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Edge goes on a road ftrip and takes a look
inside Climax Studios' three UK offices

The software, hardware, developer, publisher,
etc that have impressed us the most in the year

There's plenty to collect for Nintendo's much-
loved console. But not what you'd expect...
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Held once again at the San Jose
McEnery Convention Center, the
Game Developers Conference is a
four-day event attended by around
10,000 game developers

frontend

Networking is the message at GDC

The tribulations of online gaming and the opportunities provided by mobile gaming
were two of the key focuses at the 2003 Game Developers Conference in San Jose
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San Jose at dusk - this is when all the fun
begins with several company-hosted
parties on every night of the conference

“A couple of enterprising types raised smiles as
they sat with ‘Job wanted’ or ‘Will texture for
food’ signs stuck to the backs of their laptops™
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Unlike Microsoft and Nintendo, Sony splashed out some marketing money on a large
stand, highlighting development technology such as the PlayStation2 Performance
Analyzer, as well as examples of online and voice-activated games

running MMOGs. This year they also
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Tack Jin Kim, NCsoft's CEOQ, gave a
business keynote entitled, ‘Applying
the Lessons Learned on Korea and
Lineage to Today's and Tomorrow's
Online Games'. Lineage is the largest
subscription online game in the world
with over 3m subscribers
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“We've already taken 400,000 pre-orders of
Star Wars Galaxies but there’s no way we can
handle that number of players in the first week”
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Nokia boasted one of the largest stands on the GDC expo floor, and it had plenty of camera phones, game decks and free dev kits for
people to play with, Big US semi-conductor companies such as Intel and nVidia also used their marketing muscle to make a splash at GDC

lay it," Vogel p
Ty taken 400,000

On the plus side, all three speakers

e that there was an

opportunity for niche online games, thal is

hose wihich cater for up to 25,000 subscribers.

y do stich games o couple of

y COost

daollars to-develop, but they can charge

their audience much higher rates. “With

manage to squeeze up to $1,000 per
Koster stated.

Ancither key player in the online gaming

e at GDC MG

of the world's most: popular online game,

T

=0 Tack Jin Kim,

whit than 3m active users

gh most play the game in PC gaming

cafes rath

r than at home. NCsoft is now

atternp
a part of thi

Uiima senes Richard Gamiott's new company.

JS market and, as

is funding the creator of the

And it o bumn. In its last

certainly got mone;
financial year, the company made a profit of

$45m (£29m) on sales of $123m [£78m)

Ringing the changes

ng of a different kind was

aiming to be the lar

in the world — |-moda




Designed to work with EverQuest on PS2, Logitech’s keyboard has been approved by
Sony. The game, just launched in the US, is doing well with a fifth server already added
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Everyone's favourite night of the show is
the booth crawl, in which company
sponsorship results in free beer

a potertial new

Bvenue stream

Unsurprisingly, the company is keen 1o

; the big difference

and the tracition:

Mobile infancy
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t the law for companies to sell mobile

phones In this way, Yet, considering the sheer

numbers of devices Nokia sells — it sold 46m in

g & development
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nVidia's CEO Jen-Hsun Huang took to
the stage to announced the company's
new range of GeForce FX graphics
cards in a breakfast briefing

And as well as Nokia, Motorola and

Sony, Encsson had a presence on the GDC

ct that mobile

nVica and ATl. Bo
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rmassmarket hardware, ATl claims its Radeon
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8800 part, which retails at $399 (

maintains its number cne perfor
something seemingly admitted by |
Jen-Hsun Huang, who vowed

only uses DirectX 8.1

Like its competitors, Discreet, the
company behind 3ds max, held
regular tutorial sessions during GDC.
It also used the show to announce the
release of a Game Export Interface for
the 3D modelling package

.

i

Sony London's EyeToy peripheral,
which combines PlayStation2 with
motion inputs captured via a USB
Webcam, was a hit on the show floor
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‘Game Stars’ to find gaming idol

ITV is set to grant the videogame industry its own reality competition
show, but ITC refuses to see the cultural contribution of the medium

A mix of celebrity hosts and
interludes by bands should ensure
a wide audience for '‘Game Stars’

his Easter weekend will see the
T broadcast, on TV, of ‘Game Stars', a
high-profile bid to combine videogames with
redlity programming in the style of ‘Pop Idal’

by videogame specialist PR agency
Barrington Harvey and broadcaster
Granada, who are aiming for a higher profile
than that achieved by previous industry
television excursions. As well as attempting
to find the nation’s best gamer, the show wil

also report the results of a public vote for the
best garne of the past year in several

Bamngton Harvey's Simon Harvey,
Voting for the 'Game Stars' People’s

Cho

across the 'Game Stars' Website

uk}, the 'Daily Mirror

ore voting forms at GAME.,

e Awards, meanwhile, took place

{www.camestars

and at In-
Winners in the ten awards categories will be
revealed during the show itself, with the
‘Daily Mirror', GamesRadar.com, GAME and
BAFTA having sponsored individual awards.
The overall Game of Games Award is to be
awarded by a BAFTA jury of ‘industry
experts’ apparenthy,

“In order to take gaming into the mainstream,
we need to treat videogaming as a fun
pastime, not the obsession of the hardcore”

different categaories, and is st to feature
celebrity appearances and bands,

The bid to find the nation’s most skilful
videogame adept has been taking place over
the past couple of months across the UK;
the 'Hunt for the UK's Greatest Gamer” four
was open to anyone, and stopped in
Birmingham, Bristol, Cardiff, Glasgow,
Leeds, London, Manchester, Newcastle and
Belfast. Players were randomly allocated

three challenges from a possi
with the overall best player fron
going forward to the final. As Edge goes 1o
press, the tour has proved significantly

e 12 games,

N city

popular, "These are difficult times, yet over
1,000 games players turned out to compete
in the London challenge — and the standard
was high across the board,” claimed

VOTE NOW

FOR YOUR FAVOURITE

NINTENDO
GAMES

www.gamestars.co.uk

PLUS! Chect oot your locel CAME Sicre
and seve €5 o8 seluctnd GBA pires.

o Lo a7
FAMING 34T

Nintendo has certainly taken ‘Game Stars’ seriously, even going so far as to produce flyers
to drum up support, and votes, for its nominated games, such as Metroid Prime

010

The show itseff will be broadcast on
r Sunday, with th
guests and bands clearly aimed at drawing in
a larger audience. And while Edge certainly
has some doubts about some of the
nominees for the awards categonies, such a
bid to prosslytise to the masses about the
joys of gaming is entirely admirable.
Nevertheless, it's probably still destined for
the scom of some elements within
gaming community, as Harvey admits,
“We're not going to keep some of the more
cynical gamers happy, but that'
ity what 'Game Stars’ is all about.

usion of celebrity

not

ting to see how they react

10 It, though."
No doubt there will be resistance to

attempt by the show's producers to

‘glamaorise’ gaming. But Harvey is clear that

the

previous attempts

have been hamstrung by a reluctance to
propes

“Think about our ‘stars’, they've all originated

r court a mainstream aucdh

fram gaming and games TV programming.
And while a degree
obviously crucial when representing games
on TV, we have tended to ghettoi
spokespeople by pigeonhaling them from

knowledae Is

3 Our

the off. But games are cbviously becoming

increasingly popular; no longer must you be

we them. The

naerstand an

ageek to
: 2 widlespraad than

lises. Making a TV

nilarly caters for a mainstream

the mainst
show that ¢
audience is obviously the secret to success.

Sure, the hardeore audience has brought the

industry to where it is, But in order to truly

take gaming into the mainstream, we need
to break free from those shackles and treat
videogaming as a fun and entert
pastime, not the cbsession of the hardcore.”
is hardly likely to curry

aining

Such an argurnent
favour with cynical and jaded gamers, but it's
clear that the videogame industry has much
to gain from a show such as ‘Game Stars'

“It is in the best interast of games and
gaming to have mainstream TV pick up on
the fun and enjoyment they can bring to

everyone,” explains Harvey. “it will rejuvenate

nterest in gaming outside of our traditional
peak perod, much like the music industry
promotes itself through the Brits in February,
when music CD sales are typically low."
Indeed it's so cbvious, you'd be forgiven
for wondering why the Industry hasn't
attermpted something similar before. But
efforts to get the show off the ground hit an
unforeseen obstacke when it was discovered
that television footage of videogam
heavily circumscribed by the re
ITC. "Whereas fims and music

> are desmed

to have cultural significance, games

coverage falls under ‘promotional’ material,



3 0N as an Incustry,

it to change

embracing the good in g

and we're hoping tt

According to Barrington Harvey's Simon Harvey, one "high-profile male TV host' rang
up the producer to personally ask whether he would be able to give out an award



Games provide focus for Screenplay

Nottingham's Broadway Cinema provides the venue
for an exploration of gaming's cultural contribution

Doak lost out to Zak Banson, which just
goes to show that developers work so
hard they can't play their own games

I— ast month saw the third annual
SCTE\?-’“\HE} event taxke at

gham’s Broadway Cinema, aimed at

igating the cultural impact of
videogames. Enfitled ‘Makers, Thinkers,
Players', the event took place on Saturday,
March 15, and was co-organised by
Broadway Education and visual artist Frank
Abbott of Nottingham Trent University, who
wera hoping to provide a platform for the
discussion of issues such as narrative,
character, identity, audience, industry and
art with regard to videogames. And though
t was attended by only around 80 people,
there are plans to make next year's event a
much more ambitious one.

The highlights of this year's event

ncluded a matinee screening of

=ames , an exnmbition :‘f retro consoles and

in all areas.”
d a panel

Design's C Doak and Professor
Steve Benford from the University
Nattingham's Mixed Reality Lab, while a

retrogame exhibition organised by lan Pare

Next year's Screenplay is intended to take place on a larger scale, building on the success
of the first three events in bringing together a diverse range of people to discuss gaming

of & broader trend
saw four fin L] MMICH Nas seen pAanaIng up 1o

{ ON 8 cinama screean, L

3ing out to Zak Ba context that

that the Xbaox r was too large, constraints - as demo
thing

d from

Retrogamers were well provided for at Screenplay thanks to lan Pare and Paul Drury, but
there were more contemporary flavours of gaming on display, such as Rez (above)



Edinburgh gets a games festival

Plans are afoot for the videogame industry to
muscle in on Scotland’s annual festival of culture

ven the commercial panty of the
G videogame industry with other major
entertainment sectors, it should come as no
surprise that there’s a desira to matoh tham

culturally as well. Which is why plans are
afoot to launch the 2003 Edinburgh
International Games Festival during August,
to celebrate the cultural importance of
videogames alongside theatre, TV, boaks,
and cinema. The EIGF alms to celsbrate the
creativity exhibited by the medium, as wall
as offering a platform for developers and
publishers to share ideas and corvey some
of these to the public

Tha inaugural one-day avent will kick
aff on the avening of August 17 for VIPs
and guest speakers, with the conference
proper taking place the following day. It

will focus on the potential crossover
between videogames and other media,
such as fim, television and music, as well
as the social and educational influence
gaming software. Although the eventual

Edge wil be supporting the event by
providing the shortiist of nominess for the

. il ssissnard TH 05 ra natec
festival award. The 25 nominated

games

e announced 2

3 O

N i Edge will provide the shortlist for the
R festival . with the wi to be
announced at the festival on August 18

Edm'-; Website, with the event
be announced dunng the festval itself, in a
specal awarg o
piace on Monday, August 18, with an after-
show party to foliow.

Information about the event will be
available shortly on the festivals
Website at www.eigf.co.uk

ine-up of keynote speeches and sessions
has yet to be confirmed, a steering group
has been set up with support from
Scottish Enterprise, ELSPA and Tiga

Tom Stone, worldwide managing director
of LEGO Interactive has been elected as
its first chair.

amony, which will take

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

Skies of Arcadia Legends Gc Sega Overworks 8
Bubhle Bobbie Old & New GEA Empirs Interactive Taito 7
Command & Conquer: Genarals £C Blectronic Aris EA Pacific 7
Kung Fu Chaos Xbox Microsoft Just Add Monstars 7
Tom Clancy’s Rainbow Six; Ravert Shiek! PC Ubi Soft Red Storm Entertainment
Devil May Cry 2 Ps2 Capcom In-house ]
Praetorians PG Eidos Interactive Pyto Studios &
Steal Battation Xbox. Microsoft Capcom 8
Tenchu: Wrath of Heaven ps2 Activision K2 C)
The Sims Xbox, 882, GC Electronic Arts Edge of Reality 8
Unreal i: The Awaksning PC Atart Legend Entertainment 5
Vo Xbox, P82, GC Acclaim in-house 3

)
AV

Rainbow Six: Raven Shield

Skies of Arcadia Legends CA&C: Generals
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Tracking developments in development

Beyond pushing polygons

The new generation of game engines focus less on fillrate and more on lateral
issues such as art tools, in-game editors and online distribution models

hittps//u

inreal epicgamas.com
www.crytek.com

WWW, JArAgEgamEes.com

Doing things differently is
GarageGames, whose Torque enging is
designed and priced to allow
independent developers to create
simple, episodic-style games which can
be distributed via the Internet

-

The bonus pack for UT2003 looks

great but that's because it was
originally designed for Epic's next
game. Its new Unreal engine technology
means that it's been released now, so
the company can focus on really
pushing the boundaries

014

ime was when & game angine,

T conceptually at least, was a relatively
straightforward plece of technclogy. it might
have consisted of 100,000 lines of cods,
but art assets went n one sids and a
mving 30 world was cutputted o some
sort of display at the other. In the cumrent
mixed-ug world of integrated art pipeines
and onine distnbuted digital corfent,
though, that's no longer enough. Thres
exampies on show at the Game Developers
Confererice dermonstrate how this
increasing diversity plays out.

Epic Games’ Unreal engine is the most
obwvious example of how the old-skool
approach has changed. After all, itis the
most focused and capabie first/thirdperson
PC game engine available for icensing by
developers, even if acoess cosis a sieep
$500,000 (£319,000).

This year, its demonstrator of choice,
level designer Alan Willard. sumnsed
attendees to Epic’s mesting room with
something special even by its fegh
standands. Lising a technique known as
Spherical Hammonic Mapping, which first
came to prominence in a resaarch paper at
SIGGRAPH 2002, the company Is in the
process of refocusing its technology away
from pushing more polygons and towards
generating mome realistic lighting models via
its art creafion fools.

First damonstrated as a demo for
nVicka at the Comdex show, Epics footage
shows a highly detaied Unnsal chamacter
mening within a starkly lit esvironment, The
ruby i that the character model consists of
only 3,000 palygons — about the same as
the characters in Epic's UT2003 game -
while the environment is a mere 2,500,

The trick, according to Willard, s to
create two models for every cject; one at
very high resolution and one low-polygon
model. In the nvidia deme, the high-
resolution character model was 1.5m
palygons; for example. “Once you have
both models, you LUV map the low-
resolution one and then run it through a
procassing tool, which spits out a spherical
hamanic man,” Willard explains. Thisis
then mapped onto the low-poly model,
giving the incredible detall associated with
the high-resolution mode! while requinng a
much smaller processing overhead

The only problerm for cument developers
is that using this technology will require
them to rework thelr art assets. With this in

mind, Epic has taken the decision to give
away sorne of what would Fave been its
Unreal Warfare game in a free bonus pack
for LIT2003 and concentrate on building
new content for tha future,

Realtime editing

A company with a similar technology, i
lessear profile, Is German developer Crytek,
At GDC, it was demonstrating the
Polyburmp packags in conjunction with its
CryEngine, This also applies detailed
textures generated from a high-resolution
maodel, to a low-resolution one, More
impressive however was the realtime editing
capabiities of the CryEngine.

Demaonstrations showed a level editor
playing the game within the WYSIWYG
editor, CryEdit, pausing the game to drop in
objects and ensmies, whils deforming and
retexturing the landscape and then
seamilessly returming to the game.

Ancther engine company at the show
was GarageGames. Like CryEdit, its Torgue
engine allows reallime aditing of levels but
mare impartantly the comparty has a
completely different business modsl backing
up its technoiogy. Based loosely on the
Tribes 2 engine — GarageGames consists of
poople who worked at Tnbes developer
Eynamix, a Vivendi-owned studio shut
down in 2002 - Torque is designed and
priced to enable independent developers to
wiork on innovative and small-scale games,

For examiple, it costs only $100(£64)
per programimer to licenss Torgue, and

German developer Crytek’s CryEngine
comes complete with a neat realtime
level editor, while its Polybump art tool
allows artists to create detailed models
using only a small number of polygons

gready there are several hundred games
in development using the system.
according to company evangelist Jay
Moore. "We obviously don't expect all
those games to be completed but we
expect that in time there will over 100
Torque-powered games avallable,” he
predicts. Unsurmpnsingly, the company works
ciasaly with its licensess, and extends its
renegade status by strongly supporting the
Opensource community, using such
software in development and supporting
Linux development within Torgue as well as
Windows and Mac operating systems.
Anather feature of GarageGames'
model is that it offers developers the
oppormunity to release games via the Weh
Maost games using Torgue will be made
avaiable as small downloads, although
Moore says that in time boxed refail
tithes wil also be laurched
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Forget higher clockspeeds, AMD reckons the next big thing L_ OPteron=~

to push PC performance will be its 64bit architecture

WWW.BIT

O ver the past couple of years
clockspeed was the competitive edge

by which the CPU market was judged, but
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ompared to the atfitude of the bovs in
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The first games to support AMD's 64bit approach on the server side are Valve's Counter-Strike
and Epic's UT2003. Epic is also releasing a consumer version when the Athlon 64 is released
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As well as the standard PC architecture, the Athlon 64 uses AMD's high-speed, point-to-point ‘
link HyperTransport technology to connecting integrated circuits on the motherboard

There are two key architectural features of AMD’s 84Dbit
processors - both the server version, Opteron, and the
desktop version, Athlon 64, are based on the same core and

are ds patible with existing 32bit x86 software
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Just what | expected

Downlood MP] files ond Javo MIDP games over the laternet
Listen 1o MP3 while ploying tool Jova mobile games
A complete Javo gome development kit

JAM

- — e
www.jamid.com .J".’-'..

US: "Just what | expected,” says

NEss N pre

clothing. But don't 1 etting off on th

Acclam, whose t

ncentive to purchas

caem We're JaMID, JaMID, JaMID, JaMIl

Edge wonclers If

he Month) is

’s put it this way, I'm not
oiding my breath.”

“They don't really look like women
' they actually look more like aliens,
but still hot aliens.”

m etx 15 to the

|

|

|
“We're pleased to be working with Ninja !
Tune on this very exciting project. |
Hexstatic's futuristic-meets-retro ethos |
fits perfectly with Shinobi's combination |
of classic gameplay, contemporary :
style and target market. " !

ey choss 10 S0

“Frankly, most gamers | have
the light of day do not po
vy ik i g

Miew




ca=m Pinball? Wizard!

Austria: Now, ever s

v. Edge ¢

Tab also makes pub quiz machines, not dissimilar
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Imagine this in your lap. Heaven. Oh, hold on, Edge
thought it was still captioning the DoAX pictures!

LOOK FORWARD TO THE RENMAKE OF

(nnin=ak:]

HERD DUER HEELSy= COMING SO0N.

But seriously folks, take Edge's wife. No, seriously,
take her. You've been a wonderful audience, g'night

r=mm Cover version

Slovenia: People often ask Edge, “Hey Edge, if you were a
popular videogame, what game would you be?” Well, Edge
sN't sure — perhaps Mizuguchi-sas
gither love it o = I, and, hey, if you hate it yo
wrong. But Edge can answer a simil
Retro #1 was a popular videogame
ks to Tomaz Kac
| art using his He

's glorious Rez, since, hey, you
hideously
*If the cover of
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over Heels eng
ect 'em up taking place over a handful o

t's free
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terlinked rooms,
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wrioad and a pleasure to play. G

ous Army of Trolls Website, located at

ourite of this section since its inception — so much so that

s actually a subgenre within th Ludicrous Integrated
rd Peripheral genra. And that's precisely where Fanatech’s
its dual-systern compatibility
hance to “enjoy the same degree
srturity to
somfort and phenomal [sic] catalogue of
counterparts. Now, Edge doesn't

and how the device can impact upon the PC's
(already amy but stil, the roning-bos

aestha
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@ gaming e c ments
First Justin Timberake, now Tim from ‘The Office’
The Xbox U "
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ew applications continue to amaze
E Specials
Let's do eight magazines a month! Hurrah!

