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The future of electronic entertainment
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The future of independents

As the power of UK publishers waned, so developers learnt to take control of their destinies. But as
budgets rise and next generation hardware solidifies, how will the UK independent scene survive?

o William Latham

Walk of life

zomea deqree, this sor

“How often do we see a publisher acquire a
great external team, only for key staff to leave,
unable to work in a corporate environment?”

sption that publishers ara




Good news: Bad news

inherently biased towards placing projects
with their internal studios, partly because of
the way they work out the cost of
development.

“It's often the case that UK developers
suffer when bidding for contracts because
while our price Is inclusive of features such
as sound, scripts and guality assurance, the
publishars seem to forget to take these into
account when costing internal
development,” says Blitz's Nigel Davies.
“The result is a false cost advantage for
internal teams.”

Hoyalties, or lack of them, are another
moat point. “The retall cost of games, and
therefore the royalties we get, haven't gone
up in line with the cost of developing a

“The next console transition clearly adds
enormously to the risk of being a game
developer. It's not a problem for other sectors”

triple-A title,” says Free Radical Design's co-
director Karl Hilton. “From that point of
view, it has become more challenging to
compeate in the world market and maka
good levels of profit,”

“In general, it does seem to be the case
that the industry is tailored so developers
don't do too well out of success,” agrees
William Latham, adding, “1 think there will be
some changes in this respect in the future.”
As he points out however, developers need
to take responsibility for their own working
practices too. “Royalties aren't the whole
picture,” he continues. “it's also about
developers ensuring they are working
efficiently, If you get that right, publishers
can sea you've got your act together, and

thay're more likely to be maore generous.”

Cost of failure

But while there are fears the commercial
squeeze is harming the industry’s freedom
mora than ever before, others cite the
fallures of a previous generation of highly
original content as a justified reason for
publishers' caution. Games such as
Confounding Factor's Galleon, Blixir's
Rapublic and Argonaut's Malice were
started in the late 1990s and, expensively,
at the time of writing remain uncompleted.

“The first rule of business is to give the
customer what they want. If they want Harry
Potter, FIFA or Madgen, then let them have
it," states Karl Jeffery, CEQ of Climax. a
company which has grown from years of
mundane if well-regarded contract work on
licenses such as Theme Park, Power
Rangers and SpongeBob Sguarepants to
become ona of the most powerful
independent developers in the UK.

Unsurprisingly, Jeffery has a gung-ho
view of the future. "We're in an incredibly
strong position,” he boasts, claiming;
“Climax Is more profitable than all the other
UK developers added together.”

For him the solution to the challenges
facing the industry — notably the rising cost
of development and the risk-averse nature
of publishers —is simple; stop complaining
and start competing. "Independent
developers should be using their own
resources to innovate, take risks and create
the hits of tomorrow,” he says.

With that in mind Climax is planning to
expand from its cument level of 350 to 500
pecple, organised in six studios, one of
which is in LA, “But even than we will only
have bandwidth to handle eight or so major
franchises,” Jeffrey says, highlighting the

ndustry perception that the quality bar wil
continue to rise, as 10 per cent of games
suck up 90 per cent of industry revenues.

Working the cycle

Perhaps the biggest long-term worry for th
UK independents is the inevitably of chang
however. Just as they have got used to
working on & piece of hardware, so they
know they have to start dealing with
something new. The next conscle transitior
predicted to hit in 2005/2006, clearly adds
enormously to the risk of being a game
developer. It's not a problem faced by the
music, film, fashion or design sectors.

Last time round the transition between
PSone and PlayStation2 was badly
handled, which didn't help matters. As
publishers moved too quickly to the new
hardware, developers’ income was
significantly reduced as royalties from
games released for the large PSone marke
were replaced by games that falled to bresl
even In a lacklustre PlayStation2 market, It!
unlikely the same thing will happen next
time but there Is nervousness that Sony, in
particulariy, will take the opportunity to limit
the number of developers who gain early
access to its new hard-to-program box of
tricks. "The big issue will be which studios
get devkits first. There could be
another cull of developers at that point,”
rackans Latham.

“Climax’s directors discuss the subject
of next generation consoles almost every
day,” reveals Jeffery, somewhat predictably
"Managing console transition is a core-
competency of any respectable games
cormpany and our advanced technology
group has been working on tools for over 2
year now.”

Anather worry is the knock-on effects




There have been plenty of success stories

from independent UK development

studios in recent years. TimeSplitters,

Confiict: Desert Storm, Total War, State of

Emergency, Black & White and Project \
Gotham have all sold more than a million
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Xbox homebrew community declares independence

Linux hackers’ demands come to nought;
Microsoft's console security blown apart

I‘ﬂ" R

Cxax |

The impressive project mached ve

and is now capable of nu

ng the first X
of life on a F n the shape of a “This disc

s damaged or dirty” ermor message.

