that it looked a bit old and unfortunately it
came cut at the same time as Alone In the
Dark which also made it look horribly dated.
So the point of getting away from MicroProse
and setting up Pumpkin was that we could
gear Warzone 2700's game design with the
technology. | think Warzone is a lot more
enjoyable to play because it is in 30. And we
would definitely have taken the 30 elements a
lot further if we had continued with the
franchise. | really though it was great, because
you could jump in behind the vehicles, you
could then look over the cliffs and the whole
terrain would be revealed property.

Do you think a game's eye candy is less
important than it used to be?

Mo, it's as important as ever. Wa've been told
Confiict: Desert Storm doesn't look as nice as
other games but that's a decision you have to

“Videogames are all about restrictions.
You're limited to technology but you can't allow yourself
to be limited by that technology”

It must be very disheartening as a designer,
when an idea you've been working on gets
cancelled?

Yes, it is up to a point. | find that it's easy 1o
bash out a load of two-page concepts. It'sa
bit of a shotgun approach. But where it
becomes hard is after you'va been working on
something for three or four months, because
then you're emotionally involved. You've done

fel

make — it's a big world, and there are four
characters, lots of enemies and sophisticated
Al Yes, we could have used more resources
on the graphics but you wouldn't have any
other elements of the game. Devil May Cry
looks beautiful for example but it doesn'’t even
have opening doors. You go up to the doors
and teleport through them. We have doors
that open — that's another conceassion, But |
think the next generation of consoles will bring
a movie-like guality and, once you've hit that,
game development becomes more a content
Issue than a technology lssue, We're not there
yet. Eye candy will still be something we have
to push on current generation hardware. We'll 8 |
get movie-guality games in time though and

when we don't have to worry about frame rate i

and how many pixels and polys you can push,
it will become about content. Movie camera
technology really hasn't changed that much
since the 1950s so film directors have had 50
years lo focus on content. With games, we
can get a hell of a ot better,
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Warzone 2100 was a highly critically
acclaimed game. Which elements were you
most proud of?

Actually, it was Eidos’s best reviewing game
aver, even better than Tomb Raider. It broke
the mould for RTS games. Obviously, there
was the 3D element but it had a navel
structure too. The thing | hate about RTSs s
that, at the start of every level, you have to
build a base, then a power station and then a
town hall or whatever. One of the great things
about Warzone was that you built a base on
the first mission which you would then keep
throughout the first campaian. You'd have to
load up your troops and perform away
missions on other maps but you could still call
in reinforcements from the base and then
automatically keep building units. We carried
that theme into the second campaign where
you had to rescue a base that was under
attack, so we weren't forcing players to build
from scratch. Then, in the final campaign, your
base was under constant attack so you had
to keep moaving it because the enemy was
destroying it as fast as you could build it.

So how did Pivotal Games first come
about?

After Eidos decided that it didn't want
Warzone 2, we were trying to get another
product off the ground. We had a great
concept but because it clashed with
Commandos, Eidos decided it didn't want
that either, so we felt like we were going
nowhere. The studio wasn't firing creatively
anymore so it became clear to me that we
needed to get out of the situation and go
independent. ‘You need passion in a game
development studio. If pecple are just simply
coming in and doing nine-to-five, you're never
going to ship and even if you do, no one is
going to want to play what you have. You
really need people who are fired up and

“You need passion in a game development studio. If people
are just simply coming in and working a nine-to-five day,
then no one is ever going to want to play what you have”

< 084

passionate and want to do a great job. We
looked at doing a management buy-out but in
the end Eidos decided it was simpler just to
shut Pumpkin down. The resuft was that we
set up Pivotal with 15 people of the 25 who
had been at Pumpkin. It was a team that
believed in itself. We knew we worked well
together and wanted to continue working well
together but | had to tell them, “If you've got
any doubts or are worried about money, you
don’t owe me anything. Go find other jobs.
You've all got mortgages and you've got lives,
you don't have to come down this path”, but
those 15 people did. Of those, two have since
maved on but the other 13 are still here and
they are a great industry team. Interestingly,
12 of the 15 had been at MicroProse, so it
Wwas a highly experienced team oo, Thay
! believed we would get a deal and were happy
fito give it three months and live off their
‘redundancy money fram Bidos. And that's not
to say the going didn't gst tough. It's a very
long road to getting signed. If you sign a
product for £200,000 no one cares but when
you're into the millions, then no one person
can sign it. Thankfully for us, we signed with
SCi just at the end of that three month period.

Where did the idea for Confiict: Desert
Storm come from?
One great thing about having done a complex

3D RTS in Warzone was that we proved we
could do rendenng, we could do Al and we
could do complex movement. So instead of a
zoomed-out view where you're controfling 80-
odd vehicles, the idea of a much simpler
game, in which you're only controlling four
characters, came about. You still have the
asset management stuff but because it's now
four characters we can add a bit of roleplaying
as each character is subtly different. Connors
is undoubtedly the best at using the heawy
machine gurn but you can give it to Foley, the
sniper, if you want to. That was a design
decision so that if a character was kiled or
Incapacitated, the player would still be able fo
complete the missions. Also, you get the
medals and experence at the end of sach
level so that the guys get better and it also
gives an extra element with people developing
favourite characters that they will use more
frequently In order to push thelr rank up.
Personally, | r=ally ke being Jones, the
demaiition guy with the silenced submachine

gun. Something eise | am proud of is the

simplicity of the interface. | remamber looking
at the interface of Rainbow Six and thinking,
“That's not a game, that's a level editor”

mediacy.

People war




After your experience with Eidos, why were
you happy to sign with another UK publisher
in SCI?

The big advantage with SCi is that it's local so
you get fast decisions compared to the big US
publishers. For them, the UK office tends to
be a shop window and so all the important
decisions are made in the US. It was a good
deal for SCi becauss it was iooking to invest in
gqualty developers and we had a track record,
SO We Were a dream come true for them,

#  Around the same time as you signed with
SCi, you also became part of Geoff Brown's
Kaboom group. Why did you do that?
The main benefit is being in a larger group of
developers, so there's mare muscle than if we
were on our own. In a way, there's a bit of bet
spreading going on as you're not a standalone
| developer, which can make you vuinerable. if
your publisher goes down, you are out of
work. Kaboom has the advantage that we get
access to technical services as well as things

¥ ke press and human resources 100,

“| talk to so many people

-
) F v One of the things you must be happiest with
0 is Conflict: Desert Storm's success in the US
as that's been a hard market for UK-
developed games to crack recently?
| always set out to design with the US market
in mind. You need to have a global view
because if you break America, it's a huge
market. You can't be colloguial. We don't give
a shit if we play American games but
Americans wan't play anything that's overtly
English, so why go and make an English
game? | Ived in the US for a bit and have lots
of American friends, so | think | have a fair
understanding of what you need to do. But

5

How do you react to people criticising the
game in the light of current situation in Irag?
We have been accused of cashing in, but of
course it's complstely fortuitous. if | could
predict avents like that, |'d have a much better
record when it comes to betting on the Derby!
Actually, the game originally started out as the
Second World War Game. We had a beautiful
demo set on D-Day but | reglised that
everyons eise was making WWIl games as
well 50 decided to switch to something more
modern. Medal of Honor came out a couple
of months later so that was one of the best
decisions we ever made. People sald, “Won't
a Desert Storm game be a bit one sided?”,
but there were lots of guys out there, using
only their wits to survive, doing coal things like
SCUD hunting and blowing up bunkers,

Generally, there has been some controversy
about games, such as Soldier of Fortune,
which allow players to kill civilians. How did
you deal with this in Desert Storm7?
There's a penaity for shooting civillans. It

who think that family entertainment is dead.
‘ Well of course it’s not dead. Jak and Daxter is amazing”

affects your mission score so although we
don't blatantly say *“Don’t do this” i you want
to shoot civilians, then you won't do as well in
the game, which makes it something of a
moral choice. Also, the mission is never about
kiling civilians. |'ve been asked about my
reaction to the Iragi soldiers in the game. You
treat them as real, expernenced Iragj soldiers.
That's the setting we used. Buit at the end of
the day, | think we shouldn't forget that
games, llke movies, are entartainment.

How does The Great Escape differ from the
Conflict-branded games?

have a precursor element, so you get to play
the characters before they are captured. And
there's some combat elements in there too.
That's intentional because, while stealth is fun,
It can be hard on the nerves so we wanted to
provide some release.

GE

The past year has been a difficult time for
UK developers. Why do you think that is?
We're geing through a major shake-out at the
moment. What we are seeing is developgrs
not being structured enough. Confounding
Factor is one example, Elixir is another - their
games should have shipped two or three
years ago. You have to have a business side
as well as a design side. Developers need to
be realistic about all aspects of their games,
particularly proving they can release a game in
a timely fashion. It's certainly getting very
competitive. We look at some new games
and think “That's fantastic... oh shit. The
quality level's gone up again®, You have to
always be reactive to that but have enough
confidence in yourself not to go "We really
need to integrate this new trend into our
game” because then you end up with a mish-
mash. But the bigger the industry gets, the
fewer developers will survive,

Will Pivotal have to get bigger then?