Like The Dally Mail’, but without the free cottages
I.- box Undergr H
All that effort for some plastic boobs

Edoe's Art Editr

But the smell still lingers
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A Computer Called LEO

ISBN: 1 841151858

Coupland, who is thankad in the cred

postmodarn life into sharp foous,

s A Computer Called LEO

Owver the years it's proved easy to portray the UK as a place full

in the worldwide
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You can tef g lot about Hermilgames from 1he ks
garmedevnet. It's a devalopment studio that
focuses on creating “fun digital things ta play with,*
and go far those things have incllided three Yarmze
thles (Roler, Rabot Ron and Prgoing), ane GBA
game (Sheapamids, which is exactly what you
mnm.wmhﬂpmmmm‘
Inspirect by & Photoshopped screén from
www.uncleciive,co.uk, Super Mario Pac is Jetpac
with the Super Mario World tileset, professionaly
produoed and exceptionally enteraining. There’s
aven a high-score competition for those particularly
proficent wath the 20 FLUDD, with 2 gesk-chic
Load Rage T-shirt on offer to the best souirer,
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“That is not all: two legends In one single cartridge!

\ 1
i !
! Lagend of Zeida: A Link to the Past & Four Swords.” |
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oniict; Desert Storm 2 s, if publisher

release dates are 10 be believed — which

they're not, but let's imagine for one brigfly
naive second that they are — coming out on
August 3, Did the real world ship early or
something? Ha-de-ha. Just trying to lighten the
mood - it's not ike it can get any darker at the
moment; &t least until the choking black clouds
from the burning oilfields block out the sun.

So, hey! While we've all got uniimited
electricity to spare, Unnecessary consumer
goods to purchase, and unconscripted imbs to
misuse, let'’s talk about war's relationship with
videogames. The marked diference between
Electronic Arts' tedious Medal of Honor senes
and Codemasters’ excellent Operation Rashpoint
is that the first portrays war as a Spielberg fim,
while the second shows it 1o be a dirty, lonely,
temifying expenence. If you talk to those key to

but kids can't play it. Funny that blood is
offensive, adult, but the things that cause the
blood aren't.

Crazy world. Cannon Fodder's tagline was
“War's Never Been So Much Fun!" and it was
pretty much spot on. In Agvance Wars, which
takes a similar cartoon approach, the cutesy
commanders challenge each other to matches
just to test out their combat skills. As Max's tanks
roll over Samil's infantry units, the men go pop-
pop-pop under an unstoppable thunderstorm of
artilery, and disappear. At the end of the battle, the
commanders chat and joke and both ve 1o fight
again another day. We don't ever feal we're toying
with pecples’ lives, and thankfully RedEye's
relieved. Grawity is not something that belongs in
Nintendo games; Advance Wars is too precious to
be brought down by real world relativity, so let’s
imagine Sami's flattened troops get back up, dust

"REDEYE

the design and development of the Medal of
Honor senes - and RedEye has, so you don't
have to - they wil most likely tell you that the
dedision to omit biood from their game was made
because they don't want to exclude people from
the experience; that that decision has been bom
out of responsibiity. “Au contraire,” replies
RedEye, the Franch it sure to antagonise the
Hawiks. The decision 1o losa the blood is entirely
imesponsible, teaching the children that drive up
the sales figures that you can shoot Germans and
they'll just go to sleep, and they'll shoot you and
you'll do the same. For you, Tommy, ze war is
over. Swest dreams.

Much mere responsible is Operation
Hashpoint, which demonstrates that for every
action {gut In the sights, enemy looking the other
way, finger on the trigger) there s an equal and
opposite and physically repulsive reaction (blood
on your hands). No gibs, no chunks, just
understated cnmson. Thers s a dull phut-phut
when you fire, and a splash of red on your
opponent. No gore, no glory, just shaking hands
as you fight against your breathing, a sigh of relief
as he drops, never seeing his killer. It is not the
prettiest garne in the world, but nor is it the
goriest. Just a simple cluster of red pixels, and
sickening relief all round, The first time RedEye
saw it, he recolled. It is sickeningly educational,

A sideways look at the videogame industry

themsetves off, and head back to their pbael
parents in time for tea.

There was a letter in Esomethingorother
accusing Edge of ignoring its responsibilities to its
readership by reviewing the onginal Conflict:
Desert Storm without discussing whether it's right

conjunction with EA to celebrate the release of
their latest wargame, even though that game'’s
based on a realistic version of the same principle:
kiling anather human being.

It Wwill be interesting to see how they react to
Confiict: Desert Starm 2, aithough RedEye
suspects it partially depends on how well the real
war goes for the coalition of the willing. It will also
depend on other choices developer Pivotal
makes. For example, RedEye can't see there
being an Iragi campaign. In the ATS, it's practically
a requirement to give you a chance to play as the
enamies, but a thirdperson shooter that gives you
the chance to play as the enemy —a very real
enamy at the moment - and shoat westem
soldiers in the head is headline material waiting to
be written. No matter that their boys are foliowing
orders as much as ours; no matter that every
twisted body — phut-phut — is buit from the same

stuff as the person who pulled the trigger on the
gun which fired the buliet which tore through the
body and twisted it. The difference is good and
evil. Or at lsast what we perceive as good and evil
0Oh, Redeye doesn't know, There's no slick
conclusion to this plece, just like there isn't in

“It will be interesting to see how the press reacts to Conflict: Desert
Storm 2, although it might depend on how well the real war goes”

or not to base a game on a fight so fresh in the
memory. RedEye isn't sure who's right here;
there's no question that Conflict’s a very good
garme, but equally RedEye isn't entirely
comfortable with its premise, and he guesses
those who lost loved ones in the Guif War won't
admire SCi's entertaining appropriation of their
loss, Releasing a sequel when the world's doing
the same seems positively insensitive, but then
again, when does it become acceptable to
recreate hstoncal atrocities? Do dead people time
out after 50 years? Medal of Honar's Spietbergian
recregtion of World War | might be sanitised and
beriign, but that doesn't change the fact that
we're having fun with the holocaust. And while the
parts of the national press fall over themsabves in
their apopiectic rush to damn games lilke
“Kaboom!: The Suicide Bormber Game” or
“Extreme WTC Jumper” they'll run competitions in

€DcE il

real ife. But there is something morally unsettiing
about recreating histoncal nastiness purety for
present-day thrillz. if EA wants to present its Meda/
of Honor seres as an educational experience for
all the famiy then there has to be the visceral
ugliness of war as well as the Hollywood glamodr,
because real pecple hurt and real peopie die, and
when they do it's not like going to sleep. Losing
the blood for the sake of sanitisation is pointiess,
because kids see worse things than that in the
playground - when RedEye was exght. a friend fell
off a wall and broke his arm so badly the bone
stuck through the skin, jut of splintered white, tom
pirk, and a pool of red. There is a diffierence
between gratLitous violence and the necessary
realism we need to grow.

RedEye is a veteran videogame journalist. His
views do not necessarily coincide with Edge’s
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@ are all gullty, somatimes, of treating

"videogaming' s though it wers a

homogenous activity, understandable in
general terms regardless of speciic context. But of
course this is not really true. Videogaming means
something slightly different depending on whether
you are coing it in an arcads, a chip shop, a
cybercats, at home, or in the park. And it's the last
possibility that often gets short theorstical shrift: the
nature af handheld gaming.

Start with the sleek, silver GBA SP — which, after
all, Is whers Nintendo tsslf should have started last
year, The slightly retro plastic curves of the origiral
GEA are replaced by something which really looks
fike a desirable piece of consumer electronics. Its
clam shell farm factor may remind veterans of the fip-
i dual-screen Game & Watches of the earty-'80s,
but it must also be taken as a direct challenge to
Sony, resembling as it does one of that companies’

effortlessly desirable Clié palmtops. To flip open a
sparkly new GBA SP on the train is no longer to
miake a bold staterment along the ines of, “'m going
to play with a toy right now.” For all the average nor-
gaming commuter suspects, you might be doing
sales analysis with a portable spreadsheet program.
{That Is, as long as you have forked out for the
cynically separate headphone adaptor) Ons could
argue that we shouldn't nesd to be embamassed by
gaming, that such cosmetic subterfuge ought not to
be necassary, but this sea-change in hardware styling
Is more in the way of a belated acknowledgment that
games have become an ordinary massmarket
consumer industry, and not just an cbsession for
stunted adolescents,

That the GBA now has a functional screen,
something which ordinariy might be considered a
sine qua non for a sucoessiul handheld consale, has
brought me back to the timewarping opiate defights
of Advance Wars, my favourite game on any farmat
of Jast vear, and also enabled a blissful immersion in
A Link to the Past, which althougn largely a port of an
old SNES game seems very close to one kind of
handheld perdection. The character and environment
design combine seemingly incompatible cpposites:
epic scale with delicious, loving charactensation, and
complexity with clean and simple lines, the latter
being espedially important for our optical heath; jf
staring at a 2B-inch cathode-ray tube for hours is bad

TRI

Steven Poote

for the eyes, so much more So 1§ peenng at a two-
and-a-half-inch LCD,

But it seems reasonable to demand that a
handheld game, above all, fit fiself easily around the
gamer's other activties, and LtiP's lack of a save--
anywhers option, although historically true to the
beat-the-dungeon-in-one-go nature of the series, fails
to accomplish this obligation; It has a Slesp mode,
but this is still battery-eating, and especially on the
new rechargeable GBA P may not preserve your
gamestate for the kind of long hiatus that may be
required by-any ordinary emergency or responsioiiity
of everyday fife. When you sit down in front of a
console with many videogames. you impiicitly agree
to a contract of a few hours' interaction, but a device
that is designed to be used on the miove cannot
demand such a commitment.

Phenomenologically, and as remains true with the
GBA 5F, handheld garming has always been a kind of

rebeflicn, a relection of the envionment, a solipsistic
jnsistance on immersing oneself in a fantasy
environment regardiess of one's physical
surroundings. In that sense, it is ke reading a novel, &
socially acceptable form of such mental seffishness,
and perhaps has pleasurable echoes of decaiving
teachers at school by doing something other than

amund the comer, but It's Alve shows that it's not
about playing old arcade ports on your Samsungs but
about community and connecton, even with ageing
tachnoiogy - Its Botfighters game, which is a bit like
paintball using SMS texding, recently launched in
Russia and had users sending 3m SMS messages
within six weeks, So converaence, long hyped but
never seen in many parts of the digital Industry, may
finally be happening with handheld devices. Nokia's
N-Gage gaming phone is a hideously ugly and
overpriced piece of design, but it's a teling statement
of intent, if Sony ever launches its much-rumoured
handheld, meanwhile, it would pe surprising if the
Lnit's capabiilies were not informed by the
company's business in handheld computers.

And Microsoft's PocketPC handheld format, too,
I5 finding favour with small videogame developers.
This month | bought a Dell Axim, partly as one of my
regular and inevitably doomed attempts to organise

GER HAPPY

my life in a more professional manner, but really so |
could play chess with PocketGrandmaster and muck
about with grooves on soft-synth application Griff
Music Studio. Then | discovered that Jeff Minter's
ageless classic Deflax is avallable on the machine for
amere fiver; fhere is a remarkably siick and fun RTS
called Strategic Assaulf avallable from

“It's Alive shows that mobile-phone gaming is not about playing old
arcade ports on your Samsung, but about community and connection”

paying attention to the blackboard. (Sneakily playing
Snoopy Tennis dunng maths classes when | was ten
had the same insolent function as sureptitiously
leafing through the new ‘2000AD" under my dask.)

But newer developments in gaming on the move
seek 1o change this refationship with the outside
world so that virtual reality becomes a form of
augrnented relity. This is a process that arguably
started with the invention of the Sony Walkeman: your
dally environment reimagined and recontextualised
through music: Besgian company t's Alive, for one
(wwwitsalive.cam), is experimenting with games on
mobile phones that use the location-tracking and
mapping functions of celular networks to provide a
kind of multi-user dungaon whose envimnment Is the
streets of your actual city.

We hear a lot of noise about the expiosion in
mobile-phane gaming that is apparently forever just

EDFGE #1s

handango.com; and other garage codeshops are
tusy wiiting everything from text adventures to C64
emiiators for the systarn. Samething like this device
sesms to be the way things are going; and of course
it looks even more 'normmal’ in public than Nintendo’s
For many years now, videogaming has been
anormal choice of iving-room entertainment: and
the ernergence of convergent handheld devices
will extend this spur-of-the-moment option to
peopie an the move. The GBA SF, in fact, may well
be the last dedicated, non-netwaorked portable
videogame console we shall ever sea. Its nice,
Nintendo, but it's not the future.

Steven Poole is the author of Trigger Happy:
The Inner Life of Videogames' (Fourth Estate).
Email: steven_poole@mac.com
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would
ad the following day, a biling more
suitable for a chat with Presto Studios
VWhacked! team than a chap representing the

) nting other
nment? It's unlikely. Chris

u're dull.” Susannah

We're an easy target; a social minority. You
can’t crack a joke about someone's
origin or sexual persuasion (despite sor
them being very, very funny) without s
organisation taking to the streets. So how
comeas gamers get treated worse than gays?

Of course, as an industry, we're often guilty
of self-deprecation. And sometimes our
attempts to get noticed can spectacularly
backfire. Geeks changing their names for £500
may make a quirky news story, but does it
really do anything to further th
the pastime?

The reason there is such clamour for
publicity is be
marginaiised by the mainstream media. The

ed columns in the tabloids and
ts are naturally mos
their column inches are disproportionate to the

e we're often dismissed and

director, Barrington Harvey

But like the invading Vikings, we wil
eventually triumph - if not through persuasion ¥
then by sheer breeding. One day my kids
have kids — £
their grandfatt
liy-white bottoms at whatever game they
choose, C

d they'll play videogar

istrnas Days will be spent not
passively vegatating in front of the box, but
peting as families in games of pure skill.
3 wiorked in PR for closs to nine years.
Before that | was a journalis

the chagrin of my parents. | was once told by
a friend's mum |'d never get a job by playing
puter games; m the mouth of a
woman whose job it was to have kids. The
difference is, my hobby was sitting on my

38,

ot lying on my back.,

The Byronic Man

Simon Byro
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Ut your face.” L_ﬁtncl'ﬂ’:‘ Zeta Jones: “Why
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rupting

' ounce
& not knawing one jot about it.
been here before, of course. Rock

and redl, vidao n
cldies must be surprised there's actually a
ageneration of thirysomethings and under, so

ies, rap music... suraly the

r TalkSport jock

s designed to entertain rather than

Subsequent
iends of mine

point, as he proved wit
came across two online fr

s, chatti

ox Live while watching
" Friends with no socia

guite how the dictionary defines.

But in truth, we're all in PR to a certain
degres. Rarely do we present things as they
are, in 100 per t unadulterated, pures
truth. Brush the hair; a quick dab of gel. Smart
ut, shorts and so

for goin

“I was once told by a friend’s mum I'd never get a job by playing
games; this from the mouth of a woman whose job it was to have kids”

Was app
Stamper

ually lauded?

Game Stars' project — which |'ve
ing on — is a quest to find the
amer, but do you see

about the entrants in the tawdry
nns? Granada recognises the
gaming —and Its suppo
en invaluable — but athers in the m
se to take the challenge seriously, seeing it
simply as a bunch of geeks huddled over
conscles, playing with digitised girls instead of
the real thing. The reaction has been
interesting. Seriously, if 2 competition to find a
s-8-8-stuttering karaoke singer is considerad
far more important than a g
f skill, then we've a long way to go

nuine competit

slobbing round the house. It's
ntatives of the videogames
breathing, talking
me. We're

| about image.

We're all repre

ur image — an image
has been stuck in the past.
Emerge from those shadows and into the
light. If we're called geeks, then that
are. It's nothing to be

There are milions of gamers in the UK
Billions worldwide. We should be dismissed
and defamed at their peril. The BBC should
bombarded with emalls. People like Mike
Dicken should be educated or silenced. It's
time for the nherit the Earth.

Fy Imcs

A monthly column by the Byronic Man
can be found in ‘Develop’ magazine
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“Medal of Honor highlights for me the fact that games have the potential
to become worthwhile and legitimate historical archives. Sort of”
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Mr Biffo is a semi-retired videogame journalist
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 Onimusha 3

Capcom has announced the third game in a multi-million selling series?
Well, colour Edge surprised, and say bonjour to Onimusha 3...

camons rining

appeal to a wids
audience, and also to overcome the

Sangoky), The piot be

Deen wrillen ONce agam t

“The new star is a celebrity, this time
somewhat more well known in the west. Jean
Reno, star of ‘Leon’, will play Jacques Blanc”

Fating with U s
footage. Robot's CE

ha mowes, Mikitaka 1

sated that

on new motion-capture technologie

allow the capture of several a

5 motions at

The action saguences ara (

gned by a
star from Hong Kong, Dornrie

designed all the action

he film
Blade II'. His role in the gar oprment
I8 more than supearficial, the

providing precious advics

The move to Paris adds an Intriguing dimension to the narrative, but US/French relations aren't exactly at
their highest paint right now, so there's no guarantee that it will be successful In courting a US audience

surprise comes with the ping camers

5, That Kanashiro-san has

2 fregdom has evidently






' Findl Fantasy Crys

Has there ever been a less a
a series than Final Fantasy?

Crystal Chronicle |s clearly optimised to take advantage of the GameCube functionality, featuring Zelda-like

ropriate name for
ere comes another...

onscreen button menus and various modes and tricks that take advantage of the GBA link-up capacity

[ ith release schedules packed until
the end of March, Nintendo has
1 decided to push back Final Fantasy
Crystal Chronicie until after the end of the
fiscal year. Because of the delay, designed to
maximise sales, Square is stil reluctant to
reveal too much about the game, but it has
issued some basic details,

Players will have the choics of four
different races, each in male and femaie

“One thing that’s not clear is how important
the GBA is, whether it's essential, or simply
preferable in order to enable extra features”

Of course, it wouldn't be a Square title (or, as
is looking likely, a Square-Enix titie) without a

on ive exposition

032

variations, although it's not yet clear if you can
choose your character in the central sclo
quest mode. Before the adventure - and
possibly during - you can personalise your
hero by changing their costume and
accessories. The gameworld is somewhat like
that of Phantasy Star Oniine — vanousty-sized
arenas are linked by short canyon style
passages. Combat is tumn-based, with each
character's speed defining the time it takes for
their action bar to recharge.

After a battle some enemies leave behind
tems, and of particular interest are the magic
stones, which can be collected and stored on
a Game Boy Advance. Each stone allows the

player to access one kind of magic attack
or action, and the GBA stones and effects
can be combined to create new powers.
For example, a fireball attack may be
upgraded 1o target multiple enemies at the
same time, strike a wide area or simply be
made more powerful.

t seems that the power from the stones
will drain each time they're used, so collecting
as many as possible is vital. The power used
for each cast can be set, but casting more
powerful spells takes longer, and characters
will be wuinerable while they're casting, hence
protection from the other members of the
party is extremely important.