Not all Xbox hacking is undertaken with malicious intent, with plenty of websites dedicated to turning Microsoft's console into a hardware
platform that supports homebrew programming. Nevertheless, there are no shades of grey for the defenders of intellectual property rights
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London gears up for Games Week

Developers to receive their own private space as every part
of the gaming audience is catered for by event organisers

entertainment. Tick are on sale
either from the event Website
(www.playstationexperience.com) or by

telephone on 0870 4445208 priced

pment Commun ) be
red for by London
Games Week, first by GDCE, which Is now

in its third year, and which runs from

29, but also by the
t. GDCE will on

DiBs, iec!

its four-day span, T ar's keynote

speaker is Naughty Dog's Jason Rubin,

“Highlights include a ‘developer deathmatch’
between Peter Molyneux and Gary Penn and
the ‘Are you Game?’ keynote pub quiz”

Ty, Sory, Molynewx and Gary Penn, t

I, Once Game?' keynote panel (which is perhaps

/ards

b quizl, and a

And of course
Exper a returns for its second year, and line up of videogame event
will be open to the public from nd ECTS

ser CMP specifically

The PlayStation Experience will form the centrepiece of London Games Week for
members of the public, though developers, publishers and retailers have their own events

gned. Commenting on the new addition
TIGA Executive member lan Baverstock
sald: "A focused market for acquisition will

it 1o all involved =




Edinburgh Game Festival momentum growing

Clive Tyldesley to present the future of interactive
entertainment at this year’'s Edinburgh Festival
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The Edinburgh International Conference Centre will host the one-day industry conference,
hosted by Clive Tyldesley, featuring speakers ranging from Seamus Blackley to Danny Kelly
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World Cyber Games 2003 commences

UK Finals to take place this September to find 15 lucky
winners who will be off to the grand finals in Seoul

FIFA 2003 is among the competition
games at the UK final qualitying rounds
of the World Cyber Games in September

he UK Finais of this year's Worid Cyber

Games will take place in September at
the Shepherds Bush Pavilion in London.
Entitled ‘The Samsung Challenge' and
sponsored by Samsung, nVidia, GAME and
Xbaox, the event will run from
September 5-7, 2003, and give 15 gamers
the opportunity to represent the UK in the
Grand Final of the World Cybar Games,
which will be held at the Olympic Park in
Seoul, South Korea, in October. The event
wiil also be open to the pubiic, offering
attendees a chance 1o get their hands on
the latest games from various publishers,
and view a variety of tech demos from the
likes of nVidia.

The competition garmes include Age of
Mythology, Counter-Strike (which will only
be open to pre-qualified teams), FIFA 2003,
Halo: Combat Evaived, Unreal Toumnarment
2003 and Warcraft ll: Reign of Chaos.
Winners and second place runners-up In all
the individual games, and the winning team
of five players in Counter-Strike, will eam the

right to represent the UK at the WCG2003
Grand Final in Seoul. Up to 128 players can
register for each individual tournament by
buying an advance ticket for the day of the
tournament. Tickets can be purchased on
the UK World Cyber Games Website
(hitp://uk. woridcybergames org), and
although It costs £10 to enter, this

price does include a £10 voucher
redeemable at GAME stares,

In addition to the main competition
games, several publishers will be running
their own informal competitions, whie event
sponsor Microsoft will be taking up the
whole mazzanine fioor of the hall with Xbox
gaming pods and Xbox Live areas.

The prize: kitty totals £30,000, largely
divided among a number of hi tech
products from Samsung, nVidia and Xbox,
but the most desirable prizes are the 15
all-expenses paid places on the UK
team travelling to South Korea for the

Grand Final of the World Cyber Games |

later this year. |

SEC investigates videogame industry

US financial watchdog launches probe into the
accounting practices of videogame publishers

s Edge goes to press, the US
Securities and Exchange Commission

has revealed that it is conducting a wide-
ranging investigation into videogame
publishers and distributors. So far, Acclaim,
Activision and THQ have revealed that they
have recaived requests for information in
order to assist the investigation, but itis
understood that the probe is not limited to
thase three companies, All three companies
are listed on the Nasdag exchange.

According to a filing by Acclaim, it was
notified of the SEC's investigation on
July 11, while a further filing, by Activision,
reveals that the investigation concems
accounting practices within the industry;
in particular the way in which revenue is
recognised. Activision was at pains to
strass, though, that the investigation did not
imply any wrongdoing on the part of the
three companies, stating, “The SEC has
advised Activision that this request for
infarmation should not be construed as an

Indication from the SEC or its staff that any
viclation of the law has occurmed, nor should
it reflect negatively on any person, entity or
secunty.”

It is understood that the investigation
concerns the relatively widespread industry
practice by which publishers recognise
revenuss on thair income statements when
units are pregrdared or reserved — rather
than when units actually sefi-through to the
consumer — witness Eidos’ undignified rush
to release Tomb Raider on the last day of its
financial year in order to recognise precrder
revenues, for example. Although its a
measure that protects publishers from the
vagaries of slippage and quarterly financially
reporting, it's cerainly a grey area as far as
financial regulation is concermed. And
although the survey Is no sign of
wrongdoing, the potential implications of the
investigation could have a significant impact
on the way in which the videogame

industry conducts its business. =

EDGE

The SEC investigation is no sign of
wrongdoing, but it could have significant
impact on the finances of publishers
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Academic community powers up

Bristol's Watershed hosts symposium for
international videogame academic community

University of W requires. For more inf

for the drinks. WWW,. DOWEr-UP.Org. Uk
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eclectic Watersha ussing the multitarious cultural impacts
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discussion of the size of Lara Crc
W
event's host Jon Dovey put it, “to identify appears to have bumbiled along for the past

an lde

or computer gaming.” couple of d des without any sensible

y y The Power Up symposium follows the success of the original Watershed academic event
Jentify the analysis of its unique 'text’, and this has not (shown above), and ranged across topics as varied as realism in gaming to Lara's breasts

Beginning with an attempt to

ICDC launches two-day development conference

Liverpool’s leading videogame department aims to encompass all aspects of the
industry in the inaugural Games Production and Development Conference