Our vision is not to go bigger than two teams
because any more than that and | think we'll
lose what makes us good. One advantage of
being part of the Kaboom Group Is we could
add more studios if that was deemed the way
to go. Cur teams are growing in size though.
In 2000, we started with 15 people, now it's
25-30 people per team, so we almost have
B0 people. My job has changed a lot because
of that. I'd like to be able to talk to everyons
on the team on a daily basis but I've had to
devolve a lot of management to within the
teamns. | think that sorme studios have not
been able to make that transition, And in the
future, | think that core teams are going to get
even bigger when we move to PlayStation3.
That will involve another programmer,
probably a couple of networking
programmers, as well as more artists

and more designers.
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Edge’s

Star Fox Adventuras

Bune, f doast e it machianians o that well - g&
them, 1.1t here = bl Stad Ao Adveniures
hast they ocassional louch of iante i keap you gaing

Lost Kingdoms

Planescape: Torment
Ciiste ataant from the Merrantn’- Bty Marratve

reconatrachon, Torment Sl cpens 50 (Many. deces

T0o-CEfEranT DTy i Tt It it Deavs up I

Grand Theft Auto: Vice City
a1 sty avay i 3. Edge retums 10 1he

Geek or unique?

hiut all the doars, cut off the telaphone; prevent the

neighbours from speaking inmuffied tones. Steel Baftalion is
abolit to'hit a store near you. And despite all our afforts it sesms
that videogarmes are still something to be ashamed of Sure, it's
socially acceptabls to play a match or two of Pro Evolution Soccer
with your mates, but a tig robot game’? With a controfier the size
of an ‘80s mobile phone? it screams "nerd” from a rile away

Imagine the ignominy of carrying the Stee/ Battalion package
through the strests of London, Birminghiam, Mancheste o
Hamogate: It does, afterall, look like it might contain & rocke!
tsunchér. But worsa still - there are screenshots amblazonad on
the side of the packaging Buy Steel Baffalion and thers's no
hiding your hardecre gamer credentials. It's not ke you can
congeal the bax in 8 HMV ban so people think you'n: passionate
about sometning worthwhiie, like listening to music

Here's a piece of advice, f someane doesnt think your
pastima dasarves the time of day, then so0 'am. Anyone with: an
enthus@sm for games should be able to walk tall and with
urwavering volce announce thelr iove 10 tha world, not have to
BOUITY into & darkenad bedroom with software secnstad away ina
brown paper bag. If the ignorant betieve you're waird bacause you
get a kiok out of Fez, Ico, Super Mano Sunshine or Steel Battalion
tnen that's their problem, not yours.

But some gamers don't halp themselves. Whether (t's
insecurity, peer pressure or a shrivelled sense of self wonh, there
are same who would soonar admit ta liking Genesis than
Command & Conguer Generals. If the response 1o Ahe cover on
Edge s last issus is anything to go by (see Inbox, p126) then
there's still a few gamers out there that can get embarrassed by &
digital reprasentation of a woman, never mind a hulking robol.

Steel Battaliop tepresents the pinnacle of home entertainment
patipheral technolpgy currently avaiiable. And while Edge was
somewhat disappointed by the overall expariance, the pedals,
levers, switehes and [oysiicks that make up the controller 19
something 1o be calsbrated, not shunned. As passionata gamers
we all Have 2 duty to educate the |ess well iInformed. Or even
better, gat a non-belever hooked on Samba de Amigo.

p100

p1n

p103

pida

p104

plo4d



Steel Battalion

Format: Xbox  Publsher Microsoft  Daveloper: Capcom:  Prics: £130°  Folease: March 28

The manipulator arm is used to lift crates and
open doors (centre), while the night vision scope
adds clarity and atmosphere to the night sorties

ou D00 Ne DAasiC your
n designed owWn cockpit &

He has suce

ructure that nce the controls

us functions

Capcom’s ungainly ath falls down

or a number of other reasons

joubting that the game's

trump card IS Its ability to

“Steel Battalion makes you feel part of a game
universe like nothing outside of a seaside

Atsushi Inaba, th

amusement arcade has ever managed to muster”  edgetackner

Part In an orngor




Praviously I E100, E¥11, E112

It's possible to zoom in the camera to help you
spot enemies and detect their movements.
Missiles can be tracked on the radar screen

Sitting at the controls for the first time is at once
daunting and exhilarating, The start-up sequence | i | I l | | I i
asks you to flip and switch a number of buttons \
before you can even begin moving. The feedback, in
terms of flashing lights and humming naises, is
terrific and helps to draw you into another world

Toast in the shell

There's no question that Steel Battalion is an
ungainty beast to get to grips with. In fact,
it's a bit like learning to drive, but without
any instruction. The missions pile on the
pressure incremantally and the gama's

be forgiven. While it's true that internal consistency extends to an

7 interrupted tutorial which litarally throws
you into the hot seat. One of Stee/
Battalion's more controversial features (s its
data-saving feature. Get destroyed and you
have a couple of saconds 1o eject before
your whole game is deleted. Hardcore or
digital masochism? Edge welcomes such
ove, but some may not.

s on fres IS are rousing

just plain annoying, the nove

y wears thin up Dsequent

counters. On a

3ll; restarting

Iing then some of this



Special filters are used to recreate the sense that you are at the helm of an electronic beast. Visibility
through the monitor improves markedly as you purchase and use second- and third-generation mechs

after many a traumatic conflict.

Also, missions that see you infiltrating
enemy bases or cities are more atmospheric
and stimulating.

Capocom’s designers have clearly never
used thirdparty memory cards. Losing data
after days of diligent play is one of the most
excruciating experiences that can befall a
gamer. Capcom, however, took the decision

to make the game as ‘realistic’ as possible. Once the controls become second nature you'll be stomping around the Stee! Battalion world launching
migsiles and destroying whale villages with gusto. An Xbox Live sequel is currently under development

Die in Steel Battalion and all your mission
data Is scrubbed from the Xbox hard drive.
Extremne, but thankfully, offset by a generous occasional fresh sortie thrown in. Getting missions without having to rely cn your
credit remuneration system. As long as you through the first batch of missions also sees — it breaks your suspension of disbelief,
wother mech in reserve and you press you promoted to a command position that in Whether you'll want to St S0 mMuch
the gject butten within a few seconds of final theory grants you new executive powers money in Steel Battalion comes down to how
destruction then your data will be safe. But again, Stegl Battalion undoes itself. much of a videogame archivist you are.
Credits are awarded when you complete The Al of enemy VTS is reasor
missions and bonuses are granted of your own allied mechs can
depending on how you fare out on th

that it has some
is Is a game

ational moments, but t

them walking into bulldings, tuming or th who can forgive rusty

ey ) ] battlefield. Take less damage, for instance, nantedly on the spot and just generally old-skool level structure. Knowledge that
:iteh;f;;nb{f:;';:;:I“:emg:‘:fnn;egrgU”ng and you can expect more money 1o play getting in the way of your own work on an Xbox Live-enabled sequel is
triggered out on the battiefield. These with. Along with purchasing new mechs, a advancements. Commanding them consists underway is welcome, and should eliminate
come without warning and can be irritating number of music cassettes can also be of turning your radio dial and sending pre- many of the Al problems. But as a
bought to improve your in-stomp canned signals such as 'fall back’ or singleplayer expenence Steel Battalion
entertainment. Steel Battalion Is a large ‘advance’, most of which are completely sometimes feels less like hardcore and
game, but it feels padded because the ignared, Although such behaviour doesn't more like hard work,
ariginal ten missions are repeated, simply entirely undermine the game’s finer qualities -
with extra objectives, enemies and the largely because you can complete all the Six out of te




Devil May Cry 2

Format: PlayStation2  Publisher: Capcom  Ueveloper: In-house  Price: $50 (£32)  Fslease: Out now (US), Spring (UK)

his isn't really a sequel. True, there is a
'2" in the title but the game’s
earliest moment (& cut-scens) betrays this
labeling. Then again, the time elapsed since
the original's release gives a good indic:
of the curtailed development pericd and the
canstraints it has undoubtedly placed on
Capcom's internal team.