One thing that's not clear is just how
Important the GBA is, whether it's essential, o1
simply preferable in order to enable exira
features. Anyway, some of those features
have bean revealed. It will provide access toa
radar in fourplayer mode, and a letter system
in the quest where you can recelve messages
from characters and reply to them

The Moogles {some of the more popular
characters from the series, possibly second
only to the Chocobo) retain thelr positions as
in-game postmen. Messages may give
access 1o simple quests; for example, you
might get a letter from a sick family member,
wha needs a special herb to cure them.
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S le - tal “field device' toa
mechanism that lires it and a door opens.
Stages finish with bosses, and defeating them
provides acc he Tree of Miraru, whare
play

All of this is revealed in the opening movie,
astonishingly for Square, isn't CG, but

The game appears to be centred on a more level-based structure than previous Final Fantasy titles, but
there should be enough continuities to keep devotees happy - like the Moogles, who return as postmen




. gisher; Capoon

(E o ot

rigir: Japa

islease: Spring (Japan), October (UK

Pravicusly in E11

Capcom helps Edge through the first few levels of its
idiosyncratic side scroller. And it's looking pretty magnificent

LA 1 y eh & ! , . S anc igns are given
. o arar mer-kinetic mo There's
LY Y F R FE E RN N K ! o
, y 1 also the auditory assault of a histrionic
LIFE'SD'S TINE: 940

VFX

LA'A'A

soundts d the way the camera swims

"’I |
reputation for re

“ that it's mana
g

A

itil the level reaches its
al boss.

Over the course of the first level, new

powers are acquired by beating some of

ini-bossas, and intre

It's initially a litle bit much to take in, but once the
action gets going It's almost impossible not to be
sucked into the game's bizarre but beautiful 2.5D

universe. The only concern at present is the oddly
staccato rhythm, but somehow that merely seems in
keeping with the game's hyperactive aesthetic

oing

e of the

351 surpnsing things about

ot that it's actually pratty

hare's the sheer amount
which is initially difficult to

neaad fi

1 of fun to play, and the
at all this originality

e at the price of que




Format: PG

PlanetSide
Develope

Sony’s Online Entertainment groups want to fuse the disparate world of the
firstperson shooter and the massively multiplayer RPG. Can it possibly work?

s of individual players. lts a

aying glemeant 1s one t

3 important to persis 0, 50 the same battle

special ab

. To get to use the best kit, you
have

The
SLICCE!

vast te

yourself in war.

er of a

| have to

WOrk t

SE5

| bases tha
;. The

What's signif

1 these elements

s the way in hardcore, remains to be seen. More

whether

t f s the amic will be

punters is a cruc of whers the future of

oniine PC

Vehicles are essential to getting about in the
PlanetSide world, as there are long distances to
cover. Players can also elect to be dropped off
anywhere on the islands by passing dropships

Supply and demand

What’s interesting about PlanetSide's
combat dynamic is its vast scope. As with
real-world conflict, the armies require not
simply cannon fodder, but drivers, medics,
pilots and even computer hackers to break

The current beta stages of testing have involved
a vast amount of tweaking and there'll be loads
left to go as the game now enters a larger public
beta that will involve thousands of players but these skills will be improved and
specialised over time, leading to hybrid

into enemy bases. Players will always have
a large number of options open to them,

character classes, the sniper-pilot, or the
hacker-assault trooper.




* Onimusha Buraiden

Seisase November

When Capcom enjoys massive success with a franchise,
it milks it for all its worth. And now it's Onimusha'’s turn...

Set for western release as Onimusha: Blade
Warriors, this side-story looks like being a
lighthearted romp for the easily pleased

franchise exploitation. Hence the 'Resident Evil' film, and a forthcoming

orget art, Capcom has developead a very modem, comporate
= | approach to dev

oment recently. Every major game — sorry.,

proguct — s a brend ogen (o wider merchandising and

US fim adaptation of Oni
Las Vegas show based on Onimusha (with Siegfried and Roy taking on
the lead roles, Edge hopes). it's all about brand awareness, you see

So with two years until the Onimusha fick, and & year before a
proper sequel, Capcom has lined up this lightweight fourplayer fighter
for November, featuring characters from the first two titles as well as a
few special gussts, Immediately, the four-way aspect brings Smash
Bros. to mind, and the fact that players
environmant (and coliect power-ups) reeks of
Power Stone.

usha. Apparently there's even going tobe a

can destroy parts of the

Twoplayer bouts offer majestic-looking action
(left), but the game may fall down on its apparent
simplicity. A selection of magical effects (above)
will no doubt spice up the oriental proceadings

of a few boss characlen

f Samurai S

iple button-bashing
this as a brand-spiattered

quickie for obsessed fanboys

This Russian-developed R/C racer puts a smile on Edge’s
face, but it could do with a little bit of spit and polish

will recelve betwaen earf

finished game. and it's in ob

germ of an idea that the p

doss, it will undoubtedly put smile
gaming faces. Even given the intial difficulty of
navigating round courses without tr

map, it's a tonic for the jaded gen

avoiding Brobdingnagian dogs and
crocodiles, or d

cows, Is really entertaining (it's

iperataly ramming colossal

deliberately ramming karting humans)
And that's just the singleplayer game

038

t's never really possible to predict how much polish a game
y previews and eventual release. In
the case of Smash Cars, Edge would, perhaps unfairy,
hazard the guess that it's not going to be a lot, simply because Metra3D
lacks ary real track record by which to judge. The game cartainly needs
a little bit between now and release; the preview version ciearly lacks
sheen, featuring |ust a couple of the play modes that will appear in the

Ly

With such accurately modelled handling, it's a
shame Creat didn't manage to secure the Tamlya
licence; the prospect of pitting the likes of the
Biazing Star against the Hornet or Grasshopper on
authentic tracks would have been an enticing one

Edge has so far only toyed with the singleplayer
game, but there's enough there to suggest that
the multiplayer mode can only be more fun



Release: TBC

Freedom: The Battie for Liberty Isiand

Videogames go back to the '80s once again. This
time in a war-torn Big Apple overrun by Russkis

1 ot since the days of "Hed Dawn’ and ‘Rambo: First Blood

has America

T
8

ait so threatened. Angst and paranoia can

Liberty Isiand Is set in a New York overrun by the USSR (they're our
friends now, so that’s okay), Your task is to liberate the city from the
communist Ik and restora the American way of life. Hmmm,

Political overtones aside, Freedom has one interesting feature that
makes it worth following, Predominantely a thirdperson action game, R
the titie also lets you recruit a number of freedom fighters to help you
fight the cause. Your charisma in

réases as tasks are completed and
enemies nedtraiised, and once you've

athieved a certan level of notonety you can

2 other men. Simple commands

Ssued to recruits and, though D

Sed, &y

D

Directing allies in combat is Freedom's main Al alreadly appears
selling point and though there's evidence of
cliché - Russlan soldiers like nothing better than
standing next to barrels of explosives - the fact
you can heal your recrults suggests that this is
no throwaway gimmick. The turn-based sections
first mooted at E3 have now been dropped

solid. it's possible, for instance, to direct

tties from high ledges or window

vantage points
Current code suggests that Freedom
could well turn out to be an enjoyable . : J
Visually the game is nothing to get excited about

Inirdperson action game. It's just a but the recruit commands are Implemented well,
shame about that subtitie ensuring that Freedom has some novelty

“mypires: Dawn of the Modem World

One thousand years of conflict is the promise. Which
means you'll face all manner of aggressive options...

ave you ever wanted to hurl disease-infested livestock into
your enemy’s town?" asks Rick Goodman, Empires’ lead
| designer. Il is quite obvious what is coming next, and it's nota

mires spans 1,000 years, from the beginning of
the middie ages right up to WWII and beyond, and as such Is
comprised of fighting units from Korean Koryo spearmen to German
Blsmarck-class battleships. Combat isn't as simple as linear
mprovemeants in strength and range, though:
each unit and civillsation has its own abilities,
and learming how to them pro

arly wil

prove as vital 1o long-term victe

OITminNg

g tech-tree

Those washing to discard all the long-term

) ) your way up the G
The universe is bright and colourful, eschewing sl
traditional battle camouflage for distinctive

friend/enemy colour coding

specifically
gamers with attantion spans
shorter than a millennium.

Empires is an exuberant take on the RTS -
something like realtime chess crossed with
Top Trumps', but with special moves




I m / \Iplf]as This month's announcements and updates...

Better visuals, more mountains, Xbox Live stats
support, and play areas designed by waorld-
renowned snow park architect Chris Gunnarson.
Expect more detalls after E3 in May

Wallace and Gromit

it PS2, Xbox
Fubisner Bam! Entertainmant
leveloper: Frontier Software

Not the most obvious game for Edge’s pages,
but as it does come from the brain behind Elite
we thought it worth checking out. Novel gadgets
and great animation should ensure its success

Jak [I: Renegade

A darker tone, larger environments and more
polygons are promised for the sequel to Sony's
flagship platformer. For more info read the
Jason Rubin interview in *Edge presents: Equip’

Batman

Format: GC, Xbox
. Kemoo
sloper: In-house

There's no faulting Kemco's evocation of the
comic book version of Batman; it's just a shame
that the gameplay sections are riddied with

problems = most notably a horrible input system

Rise Of Nations

At the risk of oversimplification, Microsoft's
latest ATS seems to straddle ground previously
trodden by Age of Empires and Civilization,
probably with the company’s customary polish

Burnout 2

ai: GC, Xbax
o, Acclaim
=r; Critarion Games

On GC (top): as on PS2 but with extra crash

junctions. On Xbox (above): increased polygon
count, cubic environment mapping. extra decal
skins, 5.1 surround, and stats-only Live support

Transformers

i: PlayStation2
ner: Takara

Developer: In-house

These shots are suggestive of FMV rather than
ingame footage, but they're enough to get Edge
arguing about which Transformer is the best. The
answer is, obviously, Brawn. He's the strongest

Hidden & Dangerous 2

Shots amrived just as Edge went to press, so
detalls are still thin on the ground. And while the
same cannot be said of military-themed FPSs
these days, pedigree still counts for much
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Inside...

Climax

Inspired by Kerouac's travels across the American
Midwest, and Britney Spears’ adventures in
‘Crossroads’, Edge journeys across the UK to see three
very different Climax studios. Summary? Road trip!

stony about Teghnlogy, Rivaly. and, ultimately,
Loss. It begins In Nottingham, where Edge pulls
ks

its head to keep out the cold

city, trying to find Climax's Nottingham studio. it
turrs out the codeshop’s hidden round a co

off a main shopping street in the city centre,
and behind a bridal boutique, inside a

discreet office biock which is siowly beiny

nsumed by Men Who Love Ores. The ift has
r, and shakes as Edge makes its
@ fourth fioor. The walls feature

fiock wallpap

way up to

beal erribly vie
demons. Th ara C 5 developing
Warhamm ,and it's the first leg of a
three-day, three-studio tour which takes Edge

around the country in search of Climax's soul.
Enthusiastic as ever Edge has armives

Traing go &

jam somewhere between here and the Solent,

and that's why Edge is sipping water in a

reception room, chatting to Matt Sansam

r of Warhar
MNow, Sansam's a hardcors MMRBPG player,

and talks about his refationship with Everguest

same way that Zammo talked about

nar Ornfin

il

in the
ounts now, but he
3 cCompany’s
ex-amployees, who've been sacked because
their habit got in the way of thelr work. As he

Warhammer

important geek fran

This Is not a bad thing. Beasley arrives,

udko begins, and if there
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It's a stone building right now, but a quick tileset change later it can become something completely different.
Although the tiles are all orthogonal, buildings can be placed at any angle on the procedurally generated terrain

anxiaty that

give him a cuddle and tell him everything's

ng to be okay, confirms:

+f a lot of

oIy 1
This Lego-style approach to building might seem prone
to architectural homogeneity, but actually it's the
opposite. Using tiles means that building designers can
produce different structures much guicker than their
polygon-model counterparts, meaning that Warhammer's
towns are rich and varied

Creative contro
Edge makes to say somethi

Edge into the conf

t down, and there's a chek ‘Na, that's just wror

as the dictaphone Is switchad on Mave




And then there are the places the
company's had to start from scratch,

*Oh yeah, butchers, bakers, candlestick
makers. | mean, there are loads of people
impaiing children on the ends of spikes, but
nat an awful lot of the stuff in between. it's
all extremes,”

Which is an interesting point. While Games
Workshop has provided Climax with a glorious
setting and a rch amount of matenal, and that
trust has been repayed with a fleshed-out
definitive version of its universe, some things
just won't transfer to the game without some
world-guaking creativity on the Nottingham
studio’s part. You see, Edge can't see the
hardcore fans objecting to Climax introeducing a
butcher, but redressing the parallel universe’s
inherant sexism by brnging in — gasp - female
wizards seems like it could cause a litle
consternation among the fans,

"Well, indeed,” says Loscalzo, memories of
feverish fancons wiit large in his furrowed brow.
"Suffice 1o say that anything that comes
through will be under the approval of GW. We
haven't got total free reign, Realistically, having
a well-estabiished 1P can help and hinder the
art side. You aither find you're in a nice-sized
baox, or something that's very restnicted. | think
Warhammer has been both of those. You need
to foliow the path, but that path can get wider
and narmower, because at some points it's
much more clearly defined than others. |
mentioned the animation side of things, but
there's just no precedent for that in the
Warhammer universe. It's never been done.”

Another thing that's never been done. and
here comes the Technology bit, Warhammer's
landscape is so big that the landscape has to
be procedurally genarated. The hills and valieys
are carved with a set of proprietary tools
produced by the company, and can be
reduced to complex formulae, rather than
polygonal coordinates. Bulldings can be placed
anywhere upon them, but again, they're not
rigid models but built from flexible sequences
of tiles, Climax Noftingham's Lego-style way of
producing lots of complex, disparate
architectura, quickly. And each tile comes in
myriad fiavours, so a church can be changed
to a ruined church or a church in the forest just
by switching the sel. it's a beautiful, simpie
system, and part of planning for the future.

Core technology

“Part of our aim, as part of Climax the
company, was to produce core technology.
What we have now Is the core tech applied to
Warhammer. If we wanted lo, we could take all
that tech and apply it to something else.
You've seen that example with it applied to a
cityscape, skyscrapers, that sort of thing. If |
was to tell you that our entire animation
system, our entire model system, really
wouldn't care whether It was a Warhammer
mode, a 40k model, a Scooby Doo

whatever, it doesn't matter. You could have
Spider-Man popping up in the middle of a
Skaven-infested tunnel system,..”

And what would the hardcore think of that?

“They'd probably be confused...

Angry?

“indeed.”

Upset?

Still, just think how many levels you'd
go up for kiling Spidey. Edge is joking, of
course, just going for extra geek credit, but
Sansam interjects.

“We're not a level-based game. We're a
skills and career-based game.”

Do explain,

“Well, when you first creats a character
you'll have these basic skils. You'll be able to

Climax Solent
Home to Sudeki and ather
{undisciosed) projects

Climax Nottingham

Home to Wamammer Online
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Bright and beautiful and bullet-time; when players move to their
inventory to change tactics or pause for thought, Sudeki's time slows
down to a fraction of what it was. It's enough to give the player impetus

to make a quick decision, but allows tactical play too

Sudeki's aesthetic has come under fire from rabid
otaku, but it's only when you see it moving you really
understand what Climax is trying to achieve. Doubters
would do well to wait for an opportunity to visit the
curiously-hued landscape in person

<€ 046

run, hit things with sticks, swim — basically,
that's all you know. What you need to do
then is join a career. By doing that you uniock
skills, so if you go and join the ratcatchers

guild they'll teach you how to move guiethy in
an urban environment, the locksmiths will
teach you how to pick locks... and as you
s through those caresr systems you'|

38 quests, various things to do. Then
thare's an ‘exit carear’, so if I've been a
ratcatcher | can

take the assassin route, go
more down the animal handling route. Think
tech trees in C&C with a roleplaying overlay,
High-level careers will require a certain number
of prerequisite careers."

And

"The way we do player-versus-player
combat is also tied into that career system. So
if, for example, you're a witchhunter, and I'm a
witch, we're flagged as PvP. So that means all
the witchhunters will be after the witches, and
so on, There are some careers that aren't
flagged as PvP, so if you join the Amethyst
College of Magic, you can leam the lore of
death within the college — it's a little bit dodgy,
but generally it's okay. If you decide it's too
slow, and go and become an out-and-out
sorcerer, or necromancer, the road to power is
a lot faster, but you get flagged as PvP and
hunted down by the witchhunters, the paladins
and so on. And that's where the career chat
channels come into their own, because if you
tell everyone, ‘Oh, there's a whole bunch of
witches outside Mordor," then a whole bunch
of your witchhunter colleagues are going to
turm up, and a bit of PvP team action...”

Sansam's eyes olaze over. Edge takes it as
a cue to leave and head back to the hotel. In

the evening, Edge argues with him abaout the

20 most significant titles in wid

e0gaming, and
he speaks with quiet, understated passion, lke
how Edge imagines you might speak if you
weren't just reading guietly. Some food, some
aleohol, some late-night bitching; Edge returns
to its hotel room, and, sormewhere along the
route loses jts hat. But Edge won't notice this
for a while, and so it's happy. To tomormow.

Feeling for snow
The road trip bit part cne: Edge s in the car
is lost, every lomy driver from here to

there seems to slow up just in front, and every
time we brake the pen slips and the guestions
Edge |s scribbling on the pad just become
llegible ink spiders. A couple of hours later...
“Sea, in
types of snow,” says the Finnish lead designer

-inland, we have [some number]

pointing out one of Sudeki's superficial strong
paints ~ the way the cold white stuff catches
the light on the floor — “so you know | really
care about this.” Edge can tell Tuomas
Pirinen really does care about it Hell, he cares
about a lot of things. Just look at the conifers;
whien the wind blows, their branches bounce
gently up and down, not left and right which is
“completely and utterly wrong." Apparently.
And then he shows Edge the core of the
game, the party-based reaitime fighting aspect
which might be Final Fantasy designed by
Eugene Jarvis. Edge won't take that any
further though, since the build today Is the
same build Edge wrote about last time, and it's
still as colourful and dramatic, and there's
nothing new to say, Still, a second visit
provides a chance to ask Climax Solent MD
Joseph Cavalla a few of those gues

1



our clients to be overly vocal abx

0, Karl [Jeffnes, Climasx «

& a certain amount of

becauss what we neeged to do
sure the npany grew 10 a point

Sudeki’s emphasis is on party-based combat, Bnghton rocks

s0 players may want to keep their magic users
near the back providing covering fire. The
light-based spot effects are spectacular




The bike models have been recreated for the sequel, and feature all-new
photos of engine internals. Well, Edge is sure gearheads will appreciate it

Skins for players and bikes don't include cigarette logos,
much to the chagrin of the developer. But if users want to
add them in the skinner, there's nothing Climax can do to
prevent that; expect to see a mixture of the ultra-realistic
and the ultra-obscene on a server near you

< 048

“We knew there wouldn’t be a problem
relocating people down here. It’s an
easy sell - come and live by the sea”

reinventing the whe
that focuses enti

heartily on the quip, and takes a brief tol
und the three-fioor studio. Top fi

Lr

o0or IS

2GPZ, wher
told off for le
artist straddling a track in a buiid
en demoed to a Edge. T
about to go to submission, Tt
the time for jokes. Except for the one at the
start of this paragraph.

one designer has just been
g a 50-foot model

f a lead

st
just

15 probably not

game

The specialists
But anyway, below that are numerous other
projects that Edge can't quite t

but are all bel
short periods cf time :
game toolset, Blimey. That's its name for a
grams that allows

k about yet,

suite of |
reduce development times... “Massivaly,"

says Tony Beckwith, MD of Climax Brighton

I's kind of like a propristary Renderwars. It

s certair

glve g
Renderware, bacause
Renderware, everyone's games are goir
end up looking the same.”

That reduced dev time must make you
popular peop

over using

L

ne uses

th publishers,

e 1o work v
ere the first to

it's totally worked, so much so that

we've got more racing games on the table

than the studio can dt
So sure, it's a good thing, but why racing
And why here, in Brightan?

, when we staried here, racing games

ere like 25 per cent of the videogame markst.
do. And a lot of

Probe. The

So it was an obvious thin

the guys here used to work at
MotoGP guys did Extreme G, the guys
downstairs did Revolt, so it seemed like a
good angle to go for. | wanted to set up
because there wera no other

dow
developers down here. Beautiful location, by

the sea. | was getting a bit fed up of London
mysalf, and we knew there
problem relocating pecple d
that's absalutely been the c
sell — come and live by the s

But doesn't working on so many similar
hir the same studio dri

games v
pun, thanks — people crazy w

Joseph Cavall
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It's the obscenely anal level of detail that makes MotoGP's graphics so special, The team went out to each track, took
thousands of photographs and made piles of measurements - even the height of tyre walls was recorded to the centimetre

the studios; how about they were like 'Oh, this is guite good isn't it?'