Q s the latest entry in what appears 10 be Plaza hotel on Liverpool's waterfront, time sug

wing market, th uable addition

d rap
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apart of |

Moores |

games research, development and

Argonaut, Vodafone's Tim Har education. The unit's Masters course in

TIGA's Fred Hasso
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Games offers students insight into
1 IP and branding games design theory
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<l anirnation. And, as reported

and production

from other industries methods as well g clalist skills in 3D

and the agenda includes

jeck ents roundtable seminar
ICDC's videogame conference aims to address a whole lot more than just academic that aims to discuss whether the UK
interests, encompassing all aspects of videogame production and distribution vid ame industry will still exist in five years
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Videogames ‘bad for you’ (again)

Japanese government to launch ten year study to investigate
claims that videogames are ruining children’s mental health

recent report by ‘Famitsu’ magazine

has revealed that the Japanese
government is to conduct a far reaching
study into the long-term effects of playing
videogames. The Japanese Ministry of
Education, Culture, Sports, Science and
Technaology Is to conduct the study, which
will tzke place over the next ten vears, ata
cost of tens of miliens of dollars, The
research will record the lifestyle patterns of
one thousand children over ten years,
including how much TV they watch and
how many games they play, while their
mental health and emotional personality
will be assessed via neural scans
and questionnaires.

The move comes as the videogame
ndustry finds itself under pressure in Japan
following a recent neurclogical study that
claims to show that videogames reduce
brain-wave activity with negative
consequences. At the end of last year, Akio
Mori & professor of neurosurgery at the
Nihon University's College of Humanities
and Sciences, published the results of his
own study into the repercussions of playing
videogames in a publication called ‘Game-
nou-no-kyofu' (Terror of Game Brain').

Mori's study took a group of 240
volunteers aged between 6 1o 29 ana

Recently Reviewed

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

The Japanese government’s willingness to investigate the long-term health effects of
videogames is to be welcomed if it matches its good intentions with academic rigour

examined tham over the course of several
months using electro-encephalography
{EEG). The group was divided into three
groups; Non-gamers, gamers who spent
1-3 hours during 3-4 days gaming, and
gamers who spent 2-7 hours a day
playing videogames, The latter group
displayed a lack of beta-wave activity
more typical of dementia, including a
decrease in prefrontal cortex activity, a
region of the brain that is associated with
emotion and creativity.

Such findings don't actually contradict
the conclusions reached by a recent study
commissioned by the US Government's

National Institute of Health, in spite of the
fact that it was widely picked up by the
mainstream press last month as evidence
that videogames are good for you. That
report concluded that playing videogames
has a positive impact on gamers,

arguing that "videogame playing enhances
the capacity of visual attention and its
spatial distribution”. Although this is
indeed a positive conclusion, it doasn't
rule out the possibility of Professor Mori's
conclusions, suggesting that further
ressarch 1§ indeed needed into the
psychologcal impact of

Sustained gamng

EyeToy: Play Ps2 SCEE In-house B
Mace Griffin: Bounty Huniter PE2/Xbow/PC/GE Vivendi Liniversal ‘Warthog 7
Smash Cars Ps2 Metro 3D Creat Studio 7
Starskyd Hutch PS2/Xbox/PC Empirs imteractive Mind's Eve 7
Wranio Worid &t Nintendo Treasure 7
Ghost Master PC Empire Interactive Sick Puppies -
Star Trek: Elite Forve || PC Activision Rituial Entertainment 6
Summer Heat Boach Volleyball = Acclaim In-house 6
Ghost Vibration Ps2 Atari Artoon 5
Lara Croft Tomb Raider: The Angel of Darkness | PS2/PC Eidos Interactive Core Design 4
Huilke Xbox/PS2/GC Vivendi Universal Radical Entertainment 3
Naruto 'Gekito Ninja Taisen' GC Tormy/Bandai In-house a

EyeToy: Play Starsky & Hutch

Mace Griffin: Bounty Hunter

ity
I

I s R )

%h

f.h_!_lul.[!y
iy

015



™

% §
7

-.” o
o

.ﬁ
)

&
"~ B
53 L ¥

In the fast-mowng world of computer graphics, the cross-platform OpenGL
standard was falling behind the times. Now it seems a second coming is on the cards

www.3dlabs com/opengl2

1, though

I t might not seem like mu
sed

& naws that 3Dlabs has rele
1at it refers to as “a preliminary
plementation of the OpenGL
Shading Language” is big news for
the non-Windows part of the PC
gr.’—]:].’]l-CS C(]ﬁ1m'\in=i}".
w2 past year, hardware
programmability, that is allowing
pers ymplete control of
th huge processing power available

ia 30 cards, has been the hot industry
buzzword. The rub is that it's only
bean available aither via Mic ft's
DirectX development interface or

dia's propnetary Cg
programiming lang
2Dlabs’ release o ‘f the frontend
3nGL 5'1&1"9' Language « :
of supporting driv

hics cards, is the

start of the roliout of t :
functionality on an open-source basis
Next up will be the full rele
af the OpenGL 2.0 standard, expected
within six months to a year.

The O \ef‘uL Shading Lan

nowe

ises Nenl Trevett.
dent of market
development. "It OpenGL a

strong contendler

N

The release of the OpenGL Shading Language will enable non-Windows developers
to gain full programmability over the latest graphics hardware for the first time.

It should make it much easier to create in-game effects such as fractally-generated
clouds, reflections, refractions and many other material surfaces

deveiopment for any platform, while
indows platforms, such as Apple

W Linux, now have a graphics AP
[Ap.Ju ation Programming Interdace]
with the latest in shader
programmability.”