On a superficial level, these cutbacks
extend to presentation, with the layer of
polish evident in OMC simply absent. Cut-
scenes are sporadic and fall to match the
cinematic quality of those offered in the first
game - when combined with the scarcity of

voice acting (and in particular, Dante's
wisecracking), these rob OMC2 of much
personality, It's almost as if the protagonist
spends the entire game sulking at being
forced to do battie with demans so
after ridding the world of the last lot
But at least he has some company this

Edge isn't entirely convinced by the
way the game's environment hangs
together - the urban/Gothic mix feels

time around, In the form of Lucia, the game’s
forced and just doesn't really ever gel

second playable character (see Angel
delight). Her adventure may see her utilise
same locales as Dante but her route through
and experiences within them differ just
sufficiently enough to make the extra time

“The necessity to highlight the game’s flaws
should be evident to anyone who's played DMC,
enjoyed it and is expecting an improvement”

nvestment worthwhile, Indeed, given the
brevity of Dante’s undertaking (most players
should clear the 18 missions well within four
hours), there are few who won't welcome the
chance to prolong the affair. Once it is over,
thers is always the opportunity to go back
and improve on those grades, as in the first
game

If you've played OMC, you'll be aware
there's more to simply blasting or slicing

Running up and along walls are just two of the new actions to play with. As before the way you
dispose of enemies is graded throughout and affects the number of red orbs you receive per kill
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Bosses tend to dwarf your character but they're not particularly tough. Indeed, the game is too easy
and as such can be finished rather quickly. Still, there are secret rooms to encourage (rejexploration

opponents out of the way: the more stylish
the execution, the more paints awarded. A
series of special moves exist but one of the
game's charms is the abiiity to create your
own sequences, and the new abilities DMC2
introduces (running along or up walls, bi-
directional shooting, somersaulting out of
danger) certainly increase the range of
permutations. Reward for style again take the
form of red orbs but rather than using these
to open up doors, you just exchange them
before a mission for weapon upgrades or
health and magic item purchases.

But in terms of game dynamic there has
been relatively little change. The leaning
towards action at the expense of puzzle
elements Is obvious and if anything the range
is now more limited, with few of the inventive
gameplay twists seen in DMC. While this
doesn't adversaly affect the appeal of the
combat system which remains one of the

finer and more satisfying examples around, it
will undoubtedly disappoint those looking for
a repeat of the injection of other-genre

elements so appreciated in the latter stages
of this game's predecessor.

Add In a camera systern that often
manages to disorientate and you have a
rather negative-reading review. Don't get
us wrong, there's still fun to be had here.
The necessity to highlignt the game’s fliaws
should be evident to anyone who's played
the original, enjoyed it and is understandably
expecting a significant improvement. DMC2
doesn't really offer that. While polishing
some elements of the original and adding
some interesting touches of its own, this
'sequel’ fails to deliver an experience that
betters its predecessor. You could argue this
is partly due to the novelty value DMC
undoubtedly benefitted from upon its
release but an objective look should
reveal that ultimately DMCZ is a slight
disappointment. It's an interlude, and an
enjoyable one certainly, but the title's
got the wrong number on it

Edge rating:



MORTY INIS

i

i

11',:...... e

Y fg'w:'““-"-
e b Pl

BLOOD GOAT

Graphically things are certainly impressive although visual improvements over the first game aren't
immediately apparent. Capcom has confirmed that the PAL version will feature a 60Hz option

EFICERE,

This time the Devil Trigger power-up revolves
around an amulet system - by collecting powers
(ice, fire, fly, run, etc) you can then select which
you'd like to equip, swapping between them
depending on the nature of a level. Pressing L1
activates your alter ego until you run out of DT
charge (which is replenished during combat).
One of Dante’'s new funky moves (left)




Unreal Il: The Awakening

Format: PG Publisher: Atari  Developer: Legend Entertainment  Frce: €35, Rslease; Out now

navery basic level it's clear what's
Ow.—Oﬁg with Unreal Il your character

s slowly and the choice of weapons
t very satisfying. It's not clear, though,
what Unreal Il has got to do with previous
titles in the series. The game has baen
created from scratch by an entirely new
development team and, apart f 2
relatively brief appearance by the Skaar, the

“There’s very little in the way of memorable
changes of pace or rhythm; encounters just
seem to happen and are instantly forgettable”

AT,

The most interesting missions are those
in which NPCs must be strategically
directed, but even these are
unremarkable in terms of enjoyment

004

game boasts little in the wa
narrative continuity with the ¢

Which isn't necessarily a bad { sg
— the original was, after all, i
Quake Il on balance - but it &
with what is still one of gamin
memorable and atmospheri
seguences, and was p
with nemarkable set-piec
tured levels

g, the game bears a super
o — from the power-suited
hitectural and textural details in

nments. But the

threat comes not from the
onse of a sophisticated Al, but
ick succession of rapidly zig-
zagging enemies. Which is fine - it makes
them reasonably difficult targsts to hit (when
they don't fall off ledges in their haste) —it's
just that it doesn't really help foster any sense

for example

dynamic res
from a fairt

of a believable universe or, consequently, aid
n developing characters or plot situations
that it's possible to care about.

ndeed tha story is integrated badly
throughout. And while a

cod story isn't

always a prerequisite
entertaining test of trigger-finger reflexes,
Unreal |l forces a poor one on players
through cut-scenes and mandatory hub
sections that only serve to interrupt the

to engage boring
secondary characters in conversation to
discover mission cbjectives fesls
unnecessarily chors-like, especially when
ally say things such as, "You're the

action. Indeed having

they act

Technically the game is of course beautiful, but it lacks the interesting uses of space and the more refinec
visual aesthetics of the original Unreal. More significantly it's inferior in terms of play mechanics, even no

and what they add to the story is largely
uninspired and tedious, while the cast of side
characters is entirely forgettable, diminishing
the impact of the narrative's conclusion.
Combine this with conservative and linear
level design, and the result is a
disappointingly average title. The major flaw
from a design perspective is that most lavels
are entirely predictable; the only surprise
y nally reach the sniping sectior
towards the end of the game is that it's taken
so long to get there, and it's often possible to
second guess the placemeant of enemiss.
There's also the disjcinted tempo, with
successive levels bearing no relationship to
preceding ones, it's almost as if Legend
assembled separate teams to design each
mission, with the result that there's very little
continuity running through, and very little ir

the way of memorable changes of pace or
rhythm; encounters |ust seem to happen an
are instantly forgettable.

In spite of these flaws the game isn't
entirely without merit, and some of the alien
enemies and mission objectives are
satisfyingly varied. But all things considered
t's just not very good, and the absence of a
multiplayer component hardly helps.
Significantly, the game Is less enjoyable as a
mindless shooter than both Quake Il and
Unreal, and less entertaining as a story-
based shooter than Half-Life. it's a slightly
damning fact that whereas the original Unres
was frequently memorable; Unreal Il Is simpl!
all too forgettable. And of the two, the
former is still the superior game,

F

Edge rating:




Boss encounters are, by and large, tedious, and a test of patience rather than skill, though this isn't a
complaint that's unique to Unreal Il. Nevertheless, they do little to offset the game’s other shortcomings

Although there is a healthy succession of alien foes
throughout the game, they lack the dramatic
resonance of the Skaarj, who make a relatively brief
return and are themselves slightly limp opponents

Unreally useful tools

Although it's highlighted on the back of the
game bax, the Unreal Editor isn't
acce! e through the game's main manu,
and it's not as user friendly as something
like the Neverl/ ts Aurora toolset.
MNevertheless, for budding modmakers it is
probably one of the most sophisticated
es for creating firstperson shooters

that's currentiy available, so it offers a
substantial attraction in its own right. But
unless you're serious about creating
content, it's probably not really enough to

ompensate for the run of the mill
singleplayer game.




Tenchu: Wrath of Heaven

: Activision Daveloper; K2 : £40  Helsass: Out now Previously in E112, E127

t's agame

racteristics of its

era and

S two i

series, it's possiole to forgive the fal

game tf raugh around the
remair tin the kno
beneath its unpolished exterior, lies &

ing kemel. But it's far too eas

put off before this kernel becomes ap

Part of the problem is that mi

that much fun the first time around. As
previous Tenchu titles, is the

weakest point, despite the intr

rudimentary lock-on system. This
cassily

Aintain the

jiven the need to

on avoidance and stealth, But it
degree of foreknowledge is requirec

the

2, and lew

e Initially unoe

Onnalssance pur

missions, but all take pla
35, while high ranking

borne of inco
makes ascertaining tl The game's technical shortcomings (including

2 some prominent bouts of slowdown) are, by
and large, offset by some genuinely satisfying
moments, While Rikimaru and Ayame return,
they're joined by a new character, called Tesshu,
i who offers a subtly different playing style
n, remarka

yone patient enough

Erase and rewind

Once a mission has started in Tenchu: WoH,
the only way to restart, or indeed go back to
the main menu, is to allow your character to
be killed. Apparently, the official reason for
this is that, as a ninja simulation, it doesn't
make sense for the game to allow players to
restart when things don't go their way. But
for a game in which much of the pleasure is
derived from repeated attempts to perform
perfectly, it makes no sense to disallow
players from restarting time-consuming
missions that they've played several times
before. Such a small oversight has a
disproportionately frustrating impact.

though, WoH ce
lengthy challenge - eve
that the much vaunted multiplayer modes —
both co-operative and versus - are little more
than tacked-on extras. But really, Activi
and K2 could sent some time polishing

up the game's presentati

1on

, tidying up the

camera, remaoving some very basic emors of

ssign and ex

a rmurky and in

ange of browns and ¢
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Kung Fu Chaos

Formal: Xbox  Publisher: Microsoft  Deveioper: Just Add Monsters  Price: €40 Raea=s: Apnl 11

siicon fan

the weight of

Thankdully, it harks back to

more than both Fuzion Frenzy and Whacked!