And so when M out we're

And they've been asking
what sort of features we

@ in, things like that. We're really
on the A-list. Microsoft was so Impressed with

actually licensea
old into the SDK

0 In every game

stufl that

Simply the best

e road tnp DIt part tw

the future, And part of that tech com
Rivalry; not the internal playhght

d playful
bitching, but a wider sense that this industry is
setting developer against o
need to find themsel

which means creating 1

smart way of workir

1 It up initially -
motorbike garm me - but when

they got a communicator and a free version, can bring it back. ==







Edge Awards

Since last year's Edge awards the videogame industry has gone from
boom to gloom. Six nines and 29 eights hide an increasingly desperate
number of licence-reliant software. Still, the winners are...

ne large meeting room, a few copies of Edge,

printouts of all the games and thelr respective

seores, and four members of the editorial team,
The task should have been an easy one, but the fact that this
year's awards took a whole afiernoon {and a portion of the
next day) to dacide upon reflects how uneven a year 1S been
for the videogame industry. There have been some
magnificent highs — Metroid Frime was surprisingly impressive
and came about as close to an Edge ten as is possible - but
in general the breacith and depth of quality has not been as
SironNg as In previous years.

Mo tens and only six nines is unprecedentacly low, aven
for Edge. But statistics don’t say it all —we're all aware thal
2002 was a tough year for a number of developers. Rage,
Crawfish, Curly Monsters, Red Leman, Hot Gen Stucios all
closed], whilz a number of publishers, such as Bam!
Entertainment, inlerplay and Virgin Interactive have had to
Scake down operations considerably to mest the challenges
ahaad, Innovation in gameplay has hardly been a top priorty.
Need we forget, this was the year that saw the release of
BMX Y00 and Britney's Dance Beat.

But enough of the gloom: the winners were akso dificult to
choose because there have been some genuing surprises too,
Companies such as Nintendo, Capcom, Treasure and Tecmo
have continued 1o generate new IP despite the industry's
general movement towards consenvatism. After a siow star
the Xbox is now proving itself as the hardcore gamer's
platiorm of choice and the PS2 has reached maturity hosting
techrically impressive fitles such as TimeSpiitfers2, Bumout 2
and GTA: Vice City. While the fate of the GameCube seems
less assuned (see p10) Super Mario Sunshine, Animal
Crossing, Metroid Prime and The Legend of Zelckr The Wind
Weiker (sadly appearing loo late for these awards) shows that
It's still the home for iInventiveness and ingenuaty,

And finally, Edge had hoped that all the big talk about
broadband console gaming would have resulted in soma
groundbreaking online games, but there's bean nothing
exceptional. Hopefully the next 12 monihs will change all
that. But, then, that is what we said last year..,

D53 »




Twelve months in scregnshats.

clearly, but something to refresh the memory

'."'-".’f-.n\\\\

E110 May 2002 E111 June 2002 E112 Juwy 2002 E113 Aucust 2002 E114 SeprEmBer 2002 E115 OcToser 2002




E116 Novemeen 2002 E117 Decemasn 2002 E118 CumisTMAS 2002 E119 January 2003 E120 Fenruany 2003 E121 MancH 2003 E122 Aprr. 2003
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For providing the'most'consistent éérnESpace, for the most effective integration of graphics, sound and game
mechanics, but above all, for delivering the most enjoyable gaming experience of the year

Metroid Prime

Format: GameCube
Publisher: Nintendo
Developer: Retro Studios




Neverwinter Nights

N a vanety of difersnt

itlon of the basic campaiar

ihs of revie 5 o Prirni

in Edge’s ustimation, Which is a pretty significant achievement
Format: PC
Publisher: Atari

Developer: BioWare

Super Mario Sunshine

long-awaited

2 have o inior. O

The

am thosa who appear to

dedidad that the

‘s mieronty next to only the best platforming ge
ch thare can be no redem On the

forgive Nintendo anything, ey

&l sct for w

Jashing

|"p'5’ apart frr

- ystam allows levels 1o be
gesigred with 2, 8 ne offenng a rmultitude of different
ways to capture ¢ @ all providing an almost

unmatched Incidan:

Format: GameCube
Publisher: Nintendo
Developer: In-house

Animal Crossing (GameCube)

Dead or Alive Xtreme Beach Volleyball (Xbox)
Grand Theft Auto: Vice City (PlayStation2)
Medieval Total War (PC)

TimeSplitters2 (PS2, Xbox, GC)

yytul. But we are wiling 1o

three
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mercial sucoa‘ﬂ;. or the' numerical sﬂpéﬁﬁriﬁd’f its release schedule, Edge’s Publisher of the Year has
demonstrated an unmatched commitment to providing gamers with the widest catalogue of interesting and enjoyable videogames

Nintendo

The raw statistics say It al: ina patchy year lsiand, Edige welcomes back such fond favourites,
for most, Nintando stif managea 1o produce six games especially when they contain various extra featuras and
scoring an Edge aight out of ten ar higher. No ather link-up options
Company came close But it's Nintendo's insistence on innovation over me-too
After messing out on an award &8st year tsbeen a software that constantly impresses. Animal Crosang, in - ® \
resurgent penoad for the Kyoto company. Metroid Frama., particular, dispiayed an overwheliming leved of Inguenuity
Super Mario Sunshine and Animal Crossing praved that {see Gameplay Innovation) that held NTSC gamers N I n'e n d 0
games can still offer Inspirational memants and gamepiay enraptured, The GBA link-up cable has also enatiled
10 eat away he hours. And while many still bemoan devialopers to expiott new gemeplay avenues. Tha
Nintendo’s dacision 10 reproguce its magnificent back company's poor commarncial and markating sirategy In
catalogue on GBA, with tities such as The Legend of Zeloa: Europe still exasperates, but n tenms of raw cutput
A Link to the Past and Super Mano Agvance 3: Yoshis's Nirtanao has had no peer over the Bst 12 months

Electronic Arts two

It’s all t00 easy to ke pot shots
annual instalments of the likes of FIFA, Maddan and Harry Potter, But it's
warth remembering that this is also the company that brought the werld

The Sims and Slack & While — hardly the most genenic of games. Indeed the
sormpany wouldn't be able to procuce its annual updates had it not created
the franchises in the first place; that it does 5o s a testament to the diversity of
he company's oulput, and its canny rervestment in new properties. Which
has continued over the past 12 manthe! Medal of Honor Frontine, Freekstyls,
Need for Speed: Mot Pursuit 2, Dead to Rights, SimCity 4 and Command &
Conquer: Ganarals, There have even baon moments of creative brliance:
have been to rely on the ‘Lo of the Rings’ kcence to sell
a peace of shovelware

ihe company responsioe for

how easy it we

three

Ubi Soft

Ubi Soft used i ve ihat quant French developer. you know, the

one responsible for Aayman. But aver the lnst year it's been doing & lot of

growing up. Although same may blanch at Its flogaing of the Tom Clancy R

brand, thera's no quastion that the llkence has been attached to some sterding /m \
E From Spinter Cafls visud excellence and novel gadgetry through 1o °

Ihe tenss strategical ops of Rainbow Six: Raven Shield, Ubt Soft has delverad

every tima. Ghost Aecon aiso emerged as the best Xbox Live launch game u b I S 0 l l

odespita its clumsy frontend. The company's decision to publish Capcom's

Breath of Fire Il on GBA was also welcome and provided gamers with the
Legend of Zeida: A Link fo the Past.

format’s best RPG, pre T

Konami
Microsoft
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Tecmo
Not everybOdy is going to sither ‘get’ Dead or

Alve Xfreme Beach Volleybal or forgive the game its

emphasis on female flesh, But sursly the fundamantally
mieresting design princ
apparent. Eschewing both the goal-oriented and
fwyperviolent design sensibilities that charactedise the broad
mass of videogames and the commercial imperatives that
drive thern, Tecmo's decision to create a game that's all
about fiendship and relaxation was an admirable one
What's more, it was vindicated by the skill with which the
game was execuied.

But it's not just Beach Volleyball that attests to Tecmo's

; that infarm it are openly

srrat an all-time h

ol . :g’ ;-fm o~ 5
igh, the Dev p'ﬁr*’ongeE:rear award is a testament to both technical artistry
and wilful creativity, rewarding those responsible for providing the broadest number of videogaming highs

wilingness to disregard design traditions in the interest of
constructing new visions of videogaming. Fatsl Frame is
another highly enjoyatie ke that disregards the violent toee
of fraditional survival horror, opting instead for panicky
chases and a more psychologically chiling sense of unease

And while this tendency towards (successiul) creative
expanmentation wolid ba commendable anough in its own
right, Teemo alsa managed to find time to produce the more
conventional, though no kess enjoyable, Rygar. Here's
hoping that the company can sustain such an inteligant and
sntertaning output over the next 12 months. And hers's
Iexoking fonward to Minja Gaiden,

one

TE |

two
Treasure

Evenin Spite of that review score back in E1, Edge is constantly
accused of displaying a pronounced degres of fanboyism when it comes 1o
Treastee, And nghtiully so. After all; though the company’s fighis of fancy don't
always turn into the most enjoyable videbgames, the company is aimost alons
among developers in pursuing intriguing, Innovative, and above all,
isyncratic design notions with such a blatant disregard for commercial logic.
This year is no exception with both Hafime No Iopo: The Rghting and iKaruga
demonstrating the company'’s hallmark sense of styie and play. Which just
makes Edge treasurs Treasure even mors.

REASURF

three

Retro Studios

Regardless of the eaent o Ninencos invaivement in Metroia
Frime's development, Retro's staff dearly has & comprehensive, fundamental
understanding of the Metroid series. To be able to updats the senas in such a
masterful manner — essentially delivering ona of the most seamiess 20-10-30
fransitions in videogaming history — necessitates levels of game design inganuity
the majonty of developers can only dream of achisving. Crucially, it requires the
wnd ot coding expertse that cannot be injected nto a team that doasn't
possess the ability in the first place. Surs, guidance from NCL was taken, but
ultimately tha majonty of the work (and by definition significant development
decisions} remained tha responsibiity of the Austin-based team. And no other
output this year is irrelevant, In Prime. the team has produced a phenomenal
piece of elactronic entertainment.

RETRO.STUDIOS

Climax Motorsports

Koei

Nintendo Corporation Ltd
Rockstar North




Animal Crossing

It's not rea"y about the way that players can
post items to each other with the simple code system,
causing the Intemet equivalent of muli-coloursd swap
shops to spring Up on forums across the Web. Noris It
entirsly to do with the clothing collection, or the way the
game |ats you dasign your own outfits in the sewing shop,
procucing a pixed art show-off competition In Out Thers.

And it has little 1o do with the integration of the card reacer,

which brought a physical slement of catch-"erm-all into an
antirsly virtual world,
Tha reason Anirmal Ci

sing is Edge's Gameplay
Innovation of the Year is a combination of all these things -

1 B

deaci? The basﬁ 1944 ﬁﬁue fhrPsBy

=YiTe]s

and the smarl way it Uses the system clock, and the intra-
town postal system, and the clever random elements — and
the way the game ties them all together with snaii-pacing.

it is a new, fantastically relaxing way of gaming; there is anly
50 much to do in EdgeTown every day, be it beachcombing,
visiting the isiand, or running petty erands; but you
absolutely cannot waif for tomomow, Niche? Edge can't
think of a more easty accessible game, and that itis yet o
appesar in Europe is thoroughly disappointing.

Bvéral deve‘lopef‘s eﬁﬁlﬁnng gnd‘ COJPﬂés‘hng the boundaries of existing gameplay
structures, through experimentation with interface design and the innovative use of input hardware, and by tinkering with established mechanics

one

Format: GameCube
Publisher: Nintendo
Developer: In-house

Neverwinter Nights

It's increasingly commonplace o e aeveiopers 1o
throw in their development toois whan their iatast opus ships to stores. ina
bid to stave off commercial madiccnty by courting the mod community.
Certainly BioWara's rat the first developer to have such an idea, and the
Aurcra loolset is not the first such world busider. itis, however, unpracedanted
in its ease of use and in its varsatility, BioWare has even gone o far as to
create a toolset that even Edge can get to grips with; one that's capable of
fashioning the most basic (particulardy in Edge's cass) dungson crawl or the
moat mult-faceted parsistent world. And by faciitating DM intervention on the
fiy {to compensate for a lack of programming skills, perhaps), Neverwintar

Nights really does offer an infinite gaming variety.

two

Format: PC
Publisher: Atari
Developer: BioWare

The Lord of the Rings: The Two Towers

Film fOOtage in videogames s no longer a new phenomenon,
vet gamers have become accustomed to poory implemented cips shoe
horned into games as end-of-evel intervals: EAs magnificent use of the
‘Lord of the Hings' licence changed &l that, Using footags from the first two
films in the trilogy the title elegantly segues from DVD imagery 1o in-game
scenes with unprecedented artistry. The technigue efiectively elevates a

decent game into something bordenng on the spelisnding. From

Weathartop

to Helm's Deep the game has captured Peter Jackson's re-imagining of
Tolkien's Middle-Eartn with great expertise. A host of Unlockable DVD extras

round off a package that co
to get the mast out of a film licence.

_\;lln T

geaa‘fur Aﬁvm?irém' ’aéac‘ﬁ M&aybaﬁ (Xbox)
Eternal Darkness (GameCube)

The Mark of Kri (PlayStation2)

Zettai Zetsumei Toshi (PlayStation2)
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mprehensively shows other developers how

three

Format: PlayStation2
Publisher: EA
Developer: In-house
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O0.TO.GI

ItlS geﬁlng tO the stage where videcgames are
approaching party when it comas to the technical challenge
of pushing polygons cnscreen and dressing them up in
pretty visual effects, Ironically, though, this makes it even
gasier for games to stand out from thelr peers by adopting
an interesting or experimental visual aesthetic. Games like
O.TO.GI, for example, In & year that's ssen a lot of
davelopers jJumping on the cel-shading bandwagon with
varying degrees of success, From Software's distinctive
graphical styfing may be too subtle for some to appreciate.
But instead of choosing the easy option, O.7TO.GI
confidently sets about re-imagining & ciassic pencd in

1al , vament af T } 1¢
tcaT Aéﬁei)eﬁ]énﬁsri’ﬁﬂerely ébotﬂ teé'l'l‘nlc d;'p%éje Jﬁt‘g %ogt gmhhblfﬁimg a \jfs"ua{! ot

aesthetic that stands on its own merits, regardless of new gaming hardware

Japan's mythical history, and doas 50 Deautitully,
it does so by utiising inspiring and original character

designs; by featuring a breathtaking varisty of environments;

by ereating idiosyneratic spaces; and by including some
puise-guickening set-pieces. Above all, though, C.TO.Gl's
singular sensze of wisual style fits seamiessly with the game’s
impressive soundtrack and architectural majesty; lightning
crackles as monumental sky dragons bristle overhead,
cherry blossom petals flutter to the ground with metaliic
chimes, disembodied voices lead Raiko through the gicom,
cliff faces crumble beneath his sword with an earthy boom.
Simply put. O.TO.G/ is a towenng graphical achievermant

one

’f

Format: Xbox
Publisher: From Software
Developer: In-house

lkaruga

It’s a Sad reality that too many players (including those who should
realty know better) consider 2D gaming to be inferior to the three-dimensional
variaty. An absurd outlook, certainly, and thankfully softcos such as Treasure
&re still around to show the world what can be achieved within two axes of
movement. Still, gamepiay issues aside it's a joy 1o ses karuga also shaming
far more ambitious projects from far wealthier outfits in the visual stakes, and
{agan) setting the visual mits of the vertical shoot 'am up.

And how. Each wave of snemies offers a lesson in Inventive character and
structural design, thelr splendour only fully appreciated by spectators — players
are likety to be far too preoccupled with negatating their ship through the
subiime sea of pyrotechnice and laser fire, “A graphical tour de force," goes the
oid {and greadiul) videogame reviswer cliche. st it's rarely seemed as apt

two

Format: Dreamcast, GameCube
Publisher: ESP
Developer: Treasure

Panzer Dragoon Orta

Sure, it’s probably sse: tscinicat, to preduse dizzying
depictiona of alien words if the action is proscrbed by keeping the player on
rails, But over.the past 12 months there are few games that have maiched the
dazzling imagination that has self-evidentty gane into Panzer Dragoon Orta.
Ower tha game's short span, Smilebit has managed to include stunning vistas,
iy wastes and abstract spaces, sach popuisated by rampaging herds of strange
beasts, languidly airbiorme behemoths, or agitated allen craft. It's almost as i
Microsoft had commissionad an advert for the technical capabilities of the Xbox:
A& particularty effiective one af that.

Gio Gio's Bizarre Adventure (PlayStation2)
Metroid Prime (GameCube)
Super Mario Sunshine (GameCube)

three

Format: Xbox
Publisher: Sega
Developer: Smilebit




The Audio Achiévement award i given to the videogartie that Boasts the highest quality soundtrack
and effects, and the most effective integration of these with the core game mechanics

Metroid Prime
Like Super Metroid vee . Frme

Its aural cre

is

equipmant uj

classic Me

centias even bators the game begins, The t

5 original melodic output,

t's mora than the masteriul effects placemant

of the Pro Logic || mix, So much morg. The way every somo

df scores, Prir

& audio

ponjunction with the gam

wirked and upda

8]

ponant works

one

Format: GameCube
Publisher: Nintendo
Developer: Retro Studios

the melodic excellence of the soundirack or the technical medt with which

sound efiects and musics dic have been iImpiementad in O, TO.GI that

g & penception

and landing &
dramatic paging to the action. And above all evoking & uniguely satisfying

conception of Mythic Japan.

T
(WO

Format: Xbox
Publisher: From Software
Developer: In-house

GTA: Vice City

=3
Tonight', GTA
Implemantation of a number of radic

3 City's recreation

Burnout 2 (PlayStation?)