The reason it's taken so long for
OpenGL to support the new shader
technology demonstrates both the
weakness -rengtr* of the

nan-

S|I|r__-_m '.JI'rl[}h-[)S asa general purpose
graphics framework for use with
operating systems including IRIX (its
own workstation OS),
Windows, its importance has been
overshadowed, in the games world at
east, by the rise of Microsoft’s DirectX.
One reason for this, is that OpenGL
ed by what's called the
v Board, or ARB

Unix and

cture Rewi

ARB has never
5L as fast

"sidered standardisation

process at

Measuring the contenders

tch up.

around

the OpenGL ARB - the industry gets to
try out significant new functionality

on,” he explains.
3Dlabs means

OpenGL
And this
a “preliminan

g Language Is available
) use and provide

feedback on. T
i by uh-'k ARE

s, in turn, will then be
before the full

considere

that results, have some high-profile
tes in the games development
John Carmack has
backed the emerging OpenGL
hnology in Doom M. "Iif anything,
| have been somewnat remiss in not
ashard as |
. Now really is the
ing things down.
ay with us for ten

advoc
COmImuri

could

pushing the issue:
ith all the vendors

cal time to start

¥ was t
OpenGL 2.0 extens|
Support is bound to gro.« as ATl
throws its yht behind the stal
too. A long-time fan of OpenGL, the
company, together with 3Dlabs, will be
implementing the OpenGL Shading
Language in its RenderMonkey
developrr olkit. A beta version
should be available at the Siggraph

graphics expo, while the long-term plan
dissipate the technology as widely
possibile by releasing the
RenderMonkey source code to

iare vendors.
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Legba Studios’ Virtual TV technology combines a film cameraman’s
interface with a high compression backend to open up a new gaming genre

This is what the interface of Dinosaur
Movie Director looks likes, although it's
obviously also combined with a wireframe
view of the 3D environment

angine

we are v

ier key &

ap them easily

> of tools for t

explains Amy Mayer, ane of the e
5 of the company behind

and Virtual TV, Legba Stu

tweak their

Currently only available as a PC engine, VTV should
be released in the form of a plug-in for Criterion’s
cross-platform RenderWare engine as well

sound within any 3D rendered

environment k. For better quality playback, a T-Rex while resgling off a chorus
y on PC, the VTV files can i

d to the standard MPEG

Part of the toolset for the Virtual TV is

al @ v f the i P ExtremeEd, the level editor, which is
project alon 3 them. € aimea as many ( Ly b currently being used to create Legba's
first VTV game, Dinosaur Movie Director




Neeklamy's domain. If there was any justice he'd
be Santa Claus, and Miyamoto and Naka his elves

=21 Genius in a bottle

UK: The Legend of Zelda's graphical evolution has baen heavily
dissacted since The Wind Waker's release, but there'’s one thing ir
the game that delighted Edge that it hasn'l seen mentioned
anywhera bafore, Advances in processing powsr allow you to
actually witness the discomfort on & fairy's face as Link stuffs her
into & jar for his own personal (abjuse. It's a heartbreaking scene ir
the game - easily encugh to make you refy on granny’s steroid
soup instead — and now you can tearfully recreate it in real fife with
Christopher Corbettis’ stunning ‘Fairy in a Bottie' plush. The
7.5cm-high toy comes in a glass bottie, firmly sealed with a cork
that gives the frowning sprite no chance of escape. Corbettis’
creations have featured in Out There before — check out his
amazing NIGHTS creation in E110 - but this is surely his most
briiant {and briliantly cute) work yet, Place your orders at
www.neekiamy,com and be sure to stock up on them before you
go and mest the boss.

@ Ur-inal fight

US: Anh, students. “The You're In Control project,” reads a
Webpage devotad to the MIT development, “is an effort to
enhance the act of urination using computational technology.”
Which means, in layman's terms, that you get to play Whack-a-
Molke using your wee. The systerm comprises a computer, a

A gokien mdent. Thirkng pbout (f, this story has
Ilﬁwmmmmm

Ammmm‘lmmrup swmmny?
Shithathir dhau el ety Yes, That's

fiatscreen monitor at head height, and a grid of piezoelectric
ceramic buzzers mourited to a flexdble Mylar membrane at the
bottom of a unnal. During the game the player attempts to turn
jumping hamsters yellow with their golden shower, which reminds
Edge of some of the seedier Hamtaro fansites across the Internet
Each soaked rodent eams ten points, although Edge isn't quite
sure it wants to know how you put your name into the high score
tabie. Still, final proof that videogames really are pissing your ife
away. Mora Information at www.monzy.ong/urinecontrol

.,...l]""'i 0t

I'h‘}ll J

Dl W
19 teci WECEE MS&'ME analog

s oUsIom turming ahht

generation of Bond fans.
Pierca Brosnan, on reprising his fim role for Bectronic Arts'
next vist 1o the Bond moneypt

“The ideals of an organisation can’t change
just because one person quits. The goals
Team Ninja are striving for have not changed
with this... people come together, fall away,
anddwrgeovertime buttiwyaﬂlookupto

same

dapartum of one of his friends n Xbox thrdpary development will lsad

Tecmo 1o halt Xhox deveiopment

*The most talked-about game of the year
tookama;orswptowa:dsmtailavaﬂabﬂity
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The PM 300 Sound Sytem. So-called because Tony Looks comfy, doesn't it? Of course, strap someone robl, which it kind a comic
Blair's a fan. Edge lies. It's PM Dawn. No, not really down, put Muse on, and it turns into a torture device he player to lie ba

Is out of the a

-
frend

g

— b s b

s hive mind. If Edge
Earth would it do

what
The Fujit The Ball Pe

The unit accommodates any wheel. Note the genuine
Tillet racing kart seat (seen here in ‘deluxe’ version) " schil becaisse S in