Each game stage is rated from ‘straight-to-video'
(one star) up to a ‘colossal hit' (five stars)

While

19 Tu kitsch upon which it's base
this layer of depth isn't unwelcome, it still

doesn't prevent the game becoming a mess

during its m 5 moments

s mak

Replay more

After completing each stage (or 'wrap’, In
keeping with the game’s make-a-movie
theme), you're offered an inspired playback
of your efforts on the set. it's more than just
your typical series of arty camera angles
though - the footage is coated in a veneear
of smudged, crackling seventies
authenticity, and colourful commentary is
provided by megamouth director Shao Ting

,and any la

out by a

1 punchy carnm

. , giving Xbox an admirable tick
The considerable oneplayer campaign consists ?

of a string of mini-games, out-and-out arena
combat and battles across lively movie sets

If-consc enre checklist. It

ogs



Tom Clancy’s Rainbow Six: Raven Shie

Format; PG Publisher Ubi Soft  Devsioper: Red Storm  Price: £30  Release: March 21

Previgusly in E112; E119

nireal Il isn't the only FPS that's been
U developed with the Unreal Engine to be
reviewed this issue, though it's kind of ironic
that Raven Shigld should prove the superior
of the two, Branding issues aside, Unreaf
attempts to marry two fashionable themeas in
FFS developrment — story-driven seripting and
instinctual blasting — whereas the distinctive
blend of strategy and squad-based action
that characterises Rainbow Six titles has
proved resclutely unfashionable over the
years. But though it's been a long wait for the
latest instalment, on balance it's been worth
it. While Raven Shield doesn't offer anything
substantive to the formula, it certainly proves
its continued appeal.

n truth, the game isn't too much of a
departure from its Rainbow Six predecessors,
certainly anyone who's played any of those
will be on familiar ground when it comes to
mastering its combination of planning and
action. Of course the major difference is the
use of the aforementioned Unreal Engine,
which does lend a new level of vensimilitude
10 operations — as do the enhanced arsenal
improved quick-
command interface, and, to a certain extent
at least, the narrative that arcs across the 15
singleplayer missions. indeed though the
latter is rather predictable Clancyesaque
intrigue, its impact is partly reinforce by the
need to keep your sidekicks alive lest they be
replaced with unskiled cannon-fodder.

The problem, if there is one, is that this
combination of realism and meticulous
planning - as well as the lack of any sort of
save after the action portion of missions

and inventories, 5

commences — rather exposes the game's Al
coding. Though it would probably go
unnoticed in conventional FPS titles, the
occasional flaws in both team-mate and
enermy behaviour is sometimes all too
obwious, with enemies ignoring threats, and
team-mates getting stuck geing through
doors for example,

But while there's no diminishing the
importance of such a weakness, there's also
no doubting the satisfying scope of the game;
the open-ended nature of planning sections
opens up considerable replay value, to add to
that of multiplayer missions and several
additional ways to replay completed
miSsions.

And although the emphasis on pricr
planning might not be universally
appealing, it's still pretty satisfying.

Seven cut of ten

Frustratingly, your team-mates occasionally exhibit a degree of stupidity that's perhaps more befitting of
crack addled special ops, though not often enough for it to be a significantly offensive drawback

Raven Shield is another testament to Epic’s
impressive Unreal Engine, remedying the rather
basic visuals of the previous Rainbow Six titles

Unreally useful tools

And just as Unreal Il isn't the only FPS to
nave been developed using the Unreal
Engine, it's also not the only game raviewed
this month to ship with the Unreal editor. In
case you'd forgotten, it's one of the most
versatile and feature-rich tools around for
the budding mod-maker. And as well as
testifying to the ubiquity of Epic’s engine
coding skills, it also, in this instance, comes
attached to a game that's rather impressive.
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Praetorians

Fermat: PC Publisher: Eidos Interactive  Doveioper. Pyro Studios  Frice: £30 Relasse: Out now Praviously in €83, E108

s a fairly typical BRTS, it's difficult to find
fault with Prastorians. After sucl a

prolonged gestation pericd (Edge first saw a
work in progress back in E83), It's no surprise
that the game is extremely polished, but it's
also very of-the-minute’. Pyro has taken the
maodish decision to pare down the base
building aspect of the genre, choosing
instead to focus on increasing the tactical
complexity of the conflict. But in spite of its
uniguely effective recreation of siege
encounters, and its historical authenticity and
polish, Praefonans uitimately exposes the
waagknessas which lie at the very haart of
the genre

Building armies in Prastorians is a simple
task. Each unit has a certain population cost
and is drawn from wvillages or barracks, which
have a finita but recharging population. With
only one resource to worry about, the focus i
on mobilising the specific strengths of each
unit; from Legionnaires (who can adopt a
defensive tortoise formation, or soften up
opponents with javelins before charging), to
audiary units (who can buid siege machinery
with which to capture enemy fortifications).

Marshalling these units and other special
forces such as centurions and scouts Is
essential to success, as is taking advantage
of the lay of the 3D environments. Although
these environments feal small compared to
those in Total War, they offer scope for
ypes of ambush. There are rarely an
interface obstacles, and a well-written tutorial
introduces the nuances of the respective
units. Indeed, it's difficult to find any major
weaknesses in ether the singleplayer
campaign or multiplayer skirmishes (which
feature Barbarians and Egyptians as well as
the staple Roman forces). And it's clear from
the outset that the game is a labour of love,
resulting in pronounced historical detail

Nevertheless, Praetonians suffers from

vanous

one major fading which is that the emphasis
on realtime decision-making diminishes the

capacity for strategic depth and satisfaction.
t's a problem which is charactenstic of the

genre and, although it has been solved to a
certain extent by Warcraft
simple and understandable ecology
or Medieval: Total War (which features the

i (which sticks to

units)
The 24 mission singleplayer campaign takes in
Gaul, Egypt, and Roman, and charts Caesar's

imple abllity to pause ame anc
rise to power with some degree of authenticity simple abllity to pause the game and

distribute orders), it's not a problem that has
been solved by the developer of Praetorians
Which is a mighty shame, because in

every other respect it's a first rate title.

If there is a distinguishing feature of Prastorians, it's the well-worked siege sections. But in general,
despite Pyro’s best efforts, the game is ultimately generic, and does little to remedy the faults of the genre

rating: Six out of te
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Command & Conquer: Generals

Format: PC Publisher: Electronic Arts  Devsloper; EA Paoific  Price: €36 Releasa: Out now

Previously in E112, E114

erences whiie still aiming to cash in
a mindset geared towards
armed confiict: not so the latest in the CEC
franchise. Vieering from the slightly fantastical
sattings of the previous titles, Generals
depicts the large-scale antics of a fictional

Campaigns puls

the GLA, and 50 missions

1 Kill civilians ensus

ynents - the US and China
of ali that's good and holy,
80 stay |ust about on the right side of the
Geneva Convention, Each brief, linear
campaign is well designed and scripted,
steering away from the base-building

dynam:

anding that yr

Naturally, your opy

— are on the

ic that onginally defined the genre.

Perhaps e's finest achievement i5in

units available to each

/e tactics, and t

roach in terms of men and

de, the fact that no side
is noticeanly stronger overall is impressive.
As such, the game |s at its best in
muiltiplayer. Tank-rushas, a tactic which once
threatened to capslze the genre, are
ineffectual despite the weak base defences

machinery

vertones, though. The mere use of
anthrax warheads and terror tactics isn't the
problem, it's the implementation that's likely to
cause offence, fram the chest-thumping intro
film to the fact that you're required to do
unpalatable things to progress. Whereas
games transcand the setting
ad
of the imagination, Generals adheres all too

P |

osaly 1o its subj

many strategy

nd mathods invo become an

hy { matter, seeming 1o revel
i the homrors of modem war, And while Edge
ikes a fight as much as the next man,
the smell of &

still makes us queasy.