Colin McRae Rally 3 (Xbox)

Medal of Honor Frantline (PS2, Xbox)
Eternal Darkness (GameCube)

<€ 062
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Format: PS2
Publisher: Rockstar
Developer: Rockstar North
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hardware, some developers are capable of delivering the most technically sophisticated instances of the medium

Igfmg ".(

MotoGP

It's a damn geco =

of a it

game, of course. But a hell St all that's nothing next to the st that
iz have only just found that out, thanks 1o behing the frontend. Moo
on to use a damo of the game as the mpresshe for & launch titie, r yers 10
Xpox Live starter pack. Angwnata race each other, often absolutely free o
as; the Brighton-based wing of Cimax somewhat dependas on ihe servers capabidty, of course,
nas created & wser int for Xbox Lve that makes the But If thers’s a solid ndication of just how good the

"y Format: Xbox
Publisher: THQ
Developer: Climax (Brighton)

broadband experience amost compistaly painkess. aliowing programming really is, it's in Microso MW appreciation
users 1o specify skill setlings for random Intamat opponants It's foided the MotoGP Live code back into tha SDK
or to set up a closed game with a group of inends with meaning that Climax's efforts will influence all future Xbox

shecite ease. Gamas such as Ghast Recon show how Livis titles, a fitting tnbute to its achieverneant
hard itis to get this right, and the importance of the Ul in
creating a great game should not be undersstimatad

Street Fighter Alpha 3

If the handheld version of Spesdbad f was 8 good reason not o Format: GBA
0 usath of Crawfish, then its recragtion of Ajpha 3 provided more n

NS 10 kesp your haad bowed and wear black for the rest of bR VDO
¢ Fightar fan could have expected — fast Developer: Crawfish
t made the Original arcade version such a
on of the game a5 you could hope
ome s,s’n" often axceeding e excelent PayStation
marks thanks 1o the cumbarsome naturs of the Game

10 achieve on any
yersion, and ondy

Boy Advance's controls

three

Burnout 2

. . 1,
Anyone questioning Burnout 2's rcusion rer= Format: PlayStation2
should pernaps take ancther look at the game's prequel, Agread, with its
HenderWars background, Crifedion is better piaced than most whan it comas Publisher: Acolaim
10 expioiting the PS2's architecture but that doesn't detract from the Developer: Criterion Games

remarkatile technical advancemeant evident in this sequel. Take a good lockc

1he finish of the car modeis, the abundance of vehicies onsoresn at once, the
sxuberance of background detesl, the superiative ighting effects, the richness
ot the textures, the consistency (Bnd highl fremenste, aven the inciusion of an

i support. .. It's an impressively

Lord of MMS‘“!%&‘WT:JM (PlayStation2)
Super Monkey Ball Jr (Game Boy Advance)
TimeSplitters2 (PlayStation2)




one

For providing the most sophisticated or interésting téchnblogical platfofn with which t6 explore or
enhance the possibilities of the videogame medium, competition for this year’s Hardware Innovation award has been intense

Steel Battalion controller
Edge [S Stl” a little staggared by the controller that and brittie. Trhe

pace than the games PC. and switches "‘Elll-.fEI' Fishar
= make a profit from the its tn
y.nat. But the deviee wins Capcom much dasign proble

sred from some lamentable

me (teel

, namely poor Al and an over-relianoce
kudos and cements its name as the hardcors gamer’s on prescripted svents, the controller slevated the
company of cholce. At a time when mao: experience considerably. The stari-up sequance alons,
ware rening in ambitions and producing stultifyingly complete with fiashing lights and humming nois

¢ ey

derivative product, Capcom made Sieel Battalion. A big
at costs £130 and comes bundied
n controllers and pedals,

was to recreate the uftimates mech simu
in the home, and Gapcom dslivered. The

2ar lever which

rabiot g antage of the controlier

onver 40 b

with the exception of the

two

GP32

An OPEN-SOUICE nandhaid with paweriu

-1g ndustrious userbase, the GP3Z may never be a senous rival to

hardcors. Commerci
far betwesan, but thare are plenty of hometrew &
, But it's the &

CBH4, NES and Game Boy games. The work-in-prograss Su

emulator curmently ""1|\;' runs at a handful of fram

may become ansolutaly unmissable

GBA SP Gy

You can ar: QUE tnis should have been the original version of the
GBA for as long as it takes to complete Advance Wars, but it’s uniikely
ually, y

ion with a headphone

proof

- can wait for Nintendo to mlease & scral
% Included, Or you can join the handheid
1 the SP s here and it (mostiy) doss what it nesds

changs history,

& tint effect of the front light),
n bigger poc
trar ; of spare AA b

ont

doesn't reguire another pc:ck-:t or the

Lgh, arguab
and whose attra
1o part with £90. t’s no

g INCOMEnIe

g& a new demographi

hopefully encol

verdict is still cut on those shoulder buttons) but it & the GBA of choice

Nintendo e-Reader
Game Boy Advance/GameCube link-up cable

< 064



Sometimes there are awards that just don't fit into neat categories. Here, then,

are some of the other highlights, and lowlights, of an eventful 12 months in videogaming

Best use of a licence

The Lord of the Rings: The Two Towers (PlayStation2, EA)

Rage

Surprise of the Year

Rocky (Xbox, PS2, GameCube, Rage)

Biggest Disappointment of the Year

Blinx: The Time Sweeper (Xbox, Sega)

sound etiect accompanying

3 annoying too, A der an imtating mess of a game,

Atmataly undarmined this adw

Gaming Industry Event of the Year

Edge/'Game On' party

Vapourware

Galleon (Xbox, GameCube)

one

The Cultural Evalution of Videogames
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| Aswah al Nintenda's past explots; the history of the
Super Nintendo has been well documentad in prnt, 1S one

| ofthe s interesting pirts of Nitanda's history becauss,
| inactusity e company dic simost averyihng g, aral
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 power and aesthete completeness of the nardware

assured in contrast to the 32t revolution's shaky, (altenng
mmmawmmmh
Japan, tepresentad the manstrear culmination of e 20
waty of coding, In the next step of ewlution, pames and the. |
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Prototype :

There were a number of protatypes for the Super Famicom;
many of them made by Ninterda itsalf, Probably the most
famous of them was an early Mano game rendared In 30 using
) Mivamoto-san later stated that this was scrapped dus
‘1o the hardware (imitations and went on ta become Mario 64,
It's widely known there is a 88 per cent finished Star Fox 2 in

. .m\mmm not least because it was

.mummoﬂyuﬁwmmm
1 are afew EPROM carts in existence but It ls

dramaticaly amiost beyond recagrition. Super Nintenda was |
the final landimark in 20 ysars of Japanese 20

In & sense, Super Fami “““anw- )
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Hirosni Yamauchi (NCUs president) ever singe he had 1o
reduce the origing) Farmnicam 1o Bl tue 10 component 0osts.
He had commissionad Masayuki Usmum and s RAD
Division 2 taarm at-some time in the ate-'80s 10 begin work
on the successor to the extraondinarly successiul Famicon.
One early prophetic concern of Yamauchi-san was thal the
system be backwards compatibie, This was before the days
when the consumer expectad sequential rardwars upgrades
avery five years, Ninlenda's overbeanng dominance and huge
fnarkel share with Famcom filed YamauCchi-San with fear over
-a backiash should the new Systent not b8 abie 1o play the
previous games paents had invested in
Uamura-san never managed lo get the backwards

compatitiity to an affordable proposition, estimating &t least

$75 {£48) wauld be added to the basic manufacture cost of
later Usmura-san's focus was on generaling as many cololrs
as possible. The well-documented 32,000 colowr paletie
{marny of these hues were bargly distinguishable on a
standard television) of the Super Nintando was frequently set
ag=inst the Mega Drive's paitry 512, and provided much
advertising fodder, For a pentral provessor the Uit ussd ths
Matoroiz 65816 chin 2nd had twh Custumised graphies chips
nicknamed ppis1 and ppu-2.
Itismrdfmmtounmtandthwmww&armmmm
for the systemn {Super Famicarm in Japan) it 1990, After seven
vears of videogame market definition and dominancs, the
release of the Super Famicom on Noveenber 21, 1980 Gterally

Grovght Japan 10 a sandstil. Nintendo bad left the official
announcement of the lauinch date very iate and so pre-orders
ey out 8s everyone panicked. Sorme stores reguired
customers pay the full ¥32 D00 (£169) in advance 10 setue a
system whils dthers simply ran a fottery system. The Csaka-
based Hankw i gepanment Sors announced It woukd aocept
resenvations on Novernber 3, but-by November 8 had
Nirtends shippad only 300,000 consales n what was
called "Operation Midnght.” This was a plan in which 100
tan-ton aversized tnicks sach camyng 3,000 units were used
1o Quistly collect the stock from vanous secrst walehouses
from midnignt on Neveriber 19 amund Japan and make their
detivaries in the ealy holws af the marnng: The secraty was

075



Bimployed 1o thwart 8 leaked plan that a Yakiza mg was 1o
hijaok o of 115 trucks and sall off-the systams thamseles.
As a resuit all the 300,000 systems were at the retalers the
day before the official launch.

It was claar that high drafma was pan of Nirtendos
launeh plan but much of what hapgensd oid not coma fiom
{he minds of the marketing imen, One Store closed at
11.30a0y a5 it fearsd & it There wers Uearly 100 faw units (o
ga around and later figures eieased show hat there wess
over 1.5m ore-ordecs for the 300,000 biits. Four out of five
customers wert without & systeminchiding many wha had
alreacly paid in full. Dawd Eheff in his Nintendo tome ‘Game.
Over’ describes one oy store an the mesn stréel near Shakug
Koen trainy stakon it Tokyo &5 reosving only sk unts. The

< 078
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elderdy storsownen was boih ingtitaned and embarassed by
the reagre alocation and so, nstead of opening, simply
posted a sign sayng the family had Laken & inp. Adults called
In sick at work and, as a result of the traffic problerns, the
government asked that in futuee new hardwars systems wers
only tatnghed o weekends.

From Genesis to revelation

Withirs six manths, 2m Super Famicom systems had beer
sold in Japan and over 4rn weare n homes withina year, Tha
LIS launch was (e8¢ eastatic. Unlike the markst inJapan;
Saga’s' 16bit systam had taked root and Suger Nirtendo'’s
{aunch on Septembear 1, 1991, despite a $25m [E16m1)
markEting plan, was 3 far more midted affale 'Forung’

RGNS IBpored that by e close of 1992 the Genesis
(Mega Dnve's (1S ﬁﬁe] had stid a milion systems companad
1o the SNES's 700,000,

[t the LS the Super Nintendo would stowly biut surshy
catoh up with the Mega Diive énd then overtake i, i1 1982
Nintsricks sold 5.6m SNES systems, This was larngsly thanis
o companies such s Rand, who was lotking 1o capitalise on
Nintendo's raw processing power as demonstrated i the
gm-ssller Donkey Kong Country, then the second biages!
selling gare since Super Maro Bros. 3 Game Boy, with its
arge westem Instaliad Lsar bage Inspired many more salds
‘whar the Super Gamé Boy add-on was releassd. Futther
successhul factors included Capctm with s {inlislly) Nintendo
exclusye Strest Fohtor games, the infrociuction of the Super
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EX ehig in 199G (as demonstrated in Siar Ao, 8 huge price
Gron 10 $149 (£95) and the underground sicosss story thal
was Sguaresof,

Playing an important role.
SNES oollestors can concesivabily be solt into two groups;
those who collect APGs and those who don't. In fact, the
SNES scena today would be virtually insignificant wese it bot
£ Sguanesoft and s slablemates. The 160 ea was Ihe
heyday of he 20 APG form and the hadware invatons
meant intovalionand good schpting were 1ha Keys 1o
suncess rather thar lavish FMV non-rteractive sebpeces,
The history of e Japanese RPG =interesting and
significant. In 1976, Hank Rogers, 2 Dutoh US immigrant and

graduate, maved from a safe job with the US miitary in
Califormia to study Japanese In Yokohama, inbetwean
teaching English and working for his father's gem business,
Rogers Nad found fime 10 code his own Unique version of US
campus favourts ' Dungaons and Dragons' on his PC. He
named his title Slack Onyx dg hig intentied to sell the game 10
the Japaness for a amal fotung

Rogers found an interested publishes wha then, at the
point of signing, tried to pay less han prevously agreed for
the sofiware. Rogers decided instead to market and sel tha
game hirnsell and o 100K out advertisements in ine
Japaness waeoganes press and walted, with his
85 a secretany, for the calls, With only thiee calls in thes
manthe, Rocers realised he neaded 1o actively educate the

wife 80tng

Japanese as 1o what an RPG entalled. Marching Into one

of the main offices of 2 l2ading Videogames Magazing, ne set
up his game on the sditor’s PG and explained the concept

1o the staff, Rogers' contagious enthsiasm caught and as
1he wiiters got to grips with leveling up thelr onsgreen
reprasentations, hie left satisfied that his garne had received
& fair aimg.

The miagazing reviewed Bisck Cnyx with a glowing
apprasal and Rogers sold 100,000 copéed i 1980 Bulet
Progf software, the company Rogers set up, was the
origirator ¢f the RPG revolution in Japan, By the ma ol the
Super Famicom, the Japanese had, in typical fastyon, taken
the onceot from Fogers fitself a bastarcised Tolkien-ssaue
concept), made i thelr own and mastensd the creation
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process better than anyone else In the world. RPGs wem
where the big money was in Jepan and in many ways they
were responsibie for attracting a far wider Japanese
oemographic thian Maro aver would

Squaresoft's Fnsf Fanfasy series had fast bean gathering
momentum since the first instaimant in 1987, Despita meagre
sales of the first game (ust over 12,000 copies acconding 1o
"Weekly Farmitsu’) the second and third games had sold
Increagingly well and were attracting many of Enix's Dragon
Quest fanatics.. in 1990 the Dragon Quest seatels had nettad
several hundred milion dollars a piece In Japan but had
no market share in the US. In 1890, theee years afier initig
releass, Souaresolt iaunched the first Final Fantasy game
for the NES in the States. Tha second and thirc games for

< 078

tha NES never secured release in the US and sa the US Fnal
Fantasy /| for Super Nintendo was actuslly a port of Fnal
Fantasy IV in Japan,

US Squaresoft axecutives were unsure as to how
consumers would react 1o thess 'complicaed’ adventure
games (ironic as they basically originated from the US| and so
pommissioned their own staff to come up with an RPG-lte
Final Fartasy game: Mystic Quest. The game was a disaster
Ir every way and It is testament to the strangth of titles such
as Final Fantasy Ill Secret of Mane and Chrono Trigger that
Squaresofts brancing was not damaged imeparably,

Europe was not so lucky. These were the days befors
Final Fantasy Vil (see o108} blew open the cultural
experfimport that was the Japanese RPG to Europe.

This un-assertad marketability couplad with the age-old
probiems of diverse languages in the Eurcpean continent
meant that all bar one of Squaresoft's finest 16k outings
ware i6ft in the US {Safken Densatsy 2/Secrat of Mana). As a
result, these ties easly felch the most out of the general
releasa (e non-profutypa/competition carts) in today’s UK
coliectars market and have been responsitle for atiraching
huge swathes of collsctors to the scene

Squarescit's US office apparently never leamed its lesson
from Mystic Quest and repontedly dedidad to pull the por of
Saiken Denselsy 3, the sequsl to Secrét of Manz, despite a
near compiate transiation from the ortically accizimed
Japaness odginal instead it again com missionad its teams
{reportedly 1o get its codars on the map) with designing a US
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it children, Ina grogram that is still
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antartalnment for

ranning foclay

A complatésior of US Squnrﬂpﬂ.' ‘lﬂﬁil bt will set you back a fair gmount
Mint BewEs with maps angd insteuctioms sall fer huge amounts bothin the UK and US

NWmeMsMMMWHNM
saquer-minded trends of the videogamas industry at large

: .'_I_ = catalogue in all (b8 Inacoessibia glory, W colfactons want the original versions of Squars’s earliest games
s talled off shightly in (e last few yoars, thoy can af bexsd play the transisted BOMs with a clesr conseience

When | rea!md there were people parting with large sums of money. for
games lid assumed were worthiess | realised the power of the market"
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fan translation scene. For many years now fans have been
-'*wnmmmmmwmw |

: mmmmwﬂhwn‘sammﬂ
mwmsmwnmdmmm |
emulators combined with knowledgeabls bilinglal 16bit RPG

1mmwm&nmmmwm

11 less finguistically educated. The most famous of the fan

G {mummmmma

11 (the sequef 10 Secret of Mana) whare the care and skil

| demonstrated in communicating plot sublieties rivals Ted
...[Wsmmwum Mora recently

| transtations of Bahamut Lagoon, Front Mission and the early
{ﬂm&mmmummmw

titles an eBay, Having said that, I'd rather view a game ke’
Yosti's Istarid as the second best 20 platform gare ever
madi, thar a potential £30." )
Edge wonders which maching wins the 18bit racs In
today’s colector market. “Wall, | con't balieve the Mega Drive
has gvertaken the Super Famicom In collector's femms.”
says Paton, *| don't think t ever needed to. The Mega Drive
has aiways been collectad more dus to the basc fact that it
is & Sega machine. Justlook al eBay. Constantly in the top
Ten most popular searches is Dreamcast, not bad for sucha
so-called falled piecs of hardweire, | think Sega s more
popular for colectors due to their consoles’ (Mena&m
Satufn, DO) arcade oots, And now of course with
Nintendo's continuing suceess, and Sega's demise, in the

< 080

\demand for Sega’s systems and software.”

But why is the SNES the weapan of chaice for some

mmummmmumw

place for people to find it. Being such a popuiar machine &t

the time, lots of the games and the hardware is stil available

‘cheaply, 80 it is not difficult for someohs 1o get started. It -1
i .'ontymeewuwamtnMMeramrﬂarnszumglnm

talk about serous money. For alf the achancerments in
mmmmmwmmmmm
pames senes were actualy bom on the Super Famicom
players want to 0o back and Gwrv/play the odgingls.”

Anderson Is in aarsement, "AS & gaming plationm, the
SNES/Stper Famicom saw many Videagame creators hitting,
& high that fias yet 1o be maiched, Mm&‘mﬁ;@?
Smumﬂmse.bult@uamuwm‘smmd-zmom
30-year-old gamers who would aarée that the SNES versions
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ol Mario Kart and Star Fox and Streed Foater N, for example,
| A the suparior tactions, | do think the systert has

. Increased n popuirty, probably de 1o peogie who had 1t
first time found rédiscovering the Syster afid iatecormers 1o

ihe videcgame scena wanting to educatevinfort thamselves

o it e belone (in Brond & 70/30 ratio)

Sowhich o the titles that the Super Famicom eollsctons

| oecupying its own miche, i America, anime and matga ten
| ames ans becoming increasingly popuby; This is one Ifthes |

reasons that the Oragonbal Z, as wel as other mangs-hased.
| m.mcmh@wm&ﬂaﬂaﬁw!@twm
ngmdcmvmnmmmmmmm

| short pedod of tme recently,” says Paton,

\ "Of course the® s also the PG, The' Super Famicom

nmmm&mmmmﬁ%m@wm

| Ergiih ransiation ars aways cesible o e Rardened

collactor who wants ranty. bl RPG that did transiats snc
sold wellare alsavery colectabie both (n transiated and
Japanese forms as people want 1o bwn the game in its
origmal resass formal The Fial Fantasy and Manz series a
also higely collectaiie and can demarc high sale prices, so
definitaly i has fo be APGS that are the hot western fems.”

Special releases
As with all coliaciable consoias, Spdcal release versions of
the hardware are sought after 0n the hardware frant it has,

10 be the Bandai Satallaview and of coursa the o cart
garmes you carn get hold of. the better. Aftar all, there s no
othat way of playing thngs ke F-Zano 2, BS Zeid (hew

| turgeons) Excitehike and mafiy others, The Sufany Turbo by

Bandal s also sought after ot (o 1S oualty but more for 1ts |
sial clistribution and Jdok of releasad games, phis being ale
(G lnk 10 carts fogethen seens 1o Intigue peopie.

“Finally thare e the imited releases that 1he hardener
Nirtando collectons are after. People wil pay & Jot of meney;
for Tiies ke the last oficial game released, Fin Embler 776
[September 1, 1909 The standard version (s (e and seks for
arciing £E0-TD, but theve was &30 a limited scition box set
relegsed i small numbers whichis hugely sought after. n
Uspan ther were diso = few Unofiicial relesses. not pirate

'dB\ >




| ‘Super Nintendo: Tech specs
| Processar. 16bi 65c816
| Procesaoy speed: 1,79, 2.68 or 2 58Mhz
| RAM memory, 128K
| Video RAM: 84K
Readuhun 512 x 248 pixels




guide:
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stalwarts such as Final Fantasy ( and Secraf of Mang |
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Excallant tfes such a8 Actamer 3,

mmmugmtawwnum;yaummmmm_
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While the Japanese version sold
over a mi L the US

conversion is relatively rare
ty and highly soug

QuE

Dragonball Z Hyper Dimension

The US conversion of the Japanass
Final Fartasy IV was dumbed down
and cansored and is very hard to find
n good condition with all

Akamajou Dracula XX

Unboxed this will be worth a fraction
of this price, but in mint condition
Square's best pre-32bitepic s a
fewel In any crown {(FFV In Japan)

Kikikaikal/ Pocky aﬂd Hocky

All the titles in the Kikikalkal stable
are brilliant 2D fun and this is best in
twoplayer mode. The Japanesa
Clabie

VErSION 8 always G

The dry salf-deprecating parody of
Japanese RPGs in Earthbound I8
lost on many young Americans
{see gamefaqs) but it is both
hilarious and polished.

Yoshi's Island
Camriu Ay

. Yohis ISL'WD

Developer/Publisher: Nintsndo

Mivamoto-san's directional change
for the Mario senes provided a last
slice of beautiful 2D coding befora

the world went 64bit.