A Highory of the SOFTWARE INDUSTRY

Author: Martin Campbell-Kelly

Publisher: MIT

ISBN: 0 262 03303 8

% Hacking tha Xbax_

B, IMEnmalsTIge o buvrase Epaineinjna

Iraaryiwevs wsth Madler Hiackeny
Tha Cihvlng Efects of the DMCA
et Mered

Author: Andrew Huang
Publisher: Xenatera Press
0974 05750 9

ISBN

ANDREW "BUnNIE® Huane

They said it'd never happen, that the GameCube's
proprstany gsc format would make all hackers' offonts
resiuncisnt. Of course, they said that about the
Dreamcast; 100 - and sure enough, hanks to a smart
hack using P50 and a broactand adapten coders
finally have unoffic code running on Nintendo's finy
toyba, Tha first game ekeased, fitingly, was Pong. but
Edge s sure mor arg on the way, and Dextrose has
carmed rews on these cevelopments right fom the
begnning. I &5 has a smal-but-parfectly-formed
farurm community, sager 10-out-do sach other with
nuggals of system information. Edge's tavourita fact o
far; that the header on the Fresibader disc o
same informtion as Midways NHL Hitz, effec
stopping Nimtendo from blocking the
Ciioe Marware releases.

N futlre

Japan: Released in 1978, Space invaders caletns
Z5th annwversary thes vear. Talo

In preparation for the celebrabions. Thoughout the
the garme's al-too farmiiar souncirack can be heard. Bt
it's not the easiest advertainment (o ransiate adequsatsh),

Voiceover; “Question: In Space Invaders there was a
differance in the scrolling speed of the invaders,.. 1

... which was faster: left to right, or right to left?"

“The answer s the right side — people are used to
reading from left to Aght.”

“What about playing smarthy?"

(Message: “Brothers,.. let's play videogames.”)



he alarm goes off one hour too late, the lazy
_|_ pupils beneath the heavy eyelids skip a

glance to the blinking liguid crystal display,
and there is a beat of homor. Five seconds later the
stereo |s up full biast, and RedEye is tearing
around the house tnying to get ready. “If man ie
five," sings Frank Black, and a panicked RedEye
murmurs along, humedly puling a t-shirt over his
head — man is five, man is five — “Then the devl s
six.” Trousers. Where are RedEye's trousers? "And
if the devil is six,” RedEye's singing louder now,
dewil is six, devil is six - trousers, there they are,
“Then God Is seven,” Shoutingl Then God is
seven! Then God is seven! And that, thinks
HedEye in a distracted moment as both his legs
go through the same trouser leg and he falls fiat
on his face, explains Wanb Ware's mark in Edge.

“Ouch," says RedEye. face down in the most

undignified pose he's been in since that visit to the

hospital after the mix-up with the Rez vibrator
pack. But one swift movement sees him roll onto
his back, hitch up his pants, and head off to the
bathroom. The tooth-brushing minigame is
Instantly recognisable. Brush! Seven seconds of
left-right-left-right-lefl-right. The Dentist wouldn't
be happy, of course, but she's not here, mome's
the pity. Shave! Avoid lacerating face! Falled! One
life gone, three left. Next taskl

Wario Ware's emergence into gaming's harsh
mid-rmarming light is as unexpected as that late
alarm call, but it couldn't have happened at a
more apposite time. And, just like RedEye's alarm
—which calls him to an interview that will pay for
this month's adventures — it has come in the nick
of time, but may end in glorous fallure.

History lesson. Hardheld gaming began with
the GameBWatch, They were simple things,
offering binary shadows for the player to dance in.
If you tilted the screen to the light, you could see
those patterns, grey shapes ready to be blacked
in by the cloclkwork CPL. If you pressed your
thumb on the screen, the liquid crystal would
kaleidoscopa and dance. It invited you to press
harder. Press too hard. and it would crack.

Of course, RedEye never did, because he was
in love with his — some np-off of Pole Position
Impaorted from the far east, He still has it
somewheare. You had thres lanes to move in, and

you could move from left to nght. Other cars
wolld appear in the middie distance, then jerk
step by step towards you. You had to get out of
their way, "Bip," said the machine as everything
incremented one step up the unending highway.
“Bip, bip, bip." And then right at the peak, proper
zone gaming, thriling to the rhythm of the
bipibipbipbipbipbipbip. But why can he hear that
now? Shit, shit, SHIT, that's RedEye's phone alamm
and that means he's gol two minutes to be at the
bus stop which is 210 saconds from where he is
now, running with his coat and bag traling behind.
Quick game. Exit the buillding! RedEye jumps
down the last eight stairs without banging his
head on the ceiling, then maintains that
momenturn, twisting the door open and spinning
onto the street. Done. Quick game. Avoid the
people on the street! RedEye tears down the
road, ducks left. Left, right, left, drop the shoulder

REDEYE

A sideways look at the videogame industry

and done! Quick game. Make It to the bus before
that old woman picks up her change from the
finor just by the drver and the bus accelerates, off
and away and you're left there standing. RedEye
hammers his intemal A and B buttons ke Track
'n' Fisidfs back in vogue. He makes it. Done,

device was such an obvious evolutionary leap over
the fixed thrills on the single shot Game&Watch.\
Games were no longer limited to a set pattern of
hand-drawn characters, but joined the consoles in
the age of the pixel. And that let developers
produce a different sort of game on the system. a
game more fike those that people played at home,
A new form of mobile entertainment, to sit
alongside the simple single-screen thrills of old,
What could be better than diversity?