Edge rating:

Bilious green glows indicate the Global Liberation Army's use of toxic goo, either from converted tractor-

like »

or SCUD

Hans Blix and his UN weapons Inspactors would appreciate such clarity

Individual units aren't quite clever enough to pick
their targets effectively. This Chinese flame tank
devastates infantry but only chars structures

Generally speaking

The system of generaiship implied by the
titie and long-promised by EA has tumed
out to be less significant than we’d hoped.
Throughout the course of a mission you
gain what are essentially experience points
as you destroy your enemies; as these
accumuilate you're able to salect special
attacks or units (depending on the side
you're playing as) such as stealthy snipers,
parachute reinfarcements, airstrikes and
more powerful vehicles.
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exXx

Format: Xbox (version tested), PS2, GC  Publisher Acclaim = Developer In-house (Acclaim Studios Austin)  Frice: £40  Rsleass:. April 4 Previcusly in E108

obvioLshy
While manual camera control has been

mplemented (on the right analogue stick), it

ften, a dramatic

work in all places at all time:
viewpoint is automatically selected, and the camera just

around dementedly like a moth an fire.

10 the Inch
further levels on

certain numik

It's all about fairness. A challenge is one
thing, but making the player leap into the
unknown or moving the perspective
mid-jump just isn't any fun. Which is a
crying shame because some of Vexx's
levels show a degree of inventiveness that
even the mighty Jak and Daxter lacks.

The variety is welcome, but the world’s
creatures are the worst Edge has seen
since Ephemeral Fantasia (see E101)

secured. Unfortunately Vesx lurch

rspective

ymes with that

Three out o' ten

The Sims

Format: Xbox (version tested), GC, P52 Fublishen Electronic Arts 'Devsloper; Edge Of Reality  Frice: 840 Feleasa: April 4 (Xbox, GC), Out now (PS2)

ike Baldur's Gare: Dark Allance, concessions have

been made to make the Sims experience more

pelatable for menu

bic console gamers. The main
Get A Life” mode, where predefined
This

have to be met to progress througn
completely contradicts the game's atiraction, which is
an unfettarad case study into your own mind. Instead, it
tries to lead you by the hand, despite your instinct to
have a freeform grope of human interaction and
possibility. There is a more open-ended mode available,
where you build and nurture an entire neighbourhood,
and wit

can play with more freedom, But

aven then, it still feals slightly hemmed in.

The control method is adequate and doesn't add
any lag to the experience. But other things do, such as
the harsh cap that's put on the amount of furniture
you're aliowed. M
he

e more usetul concessions should

& been made, s

as including some of the myriad
s available. Despite running in full 3D, it

Hell is other people; the twoplayer split-
screen mode feels cramped, paltry and
defunct. It galls slightly that no efforts
have been made to utilise the emergent
online potential of the host consoles

expansion o
still looks nothing mare impressive than an aged PC
experence awkwardly repackaged for a new audiencs.
Neverthelass, it's cartainly still entartaining and is

Hygisne Energy Social _
; [Shasn a unique offering for console

WTIENS.

Comfort Eladder




retrotest

Super Mario Bros.

Edge takes a fresh look at a seminal game classic from yesteryear

intendo may be about to launch its
AP N AR successful Famicom system in the
\ States, but some rebranding (to the
Nintendo Entertainment System) and the
addition of a Robot Operating Buddy
(ROB) is unlikely to drag the US
videogame industry out of the doldrums.
But Super Mario Bros. just might.

Super Mario Bros. retains all the charm
of Donkey Kong and Donkey Kong Jr. but
the platform dynamic has been spiced up
ge won't reveal how you find the with the addition of side-scrolling. Rather
s’ world - it's all part of the fun than climbing to the top of a single
screen, Mario is now free to roam through
his world to a breathtaking degree.

While ‘world" may seem grandiose, it's
an apt term to describe the transformation
that side-scrolling has brought about. The
camera follows the main character
through a vibrant universe populated by
mean mushrooms (Goombas), ravenous
flowers (Piranha plants) and angry turtles
{Koopas). Welcome to the Mushroom
Kingdom, a destination somewhere
between your most vivid dreams and the
New York sewage system. As Mario, you
must brave this realm and rescue Princess
Peach from the clutches of evil Bowser.

The vitality, cleverness, and execution
strike you from the first instant. Even the
main character’s movement has been
infused with a kinetic energy that makes
leaping around the caverns, lakes and
skies an absolute joy. There are eight
intricate worlds to explore, each with sub-
levels, and NCL has completely broken
with convention by allowing the player to
skip to later worlds through warp zones.

P - As Mario's a plumber, he knows a thing Jump on a Koopa's head and its empty
!ndaed.m{stsSupermm&m’s priam Pl ot shall can be ickid kit o :
most astounding feature. There are so

wnd it did. Super Mario Bros. went on many routes, hidden secrets and warp
gmmwm ) pipes that you'll be coming back for more
ud_e:gana of all time (conservative long after defeating fire-spitting Bowser
stimates put the number at 40m - I

opies) and helped Ninterido achieve a and his horde of minions. Break an
tranglehold over the US market unassuming brick and it can provide you
gainst all expectations. The game is with a power-up (a green mushroom will
sill enjoyable today, but inevitably was seé Mario doubling in size) or even
upercededby other 2D platformers produce a beanstalk that can transport

nat took the formula and repackaged it

S pine) i -id you to a secret realm.
ks ot Acabbi . Attention to detail is remarkable and

ite captured the charm evident in this despite the surreal setting everything

nd subsequent N q works with an exemplary logic and
consistency. SMB demands your attention
and is destined to shape the future of all
platform titles. And with it, Nintendo
deserves to conquer America. !

Edge rating: Ten oot of ten
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name and, on the spot, Tumican was
bom. At Tumican's launch in 1990, the
game — which was to spawn 12 sequels
across eght platforms, and cause at least
bwo injunes in the crush by iis stand at a
Cologne computer fair - was halled as a
groundbresking titie. As it later tumed out,
though, pretty much everything in
Turrican was stolen from elsewhers; only
this time Factor 5 had been just a litie
more careful about its influences.

In one comer of Factor &' local
Dusseldor arcade theare was an odd
Data East import: a litte-known Rygar-
style sideways scroling shooter called
Psycho Nic
Julian Eggebrecht, who produced

Turmican for Factor 5, "and & lot of 7

Oscar. *Play that,” says

will become clear. There’s evena

character in the background that looks,

Turrican's weapons and power-ups were simply awesome at the time and had been designed to
“make you feel good”. Hidden caves and secret weapons encouraged re-play and exploration

shall we say, a little like the Turmican
player.” The team began collecting other
features they liked, from numerous
games. Manfred Trenz loved the jumging
n the Mano games. So in it went. A
ightning weapon they loved in the
Dusseldorf arcade soon appeared in
Turmican too. They took the character
design and pacing from Psycho Nic, the
searching from Metroid and the leaping
and exploration from Maro, Even the title
screen and logo were cribbed from a
heavy metal album cover (Man-c-War's
'Kings of Metal). But despite such
skuiduggery, the combination they made
was something entirely new.

The resiit was that TLmican became
huge. We'd all moved little men from left
to nght before — some months it felt ke
that was all we did - but we'd never had
such a massive selection of power-ups
or bean able to explore such a huge field
of play — over 1,200 screens in eight-way
free-scroling splendour, And the levels
were worth explonng; at the end of every
narrow cave or crazy stepping-stone
stairway there was aiways ancther even

wildler power-up.

EDGE~ 22

There was, of course, the Usual
plausibly written back story; the three-
headed Morgul, source of all the fears
and nightmares of mantkind, had
escaped. And guess who was the only
man with a Titan combbat suit and the
courage to fight back’? But with or

without realistic justification, fight back

was what you did; leaping and slashing
your way thmough five worlds (sach
personally designed by trained structural
draughstman Manfred Trenz) to
encounter radically different meods in
ever-changing enemies doing their best
10 win favour from Morgul by taking you
down. There was the awesome stes! fist,
the great piranha, the metal spider with
monster ciaws, the hydra, and of cour
the cause of all your nightrmares - Maorgul
hirmself, To give: you courage, your
beautifully animated Titan combat suit
had a Thunderc

et

s'-style 'Fash of

Lightring’ attack, aswel as mines,
grenades and a long lightsabre. And
three times in each life you could ram the
joystick down, tap the space bar and go
into gyroscope —a whiring and invincible
ninja star,

“The weapans were all designed to
make you feel good,” remernbers
Eggebrecht, “and they were arguably the
maost satisfying C64 weapons to date. At
the time, the mest advanced game on
the CB4 was Hawkeye from Thalamus.
That was by Mario Van Zeist, a crazy
Duteh guy, and a big inspiration for
Manfred on what could be done.”

By lata 1889, Manfred Trenz had
locked himself and his mubat in 2 room
“When he came out,” recalls Eggetrecht,
“he said, ' can do this on the CB4. | can

do eight-way scroling’.”