Logend of the Sevm San

Developer/Putyisher: Sc-; are/Nintendo

This was the only tirne the two great
companies collaborated in coding,
And the rip-roaring story has lost
none of |18 shine.

Terranlgma

At last; a rare quality RPG title the
Europeans got that the US didn't,
Finding a complete version of Enix's
game on abay will prove difficult

083 2=
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Devsiopen/FPublisher; Caocom

The third and final 2D Final Fight
game on SNES is perhaps the most
controversial, Fans sither love or hata
it still attracts h

Muitidirectio!
shooter. Five upg

nal scrolling action
radeable weapons
and a varied level system make for
& sought after titls that nvals
Treasure's finest,

Front Mission

Secret of Mana/ Seten Densetu 2

The first in the series Is considered
by many to be the best. Playabls in
Japanese format and collectable
thanks to Amano artwork

of the few quality RPGs to make
it to the UK in the SNES era this is
the 16bit action RPG as it should be;
quirky, slick and full of characier.

Fire Emblam 5 Tracchia 776

ama 1S pop
reasons. Its a triby
Yokoi's team that 1

mpeliing af

¢ cornpeding

R-Type Il

Super Metroid

’ A ANTET
¥ M TNTENDO

This RPG/dating/farm
started the rolier e
who had never bafo
growing carots before

The English langua
packaging and poo
make the Japanase v
desirable. Rising in g

nsidered

5t autifully tough

and crafted experience

& since Prime
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‘Edge’s

Eternal Darkness
Attty e (e BT 60 Claver, LU INsS piotting,
RO A Bl I8 ey Seneh Denress B S

insat o ieth G thise i of Cabooms RE senes

Tom Clancy's Ghost Recon /
Ccktha'mon, guvsl! “To De Wit Hnsceihe
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The late review?

O ometimes PR people don't like us, sometimes a bad

feview score means we'ne hot Hlavour of the month,
sometimes code never turms Up, sometimes games get
|65t in thee post, sometimes exclusives securad with other
magazines mean we have to delay a réview a whole
month. And sometimes we are just openly resented
Altemipting to speak your mind in the videogame
{ndustry I8 not all that easy any mare. There have even
been times when Edge has had to buy a game straight
fram retail in order to review it. Frustrating wihen you
know other mabazines in the same building have had
code for weeks: And.no, we can't just bormow theirs
because that would braach NDA agreements or simply
threatan delicate relationships even further,

The polnt of all this is that Edge (s not out to Upset
people/ Whether you are a developer, a publishef, a PR
rap of & cansumer the Edge rating system ramains
'strict’ because gamers have bean et dowr too often by
hyped reviews and the kind of mass delusion Brought
about by big marketing spends. You can Imagine the
kind of fallout Edge gets whan games such as Rayman 3
and indiana Jones anid The Emperor’s Tomb get
universally glowmng praise, then we give them fmuch
jower scores. Another case of Edge's jaded attitude?

i Edge (s jadad, it's Jaded with the amount of
saftware being produced that singularly falls to excite or
antertam. Orworse, contains broken cameras, badly
constiucted (evels or a save-point Steuctirs that sees
you traversing the same digital landscape repsatedly, We
are always conscious that these games cost £40, and as
such need to cause delight not provoke apoplectic fits.

Iny trith, if's oqly & couple of campanies that don’t
understand Edge, the majority taking low review scores
with ‘& magnanimous shrug of the shoulders. In most
cases Edge wi) et game reviews 10 you before most
other UK magazines: The only exception fo this is when
heavy trensiation is required (in which cass we'll wait Tor
the US or PAL version] or when review code mystenously
doasn't artive, Ideally, publishers would be desperate to
get their latest games into our publication, but in reality
Edge has to wark harder to retain good relations with
PHs than moest. Whatsver the case, expsct a feature’ ..
explaring the cloistered world of games PR in E124.
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The Legend of Zelda: Ihe \Wind VVaker

Format: GameCube  Publisher: Nintendo  Developer: In-house  Pnce §50 (£32) Aelasse: Out now (US), May (UK)

Well, what would you use a giant leaf for? (top).
Finally: you can smash crockery (above centre).
The bow brings up a firstperson view (above)

dy famiiiar with the

e series of all time

will seem like an old fri

N, When you begir
hings that really matter, it meet in mare pedestran moments appe

as simple cardboard ¢

ane min visual

iS20 as
but the other
orid do

han Wioe

obvious lack of foresigl

But the appearance of this acqualntance

“Link himself is never less than perfectly
realised, but the other characters do not appear
to have been borne of a common template”

The grappling hook is used both on land and In
conjunction with your boat as a crane device

088



Previously in E112, E116

A

But at least there

are no unsetting
eonfiicts in the way the action is presented:
you'll see nothing ke the QuicktimeVR-style

lace secl

of Cearina of Time, as

market|
The Wind Waker's world is a much more
cohesive whole. And that ranges from the
typical land-based secti ¢
ns whose e
game's significart Ot
MNautical undertakings a
important: this Zelda is as much about
wthing else.

g distances as it i

trav

game's many islands as you £
clues and new power-ups can prove
something of a chore. There's no doulbt that

namically rendere
1, while gulls and fish lend
enormous peripheral atmosphere), but, as

you make your way to what
going to be another massively entertaining
dungean saction, you cannol help
simply pointing your beat in the right direction
and letting the wind do its wark: in taking you
there, Of course, being a Nintendo game
there is much to do on the open sea,
g glant squid, fishing for
2 ng your grap
from special map:
. i

19 hook (and help

mibs at hostile

es, and simply mapping your

1 the massive gameworld.

While sea-based action feals convincingly
, though, it can somehow feel

cially when you're charged with

game's an. There is a warp facility that

takes you between significant locations in an
nstant, but even then there remains an awful
faring actiity.

ty pretty much out

of the way. In
The Wind Waker is ¢

Pirate outposts (above) are dotted all over the
world. Visiting them is by no means necessary -
but who can resist the temptation of treasure
chests to plunder? Link uses a spin attack to
shrug off some decidedly sticky enemies (left).
This flower (far left) may look attractive in an
exotic sort of way, but it Is in fact a boss

Post officer

Edge will not apologise for being slightly
sceptical about The Wind Waker's quality
upon initial inspection - but then that's
complataly forgivable when the first
minigame offered up Is a simplistic take

on ‘Battleships'. Later diversions deliver
more complex and rewarding diversions,
howsaver, including a full 3D interpretation of
the ‘Battleships’ theme, Strangsly, however,
Edge was particularly drawn to the game's
post-sorting challenge (above), which boils
down to simple shape recognition at speed
and swift reflexes in order to gamer reward.
Try it — Edge vouches for its addictiveness.



Waking the wind

Once you've collected the Wind Waker (a
magical baton whose purpose mirrors that
of the eponymous musical instrument from
Ocarina of Time), you will use it to command
the direction of the gameworid's wind in
accordance with a compass. Without the
wind {or, indeed, a sall for your boat), Link
isn't going anywhaera. Later, the Wind Waker
is used to bring about all manner of other
magical goings-on, and it's fundamental to a
dungeon that owes a great deal to fco.

The Wind Waker's world is filled with unusual islands and craggy features (top left). Clearly, uncovering their

secrets is massively rewarding. The game's strong visuals are illustrated by simple swaying grass (above)

The Jelda series has always shone in
terms of level design, and The Wind Waker
follows the grand tradition. Each dungeon
has unigue aspects that make use of
particular items of equipment and weaponry,

are a number of hurdles whose

and th

logic initially appears to have come from
some alien form of thinking but which

evern

ally makes you simply smile.
This is no Cearina in terms of difficulty,
though. Compared to that g

“Compared to Ocarina, it is positively generous:
pots and swathes of grass contain power-ups
that have you back up to full strength in no time”

< 090

il power in no time, and there is

auch the NBd's Waler Tempia in
terms of required concentration level. Each
dun

individ

back to fi

nothing

Is, In fact, more focused on

rather than thirking about rooms as part a

3, you experience them more as self-

moveable block might help your chances of

making it t platform at the end of the

room as cpposed to how its position mig
affect what would happen if you dropped intc
this area from above, for example.

ind Waker
=ries, th

game for those naw

¢ In some re:

erans will make their way

i No encmous

cmed to iden
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r title. And that's perh
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: The Wind Waker makes obvious tips of the hat to previous games in the series - the Deku Tree (above right) puts in a relatively early appearance. Snow?
Nine out of ten In a Zelda title {above)? It's one of many things that will be unfamiliar to fans, Faclal animation detall ranges, but Link's expression usually tells a story (main)




Chaos Legion

Format: PlayBtation2  Publisl

or: Capcom  Developer; In-house  Price; ¥8,800 (€38) Selsase: Out now (Japan), September (UK) Previously in E117, E121

7 Remamber how

R emember Gaun,
Micway

d 2D experience into 3D

the 7 Well if it's

VIQOrous and unceasing demaon-siaying that
you're after then C ]

e emphasis on a hack 'n' sl

essantial multie

shallon

white-haired adversary and fan of the
mumbo-jumbe cna-liner,
Although the six |

can be unlocked): Gi

gy to the comb

than Edge was expeacting. The L1 button
summons your selected Legion for a limited

time, while the triangle buttor

special ability. For example, the

dllow you to upg

your Legion powers. It is here where the

me transcends Golden Axe simplicity by

g yOU assign experience points to a
f i offensive abilit
8 natu
this feature in

of

A

and as a resuit combat feels functional rather

boss battles the
transform this from decent to distinguished.
Indeed, Chaos Legion suff

same lack of fizz that pervaded DMC2.

s from the

t. There's nothing wron
sh adventures but Chaos

as sharp as it should be.

The monsters in Chaos Legion are nothing if not
bizarre. A mixture of reptilian freaks, crustacean
manstrosities and more traditional demons,
there's enough variety to keep you entertained.
Experienced gamers will probably find things
maore satisfying on the harder difficulty setting

Titanic struggle

Go through the game once (a feat that
takes around five hours) and you'll unlock
Alicia Winslet. Although Edge’s Japanese
s still a little weak, it's clear from the
hysterical cut-scenas that she's a girl with a
manumental grudge against Delacroix.
Winslet's special attack is magnificent - a
360-degree bullet-spewing rotation
followed by a powerad-up cannon shot
that sends her tumbling backwards.
However, her lack of Legion powers makes Pick-ups include life force and ‘soul’ capsules that will replenish their respective status bars. Soul energy
her journey less interesting than Wahrheit's, is required to launch your Legion attacks. Legions can also be switched to defensive or offensive duties
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Zone of the Enders: The 2nd Runner

Format: PlayStation2  Publsher; Konami  Tevoloparn In-house  Frice: $60 (£32) Reiszse: Out now (US), September (UK)
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Once again, the ratio of action to cut-scenes is
rather slight, but unlike the original ZOE, the
preponderance of monodynamic bosses simply
compounds the feeling of circumscription. In fact
it rarely matches Its predecessor in any respect

A PAL to the end

In a rare bit of good news for European
gamers, Konami has announced that the
PAL version of The 2nd Runner will ship
with several extra features. Whether these
will be substantial enough to alter
dramatically the game's quality we'll have
to wait until its September releass to see,
but it's commendable that the Europaan
version of the game will include a number
of exclusives. In all, three wholly new
levels, two substantially revised leveis,
“seven graphical demos” (whatever that
might mean), and two additional difficuity
modes will be introduced.

In action, the game is undeniably pretty, as long as you can stomach the monstrous camera. But beyond
the anime-inspired visuals, the action limps turgidly along without ever really engaging or entertaining

Previowsy m'E112, E117

significantly stepped up the difficulty
riunately though, It has done so on an

arbitrary b

. with the forking m

structure of the on giving way to the sort

art, wner

in ZOE, in The 2nd Runner It's simp stic

ds the camera

the enlarged scope of SLib)

theary, these can be cyclad thro .iJ|I to

& raliel Tor sp C situations (such as

slowing down speedy enemie
enemy shields)

redundant on two counts, T

heavy structure. Quite apart

the freedom offered by the original ZC
bosses in The

pared to the




Dark Cloud 2

Fonmat: PlayStation2  Publisher: SCEA Deweioper; Lavel 5 Frice. 850 (E32) Ralease; Out now (US), TBC (UK) Previously InE112

16/49
- .

aps4n

people and architect

and incentives far further aungson delving
which in turn generated new people and

buildings. And so on. The

got in the way of thi

A new photography subgame allows photos to
be used to create inventions, but it actually adds
littie to the mix apart from overcomplication

110 your cause Dy ti
tedious and lengthy st
essentially ir

ce of aim

g the tight focus that proved
ve in the previous title,

And whi
addition of a ¢

Déja entendu

The following appeared in Edge's raview of
the original Dark Cloud: “The shrill pan pipe
tweeness that dogs your progress will have
you stoppernng your aars after just a few
hours, and by the time the game reaches its
conclusion you will be cursing the lunatic
respansible.” Judging by the shrill pan pipe
tweeness that continues to dog your
progress in the saquel, t would appear that

Dark Cloud 2 merit, but it's

simply ot enjoyab the first game.

When the game eventually gets going, it's almost as much fun as its predecessor. It's just that it takes Level 5 didn't read Edge’s review. If only
several hours to kick off, Still, the urban planning and basic dungeon crawling broadly remain intact there was an option to turn the music off,..

dge rating:
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Xenosaga Episode |: Der Wille zur Macht

Format: PlayStation2  Putlidher: Namoco  Developers: Monalith  Price: 8§50 (£32)  Releass: Out now (US), TBC (UK} Praviauisly in E100

e question remains the s

nieractiva film actually be any fun?

BERn an wmpaihetic manner,

Players who enjoyed X

Top scoring

Xenosaga chooses to keep its music for
i ] ED D /1200 J cut-scenes and battles alone. All sections
H /i 8 [ - - where player has control on the fieid are
punctuated only by sound affects, which
o help add a lot to the atmosphere. Yasunori
Mitsuda, fast becoming Japanese
videogaming's John Williams, has created
a beautiful score full of thematic echoes
from the first game, The London
Philnarmonic provided the playing and
the OST is recommended to all,

xCled and helped
by an inteligent, sometimes witty dialogue.

The plol burns slowly but gathers spe

ana

intensity wtionate to the 40-odd hours it

and, uniike so many

0402 /o4na | e 0EB0 /0880
c3 /a3 iy e /iR

o 0

4

An Intriguing email system exists in the game
similar to that found in Front Mission 3. This allows
emall-based sidequests to open up. Namco
frequently sends through adverts for its other titles
and you can invest in different companies found in
the game in a pseudo stock market. Nietzsche
would have turned in his grave

Seven cut of ten



Indiana Jones and the Emperor’s Tomb

Format: Xbox (vorsion tested), PC, PS2  Publisher Activision  Developer: LucasArts (The Collective)  Prios. £40

lis a balow-par
t for occasional fiashes
of imagination and the familiarity and richness
conveyed through the licence then The
utterly forgettable

the game is likely

Emperor's Tomb would be

Your initial iImpression o

inay chimbs, isaps and swings
icherous chasms with great

By the end of

¥

i the game - you'll wonder how any ¢

differs from Tomb Raider circa 1996

Fortunately the locations show er

variaty to prevent the game from turning into

s casfle interiors

another Lara tribute. Pragu

demo charges (o break ¢

clutching
many ins

which has upwards

between save points. This

at arduous platforming sections

xd for your sanity.
on for

Patient gamers with

Il derive some

you

ser and over

In theory Indy's bullwhip can snaich weapons out
of the hands of enemies, but in practice the device
is clumsy. Combat can be fun when the camera is
behaving, though too often you'll find enemies
getting an advantage through no fault of your own

Praviousty in €112

The boss encounters (below) are some of the
worst Edge has encountered. It's a pity that such
maoments spoil what is otharwise a decent title

Fight club

The game's combat is initially iImpressive
with enamies using the objects around
them to get an advantage. You can wallop
foes with chairs, clubs, guns and grenades
but all of these weapons can also be turmed
against you. Satisfying at times, the combat
manages to capture the daring-do spirit of
the indy films. Unfortunately it's also here
where the game's lack of polish comes
through: you'll often experience enemies
walking into walls while the bodies of
defeated foes somatimes remain dormant
or completely disappear with little logic,
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Freelancer

o Digital Anvil  Price: £35  Relssse: Out now Provigusly in E12)

Format: PG Publishen Microsoft

The Freelancer universe is Incomparably
detailed. Each and every pilot is given a name,
the radio channels reverberate with chatter from
nearby craft, and the universe is constructed
with coherent and varied 3D geography

Persistence of vision

n place of the mooted massiv

mult

dayer online expenence, Freelancer
presents a more modest Quake-inspired
system whereby g
sarvars. Unsurprisingly, this results in a

rs set up their own

huge number of avallable games, with each " ; 3 e iy 3 ar ig arkably compelling. The
universe populated | 3
number of play

y a relatively

ot and

mesat up and tackk

s — another aspect
echoes Blizzard's Drablo, But with t
narrative element ramoved from the

multiplayer mode such online adventures be found in reg srticulary whan

are muted, to say the least

The cut-scenes in space stations and on planet surfaces work well enough, but it's in space that
Freelancer shines. The texture-rich game art owes a heavy debt to the blueprint established by Kubrick =0de raing Five er



Delta Force: Black Hawk Down

Format: PC Publisher: Novalogic  Developer: In-house

Price: £35 Heleass: Out now Previously in E115

t is surely only a matter of time before

recent conflicts in the Middle East become
videogames. And if any games company is
gaing to be making ane such game
than likely to be US-based military-action
specialists, Novalogic. Indeed, the company’s
most recent effort was the appaliing Defta
Force: Task Force Dagger, a knock-off
cash-in on the Deffa Fo ries based on
the currant situation in Afghanistan and
rushed ot in time to still be topical. It was
an abysmal failure,

Black Hawk Down on the other hand is
not a fallure. Far from it, in fact. This latest
instalment of the series isn't simply a retum to
form; it's a form-surpassing achieverment of
no mean merit. Black Hawk Down easily

's rmare

a soldier sim with the emphasis on tightly
scripted, high-content missions. The a
heterogeneous and the m

nail , were you abl lift you ha
from the controls for even a second

As with all mainstream PC firstp
shootars Black Hawk Down is enarmiously
graphically sophisticated, managing to
create some of the grittiest urban
environments ever seen, while still working
on a scale that many flight simulations
would be proud of, But Black Hawk Downl
also manages to balance a heavy dose of
realism in physics and actions with a =

nject
This is a game that takes great

the stimulation that is to be garnered from

playing with Armerican military hardware, from

n of enjoyment

sniper rifles to manning the miniguns on a
Black Hawk gunship. Black Hawk Down
consistently delivers sclid, if unexceptional,
entertainment, creating believable scenarios
and challenging fight sequences. The team-
based action works splendidly, with only the
slightest of guivers in the Al, from which
much is expected In the complex and diverse
leve! mechanics. Your team will offer covering
fire, tell you what they're up to, warn of
Incoming enemies and generally help out.

If you can stomach the precarious
al nature of yet another PC firstpersan
shooter that takes American intervention in
the very serious political quagmire that is
Somalia as its subject
makes for a varied and engrossing piece of
gun-action. Just don't expect it to be
the game of the film.

er, then this game

Edge rating: Seven out

Much of the action is based around vehicles,
including boats and helicopters. These add a
welcome sense of realism and diversity to the
otherwise combat-based challenges

Call me a chopper

While the US military seems pretty sparse
on the chopper gags, it does boast an
impressive array of helicoptars, which are
frequently integrated into the action of this
latest Delta Force piece. The game uses a
modified version of its Comanche 4 engine,
meaning that soaring across large
landscapes in the Black Hawk blends
seamlessly with gritty infantry groundwork
and specialist urban assaults. While Black
Hawk Down isn't anything we haven't seen

before, it does suggest a new direction for

Novalogic, who seems to be getting the The environments in Black Hawk Down don't manage the incredible effects of some recent FPSs, but
hang of making decent games at last. they are beautiful and well populated. Aggressive locals will even hurl stones and abuse at your soldiers
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Virtua Fighter 4 Evolution

Format: PlayStation2  Publisher: Sega  Developer: In-house {Sega-AM2)

Price: ¥6,800 (£35) Sslease: Out now (Japan), June (UK)

Pravioushy) in E108

Virtua Fighter 4 fans will be pleased to learn
that some of the original's graphical flaws
have been ironed out for this update. Now
it is as close to the Naomi 2 version as you
could hope for on PS2. Obsessives will

be spending much time in the shop (right),
where hundreds of items can be purchased

Super Puzzle Fighter Il Turbo

Format: Game Boy Advance Fublisher; Capcom  Developer: In-house  Price: £30

hepping is in fashion. |s this a novel way of getting
S girls interested in gaming, o is it just a peculiar
Japanese trend? Whatever the case, accessonsing is
one of the main features that Sega-AMZ has expanded
upon in its update of VF4. From wigs and contact
lenses through to scuba diving gear, the array of items
available to buy in Evolution is bewilldering.