Except it wasn't diversity, it was genocide. As
developers felt out the capabilities of the Game
Boy, so the games increased in scale and scope.
Bigger and bigger carts facilitated still laroer
adventures, and then upscale hardware
madifications brought the games closer to their
consoie counterparts, The sort of simple, repetitive
games that had birthed the handheld industry
werng limited to shoddy retro collections, marketed

at rip-off prices and seling in handfuls. And hey,
said the magazines, rightly so. They called them
throwaway, and readers stopped buying them.
But the magazines were wrong. The type of
game favoured by the manufacturers of LCD
games might have been created out of hardware

“Wario Ware isn't just a fribute; it's also a commentary,
a distillation of the past, present and future of videogame mechanics”

And, as he flashes his travelcard and staggers
up the aisle to collapse on a s=at &t the back, his
slightly-more-together brain considers that Wario
Ware isn't just a fribute; it's also a commentary, a
distilation of the past, presant and future of
videogame mechanics. In the Wano Ware version
of F-Zero you steer left and right and avaid things,
bip, Bap; in the full version of F~Zero you steer left
and right and avoid, And it doesn’t matter how
much Nagoshi-san adds to F~Zero X, that's what
the game wil always be. More inertia, more
powerups, more dizzying bends and fancy
flashes, but always left, nght and avaid the
oncoming traffic. Its kind of depressing if you think
about it. 0 RedEye dossn't, too hard at least.

Instead, he leans back, pulls his SP out of his
front pocket, and thinks about handheld evolution.
The pockst LCD market was kiled when the
Game Boy amved, because the cartridge based-

limitations, but it was a valid, unsophisticated form
of entertainment which still has a place today.
Wario Ware is its borm-again champion: RedEye
staris a game of Paper Plane, and wham, it's over
In a couple of minutes. Time for another, pernaps
Pyoro, and again, two minutes and RedEye’s
done, So's the bus jouney, and RedEye hops off
and runs for his train, ficking the screen of his
GBA closed and stuffing it back into his jeans.
Bite-sized gaming for those who don't
have time for a full meal, RedEye declares
Wario Ware as the most important game of the
year so far, and, as he tears towards the train that
waor't leave until just after he's hopped on board,
he hopes that it's as successful as the wake-up
call that began this story.

RedEye is a veteran videogame journalist. His
views do not necessarily coincide with Edge’s
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aws just in: Chess 2, the sequel to the

popular tum-based strategy boardgame,

has been released across all formats. To
incraase the thrill of combat, the developer has
introduced a new piece, the Spin Doctor, which
can change its move at every tum. The quean's
bishop of both sides has finally come out as a gay
bishop, Introducing a graceful arc to the previously
straight diagenals on which it operated, Extending
the field of battle beyond the simplistic 8 x 8 grid of
the original, Chess 2 now comes with 50 new
built-in maps with terrain features and weather.
And that most humble of pieces, the pawn, is now
equipped with a laser cannon. Says the developer,
“Popular as it was, Chess needed 10 be updated
for a contemporary, hardcore audience.”

Such would run one kind of satirical

comparison between the Royal Game and today's
sequel-happy videogame industry, But chess as

we know it today is already in fact a kind of
muitiple sequel. Before most aspects of the
modern game sofidified in 1475, the queen was
one of the weakest pieces, and she hersell had
been a replacement for the fers, a minor medieval
piece which In tum had supplanted the Arabic
firzan, The rule changes of 1475 had a
revolutionary effect: aimost all the endgame theory
that had been acquired during the pravious 900
years became obsoiete overnight.

We are already, in effect, playing Chess 2.0, a
seque! with exiracrdinary staying power. Many
new versions of chess have since been proposed
—from 3D chess as seen on the bridge of the
Starship Enterprise, to ‘Fischerrandom Chess', a
varlant invented by ex-world champion and
latterday paranoid anti-Semite Bobby Fischer, in
which the starting positions of the pleces are
shuffied randomly, so as to negate the effect of
memarised opening theory. But nona has
supplanted the five-century-old standard game.

This bref history of chess's evolution, then,
poses the pertinent question to our pastime of
alectronic entertainment: when is a sequel a rue
improvement of its predecessar, as with the new
chess of 1475, and when does it, contrarily, betray
the balance and beauty of the original, as in my
facetious chess sequel? | have been thinking
about this problem while playing two very different

saquels: Advance Wars 2: Black Hole Rising and
Lara Croft Tomb Raider; The Angel of Darimess.

Core Design, it must be noted, has no lack of
expenence in making sequels. There was a certain
logic to each PlayStation iteration of the Tomb
Raider franchise, as Lara acquired new abilities to
complement the ones we were familiar with, and
as environments became more ambitious. On the
other hand, there was a clear law of diminishing
returns in operation, as levels bacame too
sprawling and untorgiving, and increasingly riddled
with incoherancies, to keep the attertion of all but
the most hardened ponytail fetishists. | still
consider that Tomb Raider 2, however, was ane of
the best videogame sequels ever made: it retained
the virtues of the original whils expanding the

For all their increasing sins, each subseguent
Tomb Raider sequel at least knew at heart what

Steven Pools

the core wirtues of the game were: environmental
awe, and the pleasure of lsaming to take precise,
fluid cortrol over Lara’s complex acrobatics. The
first thing you notice, then, about Ange! of
Darkness Is that the broken control system —the
mast unresponsive and woolly in recent memory —
has eliminated that second virtue entirely. Cops.

called, with beautiful understatement, a Medium
Tank. in Agvance Wars 2, however, we have the
Neotank, which outguns its predecessor, and so
the Medium Tank is now just — well, medium.
Moreover, the Naotank could obviously not be
made too powerful, or the balance between units
would have been ruined, and so it is not as scary
or impressive an addition to the arsenal as it might
have been. The same is true of the Missile Silos,
which are fun to use but seem to have been made
artificially puny — taking only three hitpoints from
affected units —in order not to wreck the context.
And finally, it is a mystery of gameworld logic
why aircraft cannot fly over pipes. It's true that all
you really need to know is that pipes function
symboiically to subdivide the map (Advance Wars
Is at base a briliant axample of satistyingly rich
symbolic interaction, much like chess itseif), yet it
must be accounted a slight biot on the sequel's

TRIGGER HAPPRY

consistency thet pipes are the only gameworid
structure that does not have a recognisable
realworld analogue. (Sursly we are not really meant
to envisage pipes that are 30,000 feet tall) In sum,
though | am blissfully hooked on Advance Wars 2,
| must conclude that it is not quite as beautifully
pure a sUCCESS as its predecessor.