While Trenz was working on the C64

version of Turrican, the rest of Factor 5 (all
four of them) were working desperately
1o finish the Amiga version of R-Tyoe.
Activision had been so impressed with
Factor 5's Amiga coding skills in Katakis
that it had finally agreed to let them keep
seling the game, if they could code an
Amiga R-Type for Activision within three
months. It was earty December 1889,
“Manfred would be done with the ©64 in
March 1980," remembers Eggebrecht.
Then suddenly, inspired by the scale of
the Amiga's success In Germany, the
company decided to try to launch
Turmcan on Commodore's 16-bit
platform at the same tirme. “We wanted
to launch simutansously, * says

nt. “We had four months.

Eggeb
Nowadays, to do a port, you can re-use
code. Then we couldn't. We had todoa
complets rewrite.” This pressured period
is the producer’s worst memory of his

career, “Nobody had really thought to do



Factor 5 admits to borrowing from many sources including Psycho Nic Oscar, Metroid, Super Marfo Bros. and a

Man-o-War album cover. The wonderfully metaliic alien architect;

‘They took the character de

was also i

Jn and pacing from Psycho

Nic, the searching from Metroid and the leaping and

Afmets P
Mato. B\

exploration

were cribbed from a heavy

mncbeal ool g i)
netal album cover

/en the titlie screen and logo

an Amiga version, then we had to pul it
together and make it something special
in four months. it was insane.”

There were technical bamiars 100,
Turmican was the first CB4 tithe with true
parallax scroling. On the Amiga, this
proved a major stumbling block. “Vertical
paraliax scroling is very hard on the
Amiga,” says Eggebrecht. “There are
probably anly ten titles in total which
manage it property. in the end we buit
the scroling from sprites, but it was very
hard. Especially coming straight out of

the crunch-time in A-Type to the crunch-

time for Tumican.” After that now-
nostaigic problem — colision datection -
Manired Trenz puts the cortrois of a
game as the highest priorty. Julian
Eggebrecht agrees. “Jumping is key 1o
rmaxing something fun. Look at how the
fun of jumping develops from the earty
Mario games. At first he falls too fast; the
jumping's not right. By Yoshi's lsiand the
ump s so refined; you push the button
and the character jumps. it's all about
that responsiveness. But to transiate that

pired by the work of HR Giger

on to a CB4 joystick, with no second
button: that's a huge issue.” The Amiga
and CB4 versions of Tumican had sightly
dffierent interpretations of this problem,
which also tumed out 1o be the downfal
of the early console corversions of the
game. Accolade, who was glven the
icence to port Tumican to the Genesls,
kept the umping controts on the pad. “it
was a key problem of ther version of the
garme,” Egoebrecht remembers. In fact,
haning wanied to work on consoles right
from the start, the Accolade version of
TLrrican Is stil a thom in Factor 5% side.
“We were massive console fans,” says
Egosbrecht, “and whils we were working
on Tlrrican 2, on the platiorms which
were famous in Europe, we were
begging Rainbow Arts to let us do the
console. It soid the rights to Accolade.
We were hugely upsat, We would have
known how much to improve the games
from the Amiga, but Accolade's ports
were worse. The Genesis version of
Tumcan actualy looks worse than the
Amiga version. On Tumican 2 it siapped
the ‘Universal Soldier’ licence on a temible
varsion of Tumican 2, We cried.”
Eggebrecht remembers that after
the tough development of Tumican, on
the Amiga at least, Tumican 2 was a
breeze. “When TLmican happened, it
was a real struggle, and we were all
overwhelmed at how successful it was,
Then the whole team really clicked, we
were all fiing off on the same cyiinders.
Wi said et’'s do a sequel’. Tumican 2
shipped eight months later.” The game
was 50 anticipated that at the pre-iaunch
demo in Cologne, two people suffered
Injures in the race to get hald of one of
the 900 copies. And by the time
Turrican 3 was n development Factor 5
had 25,000 pre-orders before the game
was compieted. The sequels develooed
thesr own momentum but the Factor 5
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the making of...

tearn began to drift apart. It is the first two
games It looks back on most proudly.

“Tumican 1 was a struggle. We got to
the end, we looked at it, and we thought,
‘Wow, ths is actualy pretty good'. My
best memory is developing Tumican 2. It
was a great ride, Sometimes you work on
a project and know while you're doing It
that it's something great and very special
We had that on Turrican 2. To this day
people come up 1o us, especally
Europeans, and say, ‘Can | have your
autograph?’ - It's great. | love to sign &
box of Turrican."

S0 Is there anything that people
might not have discovered in the original?
Eggebrecht dossn't think so. “Pecple
have payed it so much, | think
everything has been found.” In fact, the
developer even hid an anti-piracy
message in English which was buried
deep in the code, it read: "All the game
design, technical problems and much
more 100k a iot of time and was very
often nerve-racking! So do me a favour
and don't crack this game!™. It then
included a phone number on it, intended
as a joke Samaritans line for any would-
be-hackers which was in fact the number
for Manfred's home phone. The team
never expected it, but -and thisis
perhaps the biggest tribute of 2 -
people stil call



Examining gaming history from Edge’s perspective, five years ago this month
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Scramble: Byron's inspiration. Years of chip waste consumption have made him blind though
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Its dificuit to retain any real clarity; we're talking well
over two-thirds of my life ago. Was it tatty? Probably.
The location — what's currently known as The Gallay chip
shop in Bournamouth - certainly was. We only usad to
hang around there to get free ‘scraps’ — essentially the
waste product of chip production, not fit for human
consumption, It's a wonder we didn't die of heart
attacks, aged eight. Being of an inquisitive nature, | used
to wonder what the Bigper Boys were doing In the
cormer. And for months, | just watched; marvelling at
their collective talent, But like most drugs, the very first
shot was frea.

After the discovery of that abandoned credit, | was
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completely and utterly hooked. Konami's Scrambie, it
was — the birth of my obsession with videogames.
Sure, I'd toyed with the ZXB1 before. But never had |
winessed such glorious ‘arcade quality’ visuals. |
remember it being rock hard, To this day, I've only
made it to the final ‘maze’ stage two or three tmes.
Ahead of its time, it combined classic shoot ‘am up
mechanics with resource management. If you were
being obsequious, you could argue it was the father of
the strategy game, Which | do. Fraquently.

I've long since progressed from Scramble,
But in a sense it taught me how to love.
Games, that is.



Thank you, Edge. Thank you so much.
Ironic as it was to use DOAXBV as the cover-image
for such an insightful, blissfully equitable female-
themed issue, it gave much-needed attention to
and recognition of females in the industry, and
remained non-sexist while simultaneously and
mercifully avoiding the sort of vitriolic feminist bile
that game grriz so often spout.

In all my years of reading Edge | have ssen
exactly four Inbox letters from women (comfortably
gender-ambiguous forenames like ‘Sam’ and
‘Danny’ aside). At first glance it would seem as if
we are few and far between in the industry,
whether as consumers or active participants; the
typically male-dominated Image that the games
Industry impresses on the impartial eye does little
to change that perception. But what many of us
know, and what Issue E121 did a very good job of
paointing out, is that we are more numerous than
we seem. Hidden behind the endless droves of
male-orientated advertising efforts, trade shows
and magazines, there is a surprisingly large
dedicated faction of female hardcore gamers who
put up with it all for the love of gaming. Because
we are not specifically acknowledged or catered
for, the industry and the public at large seem to
assume that we don't exist; hence, gaming retains
Its male-dominated image when, in fact, that
situation has changed.

Women are playing games and changing the
industry, despite the fact that everything about it is
designed to cater for men; when the industry
actually starts to introduce more girls into gaming,
then perhaps we will outnumber our male
counterparts. So thank you once again, Edge, for
drawing attention to the situation and giving us
COourageous game-loving women some much-
needed attention.