The Kumite mode of the original has been
scrapped in favour of Quest mode which sees your
chosen combatant duking it out in Sega World West
and Event Square. The latter offers an impressive range
of contests, like the Iron Fight tournament (punches
and kicks do less damage) or the Hyper Action battie
(your combos speed up as they connect). Do well in
these tournaments and you will increase your ranking
and eam cash for those allimportant shopping sprees,

But apart from minor graphical tweaks and two
fresh characters (Brad Bums and Goh Hinogami), VF4E
rermains much the same garme. Environments still fal to
compare well to DoA3's, and body/limb locking and
connections are a little off at times, It remains furiously
competitive in versus mode, but it's not the leap
forward Edge was hoping for.

Edge rating: Seven ourt of ter

Previously in E121

his is a puzzle game, so you'll immeaiately

recognise the basic game dynamic, Pairs of gems
fall from the top of the screen, just like Puyo Puyo
Uniike Sega'’s excellent puzzier, though, they come
{broadiy) in two types: the standard gems, which are
static and Inert, and cireular gams, which cause
standard gems of the same colour to crumble when
placed in dirsct proximity. The idea is to group together
as many standard gems as possible - since when
rectangular arrangements of gems are made they form
bigger. more powerful gams — and then burst them
before your opponent does the same to you.

Yes, we've besn here before, but Puzzle Fighter is
one of the handful of Tetrs clones that at least lies in the
sama league as Pajitnov’s masterwork. This version is
arcade-perfect, coming with 'puzzle’ sections to unlock
axtras. These are simple one-round battles against set
opponents, but they do provide a distraction from the
main event, as does the system link and single-GBA
twoplayer mode. That's where Puzzie Fighter's best —
as a distraction, something to dip in and out of —and
it's unlikely any buyer aware of that will be
anything other than delighted.

Edge rating: Seven out of ten
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Each of the super-deformed Capcom
characters comes with his or her own
attack pattern, which represents the colour
of gems he or she will thrust on to the
opponent’s half of the screen when gems
are destroyed. The system is similar to
that commonly seen in Taito's Puzzle
Bobble aka Bust-a-Move



Format: Game Boy Advance FPublisher, Vivendi Universal

ne Lost Vikings

Developar: Blizzard Entertainmant

Price:

£35

Aslaase: Out now

irst of vour vikings in

I am Erik the Swift,” exclaims
ihe rather whi

al rofli

POSSessing ability to block enamies

provide a platform with his

archer and swordsman of the trio — can fi

from a distance and dispatch

Teamwork is the order of the day here. Levels

consist of |

meplete with

through ju

Kays situated o

er ground,

Olaf's shield to pr much-nee

n make that crucial jump. It

Six cut of ten

Many of the puzzles require one viking to
scout the way ahead, triggering switches
and defeating foes so that the lesser-
equipped members of the party may
continue. It all starts out in simplistic
fashion, of course, but swiftly becomes
a matter of hard, concerted planning

Biohazard Gun Survivor 4: Heroes Never Die

Format: PlayStation2  Publisher Capcom  Developer; In-house  Frice: ¥6,800 (£37) Relezse: Out now {Japan), TBC (UK)

The challenge grows increasingly frenzied
as the game progresses: you won't want to
waste a single smidgeon of ammo if you're
to survive your way through each level

rdpersen action and first

B lerdir
blasting to cr

this fourth Survivor title is a return to the Resident Evil

rson light

ate an entertaining genre of its

waorld, complete with legions of moaning zombies and
more speciacular supernatural beasts. It's simple and
dumb, but pushes most of the nght buttons, both in

tarms of atm ere and tension in play. W

doing anyt marticularly innovative Gun |
and sug

‘extrame’ difficulty setting

s frenetic

oremely challenging on its

Neither sho or exploration is particularty deep

50 despite the |

well leave fans of both genres feeling a it

The exploration mode can be a litthe fide
e oh

up keys. Nor is the shooting action as invent

ge entails L

some games in the lightgun arena, de:

a zombie-
ndden

providing a consistent challenge for the

raflexes. The fact that enarmies can attack from all sid

means that you have to think about movement and
positioning as you blast your way through a game.
g that'll

ic fun, then, but not




Phantasy Star Online Episode | & lI

Format: GameCube Publisher: Segalinfogrames Ceveicpar: Sonic Team  Prica: £40  Rslease: Out Now

his expanded and tweaked GC edition of PSO
T {divided into two episodes) retains the leyels and
features from the DC's Ver2, with the addition of a
similarty sized collection of attractive new locales and a
fully refurbished Pioneer 2 from which to access them:

The online experience, however, has changed ittle
The servers are as stable as before, the simplistic
process of slashing through identikit enemies to
increase levels and hunting for those elusive rare items
remains intact, but the sense of community (thanks to a
minimal preliferation of hacking and duping) has
improved a great deal sincs the fabnc of the DC

predecessor descended into chaos.
Booma

3 However, the oppartunity to make valuable
AttributeiNative opportunity valua

changes has besn wasted - the addition of a manually
controlled camera, team-based battles, and a stronger
necessity for cooperative play have been bypassed
the only significant additions are three fresh
types, a new roster of downloadable guests,

The rich new environments in the
GameCube’s Episode /| make the
Dreameast originals look quite tired. But
Sonic Team has done little to update the
older locations, choosing instead to alter
some of the basic effects, like the Telepipe,
while unfortunately retaining the pop-up
evident in the game's more open areas

games, and a fourplayer splitscrean mode.
Regardiess, for those wiling to invest in all of the

paraphernalia required to experence it, Phantasy

2 remains a beguiling prospect

Edge rating Seven out of ten

Rayman 3: Hoodlum Havoc

Format, GG (version tested), PS2, Xbox Fublisher: Ubi Soft Daveloper In-house FPrice: 40 Relzass: Out now

R ayman'’s commercial performance has been a
perennial source of cheer for Ubi Soft, and this

talment demonstrates once again the sanes’ high
production values and rich sense of charactensation,
Hoodlum Havoc's hyperactive styling and pacing match
those of any Saturday morming cartoon, but while this
will no.doubt be sufiicient for the game’s intended
audience, older, more cynical gamers. who have had
their platforming palate dulled by countless similar titles
will be less wiling to forgive the game's basic

<
The first of these is the gamea's camera - always the

most crucial aspect of any 3D platformer. Here it is as

wayward as they get {and lacks the finessed controls of

1shine), frequentty making basic actions more
difficult than they should be. And though it's not difficut,
there are several frustrating moments due to deficient
level design (eg the Rez/Frequency-inspired interlude
sections, which are a real test of patience).

A plethora of minigames, varying from GBA link-up
karting to tennis and firstperson shooting, mollifies the
impact of such flaws, but in ganeral the quantity and

There's a certain amount of wit and flair
evident throughout Hoodlum Havoc's cut-
scenes, and there are certainly some very
slick production values. The problem is just
that, in terms of raw enjoyment, the game is
somehow underwhelming. It's not bad, by
any means, and it doesn’t seem like a
cynical attempt to cash in, either. It just fails
to ever rise beyond the level of mundane

onginality of these games cutweighs their quality.
Which lzaves a rather average taste in the mouth.
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inal Fantasy was the only one of the
fwee Bbit titles to make it to the US and
jespite seffing more copies there than
t had on original release in Japan, it did
10t cause a storm. It's obviously very
sasic by today's standards but as a
ustory piece it is playable, enjoyable
snd demonstrates the emergent genre
sliements that are so familiar today.

retrotest

Final Fantasy

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

inal Fantasy arrives in the west with

little fanfare. Released three years ago
in Japan the game builds upon the
Tolkien-esque setting and D&D-style
mechanics fast becoming standard fare for
this emerging Japanese genre.

While Enix's Dragon Warrior games
first introduced US gamers to the console
'‘RPG’, Final Fantasy is the first title
seemingly advancing the form. Opening
with a complex backstory one can see
how Square (known in the west for Rad
Racer) is attempting to build a world quite
unlike the childlike Zelda No Densetsu.

Four evil spirits have stolen four
crystals — each representing the balancing
elemental powers of earth, fire, water and
air - resulting in a world infestation of
monsters. The player assumes the role of
four light warriors, adventurers fated to
combat evil and restore the world to
former balance and peace.

The first innovation comes as you
choose the make-up of each of your team
from a pool of six different fighting classes,
ranging from warrior through thief to
magician. It's an unassuming choice that
will radically alter the way you need to play
the game to succeed.

While Enix's Dragon Warrior has
the player tackling even the simplest
commands (such as talking) through a
submenu, Square streamlines the controls
to simply pressing A to talk and examine,
with excellent results. In terms of
mechanics the player must travel the world
unravelling the plot while fighting monsters
to level up their character. Spells are not
just learmed but bought with currency.

One major innovation is the plethora of
boss encounters seen in the game. While
previously the genre had you fighting just
one final powerful enemy. Final Fantasy
throws all manner of Gberfiends at you,
greatly improving the gameplay. The plot is
deep with betrayals, politics and major
twists helped immeasurably by detailed
graphics that put many far shorter NES
games to shame. The musical score, too,
is stunning, provoking emotions that have
rarely been felt in videogames before.

However, while Final Fantasy has
already spawned two sequels in its
homeland, there are no guarantees the
number-crunching gameplay will
catch on in the west. z

Edae rating E‘ght b of ten
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the making of...

his was undoubtedly the game

that changed everything.”

Yoshinori Kitase, director of
the most important RPG ever, has
cause for hyperbole. “We felt a wind of
change inside the company during the
development process. There was this
incredible feeling I'll never forget: we
were making a new thing... making
history. Imagine.” He pauses. Imagine.

At the time there were many

doubters, but Kitase-san's instinct
proved right; Final Fantasy VIl eventually
propelled the high-production RPG into
one of the most popular videogame
genres worldwide. The first demo of the
title, creatively bundled on an extra disk
with Square's first 32bit offering, Tobal
No.1, stunned the world with its steam
punk setting, achingly metancholic
score and amesting visuals. And it bore
evidence of a huge team working on a
title with aspirations not yet thought
possible in the medium of videogames.
“There were a huge number of people
we had never worked with before.

100 >



m‘lis peers. The

to English, while US-centric, was actually very good compared

was then repackaged for Japan as FFVII Infernational
Up until that point Squaresoft's teams predictably diplomatic, “We had a big
had only ever dealt with the traditional decision to make in terms of which
¥ 2D medium. All of a sudden we had hardware to use. Nintendo was not one
r'/ new people coming in working with step behind in terms of hardware. In
software like Power Animator and fact, the N64 was quite attractive
y " Softimage that we had never heard of actually. But as our goal was to
before. From an industry point of view, develop the next-generation RPG we
it was unbelievable what we were trying came to the conclusion that only a high
to achieve. That is why we all had this capacity mass storage media would
strong fesling; this great enthusiasm.” facilitate what we wanted to achieve.
This meant CD was the only option and
“We felt a wind of change inside the company during ”MWWW
development. There was this incredible feeling I'll never it
forget: we Ve making a new thing. .. making history” Access all areas
! w There was great pressure on the team
As the software houses were to maximise the benefits of the new
‘ jumping from the 16bit systems to medium. “At that time Sakaguchi-san
32bit hardware, Squaresoft made the (Square’s founder) was the senes’
headiines for choosing Sony over producer. Right from the time the
! previous soulmate Nintendo. The story decision to go with CD was made he
behind the spiit is yet to be explained set down a ground rule for the team
and as the two companies only saying, 'If the player becomes aware
recently kissed and made up (with the of the access times we have failed.’
departure of warring Hirosohi Yamauchi So we tried many tricks to circumvent
from Nintendo and Hironobu the issue such as offering animation
Sakaguchi from Squaresoft) we're while the game was loading data, etc.
uniikely to anytime soon. Kitase-san is The constant fear for us having worked

<€ 110 EDGE !

Graphically Square was trying things
only hinted at in the first generation of
32bit titles. Using polygonal characters
on CG backgrounds and interspersing
the action with streaming FMV was a
that the distinction between the in-
game graphics and the CG movies
sequences was not overly pronounced:
something we could not have done on
N64. The change of dimension into 3D
was a massive one for the Square
team. You could see the game with
maps and angles that only 3D could
offer and in terms of game characters,
we were able to offer far greater,
detailed animations, so they would look
more real, more alive on screen. But it
was a daunting task.”

The change from Final Fantasy VI
to Final Fantasy Vil is as graphic a
demonstration of the transition
between 2D to 3D as one will see. Just
how apprehensive was Kitase-san
about this sea change? “It was during
development that | realised the impact
that 3D realistic CG visuals had on
overseas players. In Japan, you have
the manga culture with the traditional
deformed style world design and
characters that live through a story with
very serious themes. Overseas, you
don't have this. To be honest we were
pretty confident that FFVI's characters
and graphics would be accepted
overseas and ironically | was much
more anxious to see how
users would respond.”




Undoubtedly at the heart of any
RPG's success is the plot. No matter
how good your battle system or
locations, without quality scripting there
will be no incentive for the player to
play. It is testament to FFVIfs story that
the game is widely regarded as the
acme of the series and still frequently
referenced today, While Final Fantasy
games have traditionally always drawn
upon a huge selection of myths and
legends the seventh game used them
as a framework for loftier ethical
aspirations and ecologically conscious
evangelism. “Sakaguchi had a great
vision of the force behind the universe.
He wanted to explore the idea that
planets and people share the same

basic energy and so are, in some way,
intrinsically linked, He developed this
philosophy from drawing upon other
cultures that stated when a planet
disappears an invisible energy is
released into space. This energy goes
to some place and concentrates to give
life again when certain conditions are
met. The same energy dnves people.
So no matter who or what this energy
comes from, it will concentrate all
together to give life to something or
someone again.”

These were ideas that the
Squaresoft founder had long been
toying with and it's unclear as to how
much of the philosophy was pure
fantastical fabrication and how much

Lo




was his own dogma. One thing is
certain, they posed difficulties for
Kitase-san, “Sakaguchi's ideas were
incredibly difficult to represent in the
game since they concemed an invisible
abstract concept. It was something I'd
never seen done in a game before. So,
| came up with the Life Stream.

“This was an idea that planets have
the same kinds of life systems as
people’s blood or nerve network. It
allowed us to more clearty examine the
Issues we wanted to. Sakaguchi-san's
main ideas for FFVIF and the world he
imagined for the game (the creatures,
efc) were very closely integrated into
the 'Final Fantasy’ movie. FFVIl and
'Final Fantasy' started at the same time
in their development process and they
share nearly identical roots. | may have
1o play/watch both again and compare
all their common elements.”

Although the lengthy FMV, random
battles and an arcane combat system
alienated some gamers - especially in

the west where anecdotal evidence himself and die in a dramatic fashion in N :

suggests it became the maost retumed order to express that love. We found

game in history ~ the combination this was the case in both games and \':‘

proved a winning formuia for movies, both eastemn and westem, But \I-\}«.\'\'.

thousands who had never sampled | wanted to say something different, ) A "“"-‘-".»\

such fare before. Boosting weapons something realistic. | mean is it ight to

and skills with Matena, summoning set such an example to peopie?”

devastating guardians, scouring the Kitase-san is adamant that cultural

planets’ highest peaks and deepest art puts too high a value on the

oceans for secret iterns and raising dramatically meaningful death, “in the

and training Chocobo gave both real world things are very different. You

fresh and old RPGers an inconceivably just need to look around you. Nobody _mw

large universe to explore and revel in. wants to die that way. Peope die of “\{!;\\\\'\mw
. DA

\\\‘;‘.\\\\\\“\\l\_‘.‘.'.‘\‘“\
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The scene that fuelled a thousand Interet forums. The well rounded and complax
characterisation of Sephiroth and Aerith was the only reason players cared so much

< 112 EDGE 17




wonders if this was ever the:
developer’s intention? “The world
was expecting us 10 bring her back 1o

~ fife, as this is the classic convention.

from the beginning. There was a lot
of reaction from Japanese users.
Some of them were very sad about it
while others were angry. We even
received a lengthy petition addressed
1o our scenario writer asking for
Aerith's revival. But there are many
meanings in Aerith's death and that
could never happen.”

Final Fantasy VIl is arguably one of
the most significant games of all time.
Not simply because it was so well
because of its wider significance to
Sony. In Japan, history dictates that
hardware cannot succeed without a
best-salling RPG franchise. With Fina/
Faniasy VIl Squaresoft secured its
position as king of the adventure tale

. and won Sony an amy of fans both in
© Japan and the west.

receives 1o do a remake of the titie is

evidence of the game's continued

popularity. Edge gently pursues the

rumours, “if | were o redo the game on
today's hardware | would like to make
the characters more realistic, | mean

like FFX for instance. | think | would try
to include full voice support but I would
defintely keep the very same plot and

scenarno. | know that other members of

the tearn are eager to do the update
but, currently, | have no plans. Cloud
and Aerith have appeared in other fities
(Final Fantasy Tactics, Kingdom Hearts)
s0 it is possible FFVIl characters will
appear in a future tithe but there'’s many
discussions to be had first.”
Whether a new generation of
videogamers get to experience this
RPG in next-gen clothing is almost
imelevant. While few would go back to
expenence this epic again, it is one of
those rare games that cast an
emotional spell over legions of players.
For that reason it will always
remain the stuff of legend.

the making of...

The game’s CGl is

the teams had only been working with Softimage for six months

v
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1ing goes to n

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

June 1898

1. Total Annihilation draws
Edge out to Seattle for a
spot of building freelance

2. Xi "has the potential to
hold players engrossed for
hours". Edge wants to see
the sequel here, now 3. An
AM1 team member in a
drass, celebrating Dynamite
Deka 2 4. Greg Fischbach,
Acclaim CEQ, thinks about
cash-ins 5. Incoming, 7/10
6. Glover: “Marble Madness
meets Head over Heels"

If on]y Edge did advice columns. "After a
romantic dinner at Restaurant Napalm. for example,
couples may fesl the urge to team up and shoot down
invading alien forces withir the confines of a

ed VR-based nde," sounds like the

hydraulically power
perfect way of saving a relat
a description of Namco NamjaTown, aka What Edge

Dict On Its Summer Holidays. What Edge also did was

nship, but turms out to be

go riding around the Motegi Honda circult with one
Toshihiro Nagoshi to promote Daytona USA 2
What

7 & huge preview of Appeals Outcast

O THEY REALLY SAY TH

“If Katana arrives, we are fident that cur pnlv(}cnﬁ ‘will be more

entertaining than their polygons™ SCEE president Chris Deering
dismisses the Dreamcast befom it's sven named.

A horibly tight deadline for ES8's Sony supplement tested
the good ship Edge's hull strength to its limits last month
Edge explains away the typos In the DOA captions

FDNE‘(‘H (PS/PC: 810}, Doac‘ Ba {PS: &/

\ Spec Ops! Rangers Assault [PC;

ing (PC; 810}, Circuit Breakers (P!
7 Wars Supremacy (PC;

{PC: 8110) G.F‘SPIE rg NEXTream (NG4; 471

Teras Kasi (PS; 4110), Fitfall 30: Bayond tha Jungle (P

Ward has overseen the likes of Bumout, huthlsgalm'rgbad&grmiasmdeepﬁspme
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made uneconomic use of a fifth-colour silver, while
Capcom's Vampire Savicr was the only spiash of colour
in an otherwise dour reviews section, And in Florida,
two politicians attermpied to ban violent videogames,
“The bill is trying to allow our society to protect itself
and its young people,” said one, “from the scourge of
the rampant viclence that permeates our society.”
Perhaps one day soon the videogame industry will have
the lobbying power of the NRA, and this sort of thing
will stop, But then what would Reset have to
write about in five years’ tima?