“You can see the problem for developers. it is an imesistible proposition to
iry to profit from the success of one game by making an ‘improved’ version”

Add o this insult the incompetant voice-acting, a
feast of visual glitches, and the dismaying ‘physical
upgrade’ system (a perfect example of level design
through arbitrary limitation of player action), and
you have a sequel that, despite fiashes of
architectural splendour and an excellent orchestral
scorg, is inferior to every other game In the series.
Advance Wars 2, thankfully, poses subtler
problems, and yet it may still be wondered
whether [t is In fact a coherent step forward from
the first game, (Advance Wars itself of course was
a sequel, being the sixth in a series siretching
back to 1988's Famicam Wars, but for most of its
audience it will have been the first expenienced.)
One of the touches of deadpan comedy | loved
about AW was the moment whare you met a huge
new type of tank that could more or less obliterate
anything in its path - only to leam that it was

EDGE 1127

You can see the problem for developers. Since
chess was not a commercial product but a gift to
humanity, there was no money to be made from
‘upgrading’ it. But it is an irmesistible proposition to
try to profit from the success of one game by
making an 'improved’ version, Advance Wars 2 is
an outstanding product compared to the mass of
videogame sequels that are bug-fixes, resolution
enhancements or mission packs; but the problem
for Intelligent Systems was that in the first Advance
Wars they had produced the videogame
equivalent of the 1475 version of chess: a decisive
refinement of its predecessors that resulted in a

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




few days ago, | went to an arcade. |

haven't done that for a while. There are

many of these across Tokyo, but this
one was in Shinjuku. What were my first
impressions? Wall, mmediately: Nameco's
Taik gin is really, really popular.
Couples seemed to be enjoying themseives
playing that. As well as that, there are still lots
of those popular Purikura - Print Ciub, if you
prefer - machines, whare you can take your
picture and print it out. There were high school
giris having a lot of fun, taking tons of pictures
of themsalves and their friends. Mmm... | can
recommend these kinds of attractions to
evarybody, particularly female users, but they
don't really appeal 1o me, | looked around for
something else, and saw dozens of Vilua
Striker cabinets ined up, Not just the newest
version, either, but old versions too. Now, like |

¥

said before, | don't go to the arcade much
anymore but when | ses my games | always
have the desire to play them. *Mmm,” |
thought, "let's have a litthe fun,”

| strolled up to a machine, and pressed the
twoplayer button. In Japan, twoplayer
machines are 'versus' cabinels, two machines
back to back, so you cannot see who you're
playing. But before | sat down, | stole a quick
glance around the side of the machine at my
adversary's face. He looked like a kid. And...
damn! He was also looking at me. Our eyes
met. Stuck for anything eise 1o do, we bath
smiled. The smiles said the same thing:
“There's no way !'ll lose this game.” But | was
sure | wouldn't, | mean, | made this game after
all, And anyway, I'm a game producer. My
pride was at stake here, and there was no
maore lime to be womed, because the match
was about to begin.

The game started. Everything was going
too fast, After, oh, no more than ten seconds,
he got the first goal. And then he got anather,
And another. And so on, until | found mysell
thinking, “I'm in senous trouble.” And then,
“Argh, I'm in a total mess!™ Al six-nil down, an
observer could draw no other conclusion than
that my efforts were a total disaster. Stil, |

1 No

wasn'l done yet, and we were about to start
what | had decidad would be a new beginning.
The revenge match,

Waell, you can probably guess what
happened next. Again, | was defeated. | don't
have the words to describe how | feit. We
played again — we played three more times, in
fact — and each time | lost by more than five
goals. At this point, | decided to take a little
rest. | stood up and, as | left the machine seat,
| took anather look at my opponent on the
maching with s back to mine. He was smiling
at me, and | feit compistely helpless. What
could | do? And then, in my greatest moment
of despair, | had an idea.

| made a telephone call. To whom? | called
a programmer, who was at the samea time
supenvising an F-Zaro AX location test in
Shinjuku. He was one of the development

Y AV OUT

Toshihiro Nagoshi,

tearmn members of Virtua Stnker. | explained to
hirm the way | lost all my games and told him
how my opponent was moving onscreen, He
listened patiently, then gave me some pieces
of advice to counter the player's behaviour.

“Wow, is that for real? He is one hell of player!
Okay, then let's have a different approach to ¥
the problem.” He gave me new tactics, moves
and techniques. | have to say, | was not
particularly eager to go back to the cabinet
this time, but | feit it was my duty. Surprise
again, it ended in failure. | didn't call my friend
back Un*crtunate&y. he called me. “Hay, how's

"Nc).' | reGIIBd. And I'm fied up with this
game so |'m giving up. It's hopeless.”