Keza MacDonald (sole female reviewer,
www.madgamers.net)

While | heartily supgort the gratuitous use
of bikini-clad crotches to grab the attention in most
walks of life, the positioning of just such an image

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

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

on the front cover of last month's Edge came as
something of a shock. Not least to the till girl at a
newsagents at Leicester train station, who did a
double take and then felt obliged to conceal the
magazine within the censarial falds of the local
newspaper | had also purchased.

| felt fike telling her that it was probably meant
as an ironic comment on the state of the Industry,
especially when counterpointed with the serious
discussions on women and gaming contained
inside. Instead, | accepted her kind offer of a bag,
and slunk out of the shop consoled at least by the
prasence of the Biffomeister within your pages.
Andrew Merrington

From the first time | picked up & new copy
of Edge five years ago, | have not hesitated to take
it to the counler. Today, seeing E121 on the
shelf, | did something different — | put it back.
Though Edge has never been perfect, I've always
considerad it the most well-argued, independent
and intalligent videogame magazing on the market.
But with the self-declared girf issue, that opinion
has changed. | am amazed that a title which rightly
criticises the blatant use of sex to sall products In
the games industry couid so openly use that same
tactic. How else do you explain a cover page
which centres on a digitised female groin?
Although gaming has never been an entirely
fashionable ocoupation | have never felt the need
to hide each issue when reading in public, but even
fiicking through your latest edition in the store
made me fesl sadder than anyone reaching for the
top row. The subject of women in games is one
which does need looking at, but to devote a whole
magazine to that subject while at the same time
expioiting the female form is both unnecessary,
hypocnitical and reeks of double standards. The
truth Is that the standard of your magazine has
been dropping for some time now but | had faith
that It would return to at least nalf the quality it
once was, Today Edge lost a reader and | don't
sea any Immediate reason to come back.
Lee Hyde, Essex

Not even to see your lelter in print? Last issue's
cover ganarated a heated response on the part of
a minarity of our readers. While Edge can only
apologise for any offence caused, it's a shame that
regular readers falled to appreciate the context of
the cover image, or Its lronic undertones, or even
the cbvious fact that the issua in question
contained a review of Tecmo's Dead or Alive
Xtreme Beach Volleybaif — a title that throws up
some intriguing guestions about lssues surrounding
girl gaming and from which the cover image was
drawn. Certainly, to accuse the magazine of using
sex to sell copies is simply absurd; had that been
the case it would have been necessary 10 use an
Image that was less Innocuous, relatively speaking,
than a girl in a bikini if the publication was to stand
out from the acres of naked flesh on the average
news-stand.

Perhaps it's worth @ reminder, though, that
Edge isn't aimed at everyone, and we expect our
readers not to accept things — even the caver of
the magazine — at face value

For the record, of those females featurad last
issue who could be contacted as the current issus
goes 1o press, the responses to the cover range
from neutral to enthusiastic, but there were no
complaints that the image was demeaning to
women.

| have just finished reading your Interview
with Jeff Minter and | have to say that It was an
extremely disappointing article indeed, Why
waste ten pages on a project that hasn't even
started? Everybody knows that the guy is a
genius, but from what you're saying Unity is so
far nothing more than a screen saver running at
60Hz. I'm really glad that in three months he
managed to get to know the hardware of the
GameCube, but | have seen no sign of a
proper game yet. He still doesn't know whether
we'll be driving (or be embodiad in - as he says)
a spaceship or what the game s about, He
wants to blend music lightshows and a
shoot'em up?

“Hidden behind the male-orientated advertising efforts,
trade-shows and magazines, there is a dedicated faction of
female gamers who put up with it all for the love of gaming”
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Fantastic, but nobody can tell at this stage
whether Lionhead will even publish whatever he
will produce. A lot of times, Edge quite nightfully
blames the industry for being saturated with
hopeless sequels and poring games, but then,
instead of promoting new development teams or
bedroom coders who will never make it without
visibility from the press, you give space to
someone like Mr Minter who doesn't really need
much help to publicise any of his projects. And
who doesn't have anything worth talking about at
this stage.

Simone Doneda

Mr Minter needs as much help as anyone to
publicise his projects, and as one of the most
potentially interesting titles that Edge has come
across recently, we decided that the game merited
the coverage that it did precisaly to inspire other
bedroom coders and new development teams.

Steven Poole’s article svout murder
simulators made me serlously reflect upon the
whole aspect of kiling in videogames. There is na
denying that kiling has always been an extremely
large part of videogames, whether through the
cartoonish type of killing in games like Super Mario
or the more violent deaths in the Grand Theft Auto
series.

The aspect that | find interesting however I8 our
acceptence of kiling and murder as a legitimate
form of entertainment. That the kiling in Super
Mario s morally much less questionably due to its
graphical nature is understandable, but recent
games slich as Hitman 2, where killing Is extremely
expliclt and personal, is still viewed, by most, as
good entertainment

So let's do a thought experiment - take the
game Hitman 2. Same game, same mechanics,
same graphics but instead of your final objective
baing the assassination of your targst, you are
instead supposed to enter various locations, find
your target and then rape her; leaving her gagged,
and then sneaking out totally unnoficed. Still think

E121's cover divided opinion. Accusations that it
was Edge's bid to test whether sex sells are entirely
baseless, however. That would have been too easy

it's a good game? | guess most of you can imagine
the kind of outraged news headlines that such a
game would produce. But the question is why? Is
strangling a defenceless parson with a fibrewire
less of an offence than raping them; less of an
intrusion of human rights, of what we consider right
and wrong?

So my question is ‘why is one entertainment
and the other one is not'?
Jesper Koefoed, Sweden

Helpl | think 've slipped into & parallsl
universe, or something. As a game playar and
bedroom coder who remembers with much
fondness the 8bit *home micro’ days, | greatly
appreciated your ‘Edge presents: Retro’
magazines, However, |'ve begun to suspect that
my memory has been wiped and replaced with
recallections of events which never actually
happened

Y'see, | was under the misguided impression
that durlng those heady days, the Speccy and C64
were the ploneers of video gaming, while the BEC
Model B was the ‘sensible’ computer that schools
and kids whao wore Clarks shoes (not trainers) used
to play with.

Apparently not. In the two recent Retro
editions, the ‘game reviews' at the back of the first
issuss, and ‘The making of..." articles throughout
the second both focused on more BBC Model B
gamas than C64. Now granted, Elite was indeed a
classic game — and rightly deserves a mention -
but Repton? Exile? (Who?),

| can only assume that (a) | have indeed fallen
into a parallel universe, In which kids in sensible
shoss ruled the 1980s, or (b) You're holding back
on all the innovative C64 games for a special CB4-
only Retro edition, or (c) The editor of Retro woke
up on Christmas day 1983 to discover to his horror
a B3C Model B under the tree, not the expected
C84, and so began his slow and uncontrollable
slide Into @ pathological hatred of all things
Commodora?

Steve Austin

The girl Issue

Assuming Edge hasn't fallen into an altemats
universe in which the Six Milion Dollar Man is a
Commodore fan, it's true that Commodore was a
giant in terms of home computing during the 80s
and 80s and Edge has reflected this in several
features over the years (ES, E23, EB9, E100).
However, CB4 fans will have more to look forward
1o in the near future...

How many games nave been nearly
great, and then totally ruined by just a few small
touches? Why Is this allowed to happen, when
frequently very simple changes could make all the
differance? | suspect lesters only look for bugs
may | suggest that towards the end of the dev
cycle gameplay testers who are not close to the
project are used, to look for playability issues
Richard Bacon

The first thing | want to do is separate
saxism In videogames (a bad thing, probably) from
the issue of what women actually want from
videogames, which is what | want to address
Right, where the hell were all these women before
uncle Sony came along and made gaming cool?
Where are all the thirty-something women who
spent their evenings poking ADSR waveforms out
of CB4s in the '80s? Are there any Jennifer
Minters, Davina Brabens, Toni Crowthers etc? Of
course there aren't. The fact Is ladies, that you
didn’t pay your dues. You can't turn your nose up
at a pastime, label it *sad’, then bitch about it
twanty years iater because il's evolved into
something you don't like. You only get out what
you put in, and with some very honourable
exceptions, women have given us jack, bar some
rather delightful inspiration,

It must really sting that now gaming's cool,
women's Indifierence allowed gaming to svolve into
a male pursuit thereby buggering it up for today's
young women. Girl Powerl
Roland Casewell

Erm, this is a joke, right?

“The Speccy and C64 were the pioneers of video gaming
while the BBC Model B was the sensible computer that
schools and kids who wore Clarks shoes used to play with”
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Subject: Be quoted in the Sunday Times

Poster: Steven Poole

| am writing a feature for the aforesaid periodical
about the interesting ‘new’ phenomencn of online
conscle gaming. Unusually, the editor is demanding
that my cogitations be liberally sprinkled with
comments from ‘real gamers’ (™), so where else to
solicit thoughtful and interesting comments than
this forum? The kinds of questions he wants
testimonials on are:

1) How does playing UT or Ghost Recon etc online
differ from playing a four-way fragger or shooter
round the same TV? Do some games that are
quite dull or just very familiar suddenly become
novel and exciting again in an online context?

2) To any EverQuest or other MMRPG players: is
the 'virtual economy’ of such games expenientially
similar to that of & real economy? Is the winning of
money and status a maior attraction here?

3) What does voice add to the Live experience? Do
some people abuse it?

4) Do peopile tend to ‘make friends’ in the Live
environment, or generally stick with people they
aiready know?

There you go. Any replies gratefully considered for
inclusion in the article and subsequent fame and
fortune (except for the fortune).