It was a healthy interest in swimming that led
me to a very unhealthy interest in videogames. The
local baths had a cafe which showcased the best
coin-ops of the day. After several clones of Space
Invaders, the insanely colourful Frogger got my
attention. Then, one day, Phoenix appeared.

It was incradible, an evolution of the best bits
of Galaxian and Moon Cresta. The background
starfield was hypnotic, and the player ship seemed
more alive than anything before. It was an all-out
battle against the alien force.

The first wave was just an opener, carefully
placed to lure you in. The simple sound effects were

EDGE #123

screeching and terrifying as the first wave
divebombed your ship. If it became too much, you
could bottle it and use the shield. But the birds,
Jesus, the birds, A few swirling eggs soon mutated
into flying alien beasts. Sure, you could shoot their
wings off, but all too often it was wasted ammo, and
a single shot to the head was what was needed.

The final glory was the maothership. It took a lot of
credits before | could reach it, and then several months
before | took it down. To me, it was more exciting
than blowing up the Death Star. The cabinet stayed
there for a long time, eventually to be replaced
with Space Harrer. Then | lost my mind.



First, I'd like to congratuiate you on the
articles in E121 about girl garmers. | especially
enjoyed the articles about women in the industry,
and finding that although In my local area | am
amaong a minarity of girl gamers, girls can go out
and gain respect for their skills. It made a
refrashing change for girls to be given the credit
that they deserve as gamers playing whatever
genre of game they like. Having played
videogames since the BBC came out, and now
owning all of the current consoles and several retro
consoles, It is good to see girts being taken

Second, | would ike to comment on Louls
Badcock's letter (E121) about The State of Play
Nation'. | disagree with his opinion that games are
too long. Quite the opposite: | feal that many
games are too short. Take The Lovd of the Rings:
The Two Towers. Sure, it's a really well made and
fun game to play. but when | sat down one
Saturday evening 1o play it | finished it the same
night. Admittedly that was only with one character
but three evenings to complete a whole game is
too short. In comparison Final Fantasy X kept me
occupled for over 80 hours.

The fact is that most publishers put games
out at full price whather they are short or long,
and most gamers would much rather play 40 hours
of a £40 game than four hours of a £40 game.
Yes, | agree that the price of games is too high,
but please don't give us less fun by shartening
the games,
Helen O'Toole

Perhaps videogame publishers should consider a
variable pricing structure that reflects game length
- as opposed to one that reflacts either quality {or,
more specifically, lack of quality) or the amount of
time since a game's release. Which is the pricing
model that would curmantly appear to be in use.
Wa can but hope.

Thanks for your g issue | am & woman
of 41 with a family and other interests who also

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

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

nappens to enjoy videogames. Shock horrorl The
idea of games targeted at women sounds fairtly
repellant, putting me In mind of 'Friends’, 'Bridget
Jones's Diary' or 'Cold Fest' spin-offs. A truly
horrific thought, Anyway, thanks for your positive
attitude to women and let's hope that one per cent
readership proportion Improves.

Sally Hewison

What's wrong with games based on “Friends™? Or
‘Briciget Jones's Diary' for that mattar? Although
we take your point about "Cold Feet',

Although not a memver of the orginal
generation of hardcore gamers, who graw up in the
age of the C64 and Atari 2600, | would still
consider myseif an avid gamer and | am currantly a
student on a Computer Games Programming
degree course and thersfore surrounded by
budding developers on a daily basis. | would like to
make clear though that it Is not just older gamers
who are getting bored with the current generation
of derivative titles,

Such boredom seems to be a sentiment shared
by most gamers of my age. But since within the
next one o two years we will, hopefully, be leaving
university 1o pursue careers In the videogame
industry, | am beginning to feel we may be
heading towards a face-off with massrrarket-
obsessed publishers, Whether this will have any
affect on the type, or quality, of games being
developed over the next few years is hard to say,
but students like myself are unlikely to just roll over
quietly; we are all very passionate about the
videogame industry and detsmmined to have our
say about its future. Maybe our views will not be
headed and we will go quietly into the night, but
gither way the next few years seam likely to be
some of the most interesting in the history of the
videogame industry.

J Ross Keverne

The issue touched .pon by RedEye,
Staven Poole and Mr Biffo (E122), about the joys of

videogames of old, is a particular favourite of mine,
and one that never fails to gat my blood boiling. Al
| can say is that ['m glad to hear that there Is at
least one other person out thera who shares my
view, Thank you, Mr Biffo,

| would fike to extend the argument a littie,
though. Mr Biffo conceded, as | do, that the
current catalogue of games for the three main
cansole platforms is choc-a-bloc with lazy
ports, lazy ficences and lazy lookalkkes, The PC
market is probably even more saturated. But
am | the only one who realises that this has always
been the case?

| am currently 24 years old, and | have been
playing games for as long as | can remember —
just fike nearly every other Edge reader. | have
many memories of great games being played on
my Spectrum 48K, but | can just as vividly recall
standing in front of the selection of games available
in John Menzies, unable to difierentiate between
the samey titles, mistakenly believing that the
£3.99 titles would be better than the £2.99 titles,
£2.99 better than £1.99 and so on. Of the
100-plus tities | owned, around 75 per cent were
simply trash that never got played.

The letters to Edge bemoaning the demise of
quality games are simply so narmow-minded and
rose tinted it's unbelievable.

Andrew Merson

Nostalgia Is a powerful sentiment, there's no
doubt about that. And you're nght to point out
that previous generations of gamers have been
subject to a raft of lazy cash-ins. But it's

Edge's belief that, though there are plenty of
videogames out there that eclipse anything that's
gone before, there is also a greater number of
averageware tities, sapping too many hours,
featunng too many design fiaws that are obvious
and easily comected, than ever befors. And
unfortunately, it's all too likely that the youthful
optimism of future generations of coders will be
insufficient to remedy this fact without major
structural change.

“The current catalogue of games is choc-a-bloc with lazy
ports, lazy licences and lazy lookalikes. But am | the only
one who realises that this has always been the case?”
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| think Steve Austin was stone cold wrong
when he called the BBC Model B a “'sensible’
computer that schools and kids who wore Clarks
shoes used to play with" (E122).

| remember playing on Repton, and it was
excruciatingly hard as a six-year-old kid. But it was
also immensely rewarding, and became my first
obsession game. | loved my copy of Moon Cresta,
and my copy of Microids and all the other great
games out there for it. But | also owned a CB4,
and | still cwn one now. It will forever hold a place
in my heart, alongside the masses of Mastertronic
games and Ocean film licences with it (780 on the
C64 has never been bettered as a darts game).

Also, | take issue at the idea of games not being
as impressive as they once were, | remember my
first go on an Amiga, playing Super Hang-On, and
loving every minute. | remember my first game of
Sonic the Hedgehog, But then | also remember the
first time | saw the Dinosaur demo on the PSone,
or the first time | played Soul Calibur on the
Dreamcast, or even the amazement and
exciternent of GameCube Bumout.

| still love my CB4, my BBC Micro and even my
trusty GameGear. The point is, it doesn't matter
where, when, or how you discover games. A good
game is a good game, regardless of format,
polygon/sprite count, or licence.
Rob Mortimer

Let’s see, recently we've had Master of
Orion 3, Command and Conguer; Generals and
we've got Stesl Battalion, Freslancer and Metroid
Prime coming out. | don't know about everyone
else, but between my Xbox-and PC | manage to
find at least one game to buy each month, and
usually two or three. Is the industry having a mid-
life crisis, or are some of the previously hardcare
fans simply finding that they have more obligations
than hours these days?

lain Howe

To play devil's advocate for a second, four of the

fitles you mention are sequels or remakes, and the

“It doesn't matter

format, polygon/sprite count, or licence”

Apologies for banging on, but fco really is rather
good. Just imagine a world where it was actually
promoted to consumers, instead of left to languish

fifth isn't as exciting as its custom-built peripheral.
But in answer to your question, surely the answer
is that it's a combination of the two. And if it Is the
case that a generation of hardcore gamers simply
doesn't have as much spare time to play games as
it used to, why aren't more videogames designed
with this fact in mind?

E122 must have been one of the gloomiest
gaming publications | have ever read. What was
the desired effect, though? Surely not just to
encourage readers to dump their consoles and
copies of Edge, and pick up a hobby in a more
thriving area (extreme ironing?). What then?
Perhaps to highlight that there is a problem. Well
you didn’t need to use all of the long words in
Edge’s vocabulary to tell us that. We can already
find that out for ourselves by simply scanning over
a copy of something like 'Computer and Video
Games' and lamenting about how everything's so
damned 'ace’. Edge simply replaces ‘ace’ with
‘average’ and is a bit more honest about the
situation. Just like ‘Computer and Video Games',
though, it fails to come up with any good solutions
and doesn't even try.

It is far, far too little to repeatedly place
interesting/innovative/good games on ageing
pedestals. How many times in every issue doss
Edge need to refer to lco, Rez or Super Monkey
Ball? And don't blame their lack of success on
marketing. lco failed to impress me at all; | bought
Rez and enjoyed it, but only for a few hours; and
Super Monkey Ball was fun for a weekend before |
returned it to Game.

My suggestion is: no more naysaying. Come up
with some good ideas for games by yourselves.
Find new talent. Write features about little-known
geniuses and why their games are original and
successful. Indeed, give more examples of
successful original games. What | think would also
do a world of good for the magazine, is a
‘Readers’ Concepts' section. People in the
Industry are overstretched and overexposed o
the same rubbish day in, day out. Fresh blood is

always tasty. Edge could then be justified in
telling developers how it should be done. Two
wrongs do not make a right: Don't combat a grim
circumstance with a grim negativity, It's just plain
annaying to see a standard-bearer of quality
gaming such as Edge do what it did in E122,
which is to sigh and give up.

So come on and raise that flag to the sky,
scream out some uplifting solutions, and
encourage budding developers by giving them a
real opportunity to sort this silly, silly business out.
Joe Gordon

Last issue might have appeared unnecessarily
pessimistic, but it only reflected the sentiments of
an increasing number of leiters that we continue to
receive each month; it would be remiss of us not to
reflect such wide-ranging sentiment. And while
Edge might not have offered a detailed solution,
it's not really our place to do so. In any case, a
good first step would surely be to admit that
theres a problem. It's also not Edge’s job to come
up with ideas for videogames. And it's not as
simple as a section given over to design ideas from
readers: as Peter Molyneux once said, almost
everyone has a good idea for a game; it's getting it
made that's the problem.

As for Ico, Rez and Super Monkey Ball, well,
Edge will continue to refer 1o them for as long as
they remain some of the best examples of creative
risk-taking that doesn't compromise the overall
enjoyment of a title. And though we're sorry that
you didn't enjoy them, there’s no denying the fact
that each title received little or no marketing. It's
interasting to ponder how well any one of them
would have sold had they banefited from a high-
profile promotional campaign. And though they
might lack a genuinely universal appeal, it would
certainly be interesting to consider how far, had
they been marketed successfully, they might have
won over naw audiences for gaming in general

After browsing a recent issue of Edge
containing screens of the upcoming Doom M,

where, when, or how you discover
games. A good game is a good game, regardless of
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and pondered: how great is the great
John Carmack at programming, or belter yet,

how slick is the code he writes? Baing &
videogame programmer myself and understanding
the inner workings of a computer a little better
than the average user | set about the task of

s of Carmack’s code, with the

finding exampl
ntent of uncovering the secrets of his mojo and
the hope of learning something along the way.
After a little research | stumbled upon the Quake /I
source code, After downloading the 1.4Mb
source code, | worked my way through it, assisted
only with a fe
dawned upon me...

The code was average. There was nothing
within Carmack's code that you could really call a
work of genius. On the contrary the code was
unstructured, with little or no conformism to coding
conventions; it had very few comments and the Al,
weapons and animation sequences were all hard-
coded, rather than being loaded dynamically
through the use of scripts or other such
mechanisms. In short, it was average. To think that
companies bought Into the success of Quake Il
believing it was all down to John Carmack's
fabulous engine

Disturbed by this discovery | continued to
ponder. Why do programmers gst given all the
credit for games? Programmers generally have very
little or no input into what actually makes it into a
game. 2D and 3D graphics are made by the
artists; the sound is either composed/recorded in-
house by a full-time or contracted sound
engineers; levels are created by level designers;
and the game concepts are created by game
designers. Programmers are, if you will, the light
technicians at & concert. You can'’t have a concert
hout them but you also can't credit them for the

s Edge’s view on this?

yzen cups of caffeine. Then it

performanca. What i
Mesut Serbest

S atiity to

5 achieve No

Quake lI: smoke and mirrors, or a testament
to John Carmack's 133t skills? And just how
important are programmers anyway?

game to
s Indeed a

Regarding RedEye’s otaku basnno
in E121; he got me spat on there, And yel he's
wrong - the Japanese do make better games. And
If not better, at least they provide better varlety. Call
it Innovation or not, in Japan there is a market for
d for different age groups and both
y games suited to a
twentysomething male audience seems to get the
approval of publishers

I'm thankiul there exists a place such as
Japan. Without Japan | wouldn't still be playing
games at the age Without Japan the only

games made would be EA sports titles, racing
games and FPSs, and they wouid probably be
played on a PC
Svenn A Ramlo

While RedEye is rgni o point out t
fetishisation

seems

f Japanese culture in the west
:-nnc‘.e)-e o the re
gaming circles. It is no

for this happening in
wonder that Japan has become something of a
holy land in the eyes of gamers when there are so
many gresat Japanese games that go unreleased

Lrope:

As for the word ‘otaku’ having negative
connotations, why can't RedEye see that
of the word when describing oneself is an
appropriation of the onginal meaning. Consider
tha way the gay community and ethnic minorities
have appropnated derogatory words 1o protect

themselves. There's nothing wrong with Edge

the use

readers calling themselves ‘cbsessive
rather, it's when someone else uses the term

to describa tham that it becomes an unwelcome
and derogatory remark,

Ashley Day

geeks

Steven Poole's Trigger Happy article
1 E122 made me think about the lack of
n shooters. Far
many games in this genre are designed around a
‘shoot everything that moves' philosophy.
Pearsonally, | have become extremely bored of this
type of gameplay, which is precisely why | have
ty of recent firstperson

o0

found the vast ma

she 5 on the PC to be nubbish

have always considered that the expenence

of a game is far more important than the end
result. In other words, the enjoyment of simply
playing the game is what matters, rather than
the ability to score highly, or the speed at which
= ed

Set in a massive, atmospherc virtual world,

can be comi

Deus Ex Is a classic example of a game that has
been designed to be experienced. In fact, it could
be argued that avoiding armed conflict as much as
onsiderably improves the gameplay.

S has been

W

use steaith ta
ly. The ability to

e difficult missions without firing a single
shot provides a much greater sense of
achieverment than blasting your way through
hundreds of enemies with a muiti-barrelled rocket
Ia

ophon

Imple ed so impressn

ncner unoer each anmm

y say, there will be many gamers wha

disagree with that last sentence. They may even be
punching the wall right now in fits of apoplectic
fury. So be it. Let them convince themselves that
Serious Sam is the future of PC gaming. Let them
v the rest of

just how well they can bounce

allabies in Guake Iil. If they
ike that kind of gaming, then that's just fine

It's just that some of us want so much more
Christopher Low

around like dement

“There’s nothing wrong with Edge readers calling themselves

‘obsessive geeks’

rather, it's when someone else uses the

term to describe them that it becomes unwelcome”



Arik get's guite emotional thinking about the
amount of hours spent playing Final Fantasy VI,
while Mr Pin passed so much time learning new
skills in Hyrule that he never wanted to leave

From the forum

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

Subject: So you wanna be a game designer?
Poster: Mr Francis Fourfingers

Your challenge is this: rainvent old or current
games by tweaking the title ever so slightly and
provide a short blurt of how it might play. For
example, Super Junkie Ball; Sickboy awakes
fram a night of heavy skag abuse to find himself
trapped inside a transiucent bubbls, in a warld
full of giant crack bowls and gravity-defying
reefers. But all is not as it seems... help Sickboy
traverse hundreds of lushly detailed aerial
stages and find the smack before his corme-
down-o-meter hits rock bottom! Six extra play
modes include: Junkie Fight, Junkie Targst,
Junkie Bowling, Junkie Billiards, and Junkie
Golf! Features bright, upbeat soundtrack, with
Syd Barrett, Velvet Underground and The Fall,

Paoster: JPickford

Ping: bounce microwaves around the oven by
moving the reflector left and rght. If it escapes,
the legendary Poodle is toast.

Poster: Riposte

MimeSplitters: you and up to 15 friends run
around gunning down people dressed in black
who pretend to be trapped in invisible boxes.

Poster: Onion
Great Big Ego: run about a big city telling
people Just how bloody great you are.

Poster: franki

Pez: infiltrate a swest factory to liberate the
central Al. Your character shoots small sugary
brick-shaped lozengas and can evolve through
several animal- and cartoon-shaped heads.

Subject: In the end, it's all about you

Poster: Arik

The most emotional gaming experience | ever
had was when | loaded up Baldur's Gate 2 for
the first ime, and heard the music. Glorious,
overblown orchestra, with just a hint of the style
of the first game. | was virtually in tears, tears of
sheer joy. Why was this? It can't have been any
care for the characters, given that they had little
personality beyond the 12 or so phrases that
they'd had in the original game {or, in the case
of the newer characters, they were even more
boring). | had no love for the main character
either, or his plight — Arik was a blank siate,
defined by me but without quite enough room
for me to define his personality the way | liked.
So who did | ery for? Simple. | cried for me,

You see, | have a theory that emotion in
gaming is defined not by what the developer
puts into the game, but by what the player
does, Fuck Aeris — or alternatively, don't, she'’s
dead and you didn't care about her anyway,
She's not real. You're real, and you've spent
hours of your life bringing her up, and now she's
died on you. It's your loss, not Cloud’s, and any
emotion you may feel is entirely because of that.

| could bring up a host of other examples —
Torment, Monkey Isiand, Chrono Trigger — but
it's not really necessary. Playing a game, and
then its sequel with the same, built-up
character, and then moving on to the expansion
pack having spent hundreds of hours of your life
daveloping your avatar, That's emotion,

Emotion In gaming is defined by what the
player puts in, and so the maost emotional game
should, theoretically, be one you can put more
into than any other. Discuss.

Foster: arada392
Are you implying that, given that videogames
are an interactive medium that is controlled by
the player, there is a tendency that emation in
games appeals to our narcissism? (And
therefore there is no need for sympathy and/or
empathy in games?)

| can see what you're saying with your
example of Final Fantasy VIt yes, emation in a
game depends on gameplay - on the
interaction between the user and the medium.
This is also true of all other media. But this
cannot happen without input from the developer
as well: as much as the player builds up a
character in a game, so must the developer also
work so that the player feels that this
development is worth the trouble.

Poster: Mr Pin
Aninteresting point.
| felt a similar fesling during Ocarina of Time.

was 50 drawn into Link's world, the sights, the
sounds. By the end of the game, | had learned
so many new skills and technigues. The ending
was imminent, but part of me just wanted to
stay in this world, and experience new wonders.

The time you put into an experience such as
Zelda is rewarded several times over. However,
if there was a game that could go on 'forever’,
'm not sure that this would mean unbeatable
emotional involvernent.

For starters, it needs to be a quality piece of
software, as outlined above. | also believe that it
would have to have a defined beginning, middle
and end, as these are the tocls used by the
designers to maximise the emotional effects of
occurrences within the game.

“‘Emotion in gaming is defined by what the player puts in,
and so the most emotional game should, theoretically,
be one you can put more into than any other”
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