Poster: empy-c
There's scmething about playing onling which is
just so much more rewarding than four people
sitting around a console. There are the obvious
advantages of co-players not being able to see
what you are up to (in an FPS for example). But it's
the feeling that you're plugged into your own litlie
world trying to prove yourself against gamers
around the globe that really makes it fesl special.

| was quite sceptical about the Voice
Communicator idea when | first heard about it but |
can genuinely say it enhances the experience,
especially with a game like Ghost Recon where
communication between team members is vital.
Imagine trying to do this using a keyboard. it's
quite simple: it wouldn't work.

I've made friends in the Live environment. You're all
there for the gaming experience so you already
have something in common. | consider it to be
another social group, like the forum Is. Many would
see this as sad, | don't. It's just different

Poster: The Boatman
| think that not having your teammates or
opponents in the same room with you increases
your immersion in the game so that you interact
more with their digital personae, rather than their
actual selves. Which is a fancy way of saying that
you can't see their screens so that you don't know
what they're up to. Also, being thrown into a
firefight with guys you don't know gives the
impression of being in a newly-recruited squad
whare you're still a bit wary of comrades’ abilities.
On GR, you can mute people who are annoying
you, or gject them from the game if you're the
host, On UC, you can usually change to a different
channgl, so | haven't found abuse to be much of a
preblem. But its benefits are considerable.

Poster: Kyoshiro

Having played Uitima Oniine for over a year the
way | see it is that the virtual economy functions
pretty much like any ‘real’ economy, with the UO
gold overtaking some real currencies in valug.
When | last played, a million gold pleces was worth
about £10-20 on eBay, and houses or accounts
can fetch far more. In fact there was a small side
column in PC Gamer on how a UO player quit his
real job as he was making money from buying and
selling virtual houses. Money can be a major
attraction in UO. Others, like me, prefer to go for
adventuring and gaining better characters, while
some | know prefer to have the biggest house to
digplay thelr weslth and collection of rare items.,
The relationship between vinual money and real
maney is taken one step furthar in a new MMRPG
Project Entropia, which will be free to play but uses
real money for al transactions. This is debited
directly from your bank account, with a smal
percentage going to the developers of the game.

“Playing online has a dramatic effect on
plays a dirty trick on me, my blood boils and I'll go

all out to get revenge on the other player”
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A selection of choice cuts from
Edge-Online’s discussion outlet

(http://forum.edge-online.com)

Poster; Farsight
Surpisingly, the experience is much differant than |
thought It would be. Sitting around a TV with a
group of friends Is akin to an experience like
playing pool. It's a party-like environment and,
while competitive, it's never too serious. Online
however things can get more intense. Sitting with a
whole screen to yourself, and in contact with
strangers by keyboard or voice, you're out to prove
yourseif to the world. In teéam games particularly,
such as Unreal Tournament 2003, | have felt my
heart thumping, and experienced a genuine sense
of arxiety. Why? Because if | fall, | will have let my
team down. If | get picked off moments from
scoring, I've wasted that opportunity, and I'm open
o mockery by strangers. You simply don't gst this
expenance with mates (where it doesn't really
matter) or when playing against mechanical Al,
Playing dirty online also has a dramatic effect on
me. If someone plays a dirty trick on me, my bicod
boils in the same way It would on a real pitch, And
I'l go all out to get revange on the othar player.

Voice adds a lot to the experience. Whereas
typing can be laborious, limiting chat to game-
essential statements, voice allows conversations to
be going on ail the tima. Not only can players
instantly retay commands, plans or whatever to
each other, they can sit back and chat with fellow
gamers as if thay were in the same room. It adds a
much maore social element to the experience. For
example, in MotoGP, without voice | would have
to sit and try my best to win, racing lap after lap,
and | would be very disappointed when or if | lost.
In fact considering the skil ievel of many players
oniine I'd probably be tumed off playing
altogether.

Do some people abuse 17 Yes, unfortunately,
although, in my experience, these have been
thankfully in the minerity, One game of Mech
Assault | played was full of Americans and from the
instant the game started they whooped and
holiered abuse into their mics. When one player
was found to have a Canadian accent, he was
instantly pounced upon, verbally and in the game,

me. If someone




receiving a tirade of comments about him based
on his nationality. Meanwhile, | kept silent, dreading
to think what they'd make of a Scottish accent.

Subject: Using the Animal Crossing engine to
make a time travel game

Foster: The Goat Keeper

Imagine an RPG or similar where you had to time-
travel, using some of the ideas in Animal Crossing
lyou can effectively time travel within that game you
see, by fiddling the internal clock),

As an example, after completing a section of
the game in the year 2003, you'd get an instruction
to save, and adjust the GameCube clock
accordingly, to continue your adventure in the past
or futurel

Paster: Thraktor

While | doubt Nintendo would make a game that
encourages you to switch the internal clock on
your GameCube every time you play, the idea of
Animal Crossing and time travel does raise some
interesting points. I'd love to see a game where
you were given an environment — much as in
Animal Crossing except bigger — in which all
advancement is done by traveling forward and
backwards in time, year by year, While the entire
environment would be available to you from the
start, your ability to go backwards and forwards In
time would increase as you play. Using well
designed Al and programming, anything you do,
from killing the mayor to chopping down a small
tree, would have its effects on the future of a
game. This means that, when facing a problem,
you'd have a huge variety of ways to get around it.

Poster: JedEvangelion

Anyone remember Shadow of Memaories? It was
the closest thing | can recall to a true ‘time travel’
game, and it was, for the most part, completely
Incomprehensible: instant deaths that made no
sense, but that happened (supposedly) because of
actions you'd taken In the past. On refiection, |
think that's what a time travel game would be like.

It would, by the very nature of what it's trying to
portray, end up as a chaotic mess,

| can see how that aspect of it would be
excusable in a sandbox mode, but completely
unmanageable in a story-driven narrative,

Ray Bradbury's 'A Sound of Thunder’
provides a compellingly believable scenario of
how one, tiny change in the past (in this

case a hunler stepping on a butterfly) can
cascade through time to completely transform
history.

On reflection, portraying that in a sandbox
mode could be immensely entertaining in it's own
right. Exploring the possibilities, and the
consequences, could be very interesting.
Maybe a simple loose objective, such as 'stop
the end of the world' (simple? How f*ed up is
that?) could be all the narrative drive a
‘game’ like that would need. Hmmm.
Something's just changed because now | want
to go back and play Shadow of Memories again.
Scary.

Subject: Mario 64, still the best

Poster; spacedog

Picked up this little gem the other day in my local
branch of CEX. | have to say, | thought it was
sublime way back in 1997 when | bought it with
my NE4, And now? Wsll, my opinion of it really
hasn't changed at all. It is still a clever,
accomplished, delightful genius of a game that
cozes class in every department. And it is an
absolute joy to play. My task this time round is to
get all 120 stars. | came some way short last time
with only 20.

Poster: more heat than light

| was so disappointed when | got Mario Sunshine.
It hasn't got the same addictive quality that 64
had. Plus, it had twice as many levels (just wait
until you get to Tall Tall Mountain. Aaaaaagh!ll].
After | finished Sunshine, | never played it again.
I'm anly on 72 shinest | didn't stop Mario 64 until |
got all 120 stars.

Inspired by Animal Crossing, The Goat Keeper
wonders if you could fiddle with the GameCube's
internal clock to create a feasible time travelling
game. And Super Mario 647 Miles better than
Super Mario Sunshine reckons spacedog et al

Poster: Jim Miles

Yeah, and the blue coin shines in Mario Sunshine
just felt SO lazy. | had great fun exploring the levels
aimlessly in Mario 64, so why did they have to
force me to do it in Mario Sunshing?

Subject: What's the last game that made you
laugh?

Poster: Molloy

Humour is cunously absent from most games but
now and then one comes along that tickles the
funny bone. | find Gitaroo Man endlessly amusing.
There aren't any stand-out gocd lines but the
whole game has this odd charm and the vaice
acting Is really, really good. Vice City also had
some very welcome light humour. My favourite was
when Tommy and Lance nick some cop uniforms:

Lance: Ahhl Fits perfectly
Tommy: Bit tight around the crotch though
lLance: Yeah, mine too, mine too

Poster: paragonasiadataflow

| thought at the end of Splinter Cell, where Sam
Fisher's daughter says, "You haven'l laughed that
hard at the news since Reagan was president”,
Was a nice in-joks.

Poster: Shoes

Animal Crossing, of course! Kapp'n's songs make
me laugh sometimes, as do most of the other town
people. Surprisingly well written dialogue.

Poster: Flojomojo

Funny dialogue in games is rare now, if not axtinct.
That's okay with me though, since the medium is
capable of delivering far more than one-liners.
Space Channel 5 does it for me when played with
the original Japanese voices, even though | don't
understand what they're saying. The first time you
get your posse to strut behind you is pure gold.
The Astercid Chase with bongos and go-go
dancers is terrific, as is Space Michael

Jackson. Hool

“I'd love to see a game where you were given an
environment in which all advancement is done by
travelling forward and backwards in time, year by year”
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