This person replied, with some surprise.
“What? What are you doing? Where are you?
Shinjuku, right? I'm coming in few minutes.”
Although | wasn't in the best mood by this
time, | decided to walt, He arrived, pumped

up, and noticing my expression, he said
“Come on, it is not yet time 1o give up. Wheare
is the man? At this cabinet? Okay, | see him

Let’s go there, together.” Within a few
seconds, a new senes of matches started,

| was at the control deck, but this time | had
the programmer behind me, directing my play
and telling me how to react. "Jesus, I'm so

“I don’t go to the arcade much anymore but when | see my games |
always want to play them. ‘Mmm,’ | thought, ‘let’s have a little fun...”

*Of course! Why didn't | think of that?" |
replied. "Okay, I'm going to go and try that
right now.” Off | went, back to the same seat
as before, to the same opponent, and
confidently started a versus game. | suffered a
succession of terrible defeats,

So, once more, | called my programmer
friend over at the location test. He gave me
even more detailled advice, explained
advanced lactics and expert techniques.
osing the conversation, he gave me a
rallying speech. He told me to hold my head
up high, to carry on, to belleve in myself as if |
was about to go to war. So | did. And... again,
| was unable to defeat my nemesis, with no
more success than | had right at the very start

Again, yes, again, | called the fiend who'd
tried to inspire ma moments before. He said,

Then, ck

ashamed,” | thought, But ha had come all this
way 1o help me, so | couldn't really tell him to
Qo away.

Anyway, back to the big match. | did
exactly what my ‘coach’ was teling me to do
and then, wonder of wonders. .. | won. | mean
| actually defeated the player, the guy who'd
made my aftarnoon so depressing. After that,
| won again, this time with a gap of three
goals. My coach was as delighted as me. |
stood up and, of course, took one final look at
my adversary. He'd changed from the child to
a 30-year-old salaryman. "Oops.” | thought.
But | decided not to mention the minor detail
to my coach. Why spoil the moment?

Toshihiro Nagoshi is president of Amusement
Vision, formerly Sega subsidiary Soft R&D #4
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“Online games are threatening my very reason for playing games in the firs
place. | like playing games by myself, and | don’t want to share my hobby”
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Mr Biffo is a semi-retired videogame journalist.
His views do not necessarily coincide with Edge’s
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- OutRUN2 working it

Remember walking into an arcade in 1986 and being dazed by OutRun’s
bi-linear parallax scrolling? Edge has been waiting for the sequel ever since

Shenmue Il version of the game.)
This time Sega-AM2 has the
official licence and a number of the

Sct oad mod included.

The actual total isn't currently known but
they’ll all be cabi
narrows it down a little. Among others,

t versions w 1

spotted in the: hots are a Dino

246GTS, an F50 and, yes, a Testarossa.

o}
[¥5)
g}

Expect Ferrari's main cabriolet models (328GTS, F40, 360 Spider, etc) to be included. A new six-speed
gearbox has been fitted along with a variety of view options in keeping with other Sega arcade racing titles

— ] eventeen years, That's how long it's

taken Sega-AM2 to unveil the
follow-up to one of the greatest
racing games of all time. (lgnore Trbo
OutRun and OutRunners (and don't even
mentioned Baftle OutRun or OutRun Europa)
~ they're brand extensions, not genuine
follow-ups.)

This is not nostalgia. OutRun remains one
af the most playable and consistently
rewarding racers arcund. True, there are faster
and technically supenor games yet, other than
Burnout 2, no racing title has managed to
come anywhere near to capturing the
essence of the orginal OutRun. It's something
that extends far beyond the game's rustic
(though arguably undated) graphics, the
brainless comportment of the traffic, or the
shockingly simplistic handling dynamic.

And it's the very thing Edge is hoping has
been carried across to OutRun2. So far things
look encouraging. The OutRun mode offers
the same progressive 15-stage structure of
the original game, complete with the end-of-
stage road fork and relentless time limit
restrictions. The handiing is again
uncomplicated, with drifte now induced by
straightforward on-off-on throttle application.
Essentially it's OutRun with updated graphics.

Maturally, there are additions. Time
Attack mode attempts to furnish players
with a password to input online as part of a
nationwide ranking competition while a
Versus option allows four individuals to
rage each other to one of the game's five
endings. Other players’ cars appear in
ghost form on your screen and only the
leader gets to decide the route, which could
prove to be an interesting supplementary
tactical element.

Particularly intriguing Is the Quest mode.
Here the focus is your passenger, or rather,
her mood. Drive in accordance to your lady's
expeciations (ie fast and without crashing)
and a heart gauge fills up. Depending on its
level the game's end saquences change.

That's more or less it in terms of currently
available information. The game runs on the
Chihiro arcade board, which has led to
speculation (and in some cases, outright —
though misguided - assertion) that the game
is coming to Xbox. A technically centric
viewpoint would support this, of course, but
Edge is wearing its commercial hat today an
so a PS2 version seems assured.

Whiat fs gertain is that nothing is certain,
If EA still holds the console rights to Ferrari
road cars then that would complicate
matters — Edge sources suggest that
Sega-AM2 currently has no plans to convert
the title itself, and would consider outsourcing
this to a thirdparty.

The wait, therefore, continues.
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What about the music? Expect remixed versions of the original tracks, not
unlike the arranged versions found on the OutRun soundtrack CD. Not that
Edge has the disc and drives to work listening to ‘Splash Wave' or anything
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Pilage

A time will come when humans live as gypsies, without cars, cities, stats
or icons. Zed Two puts the finishing touches to its turn-based rebellion

The story follows Low as he leads a rebeliion

against the comical but omnipotent aliens who have

reduced humanity to a terrified nomadic existence

Level playing field

mix things up. Tean
five of the nine charac

miliar

s the story progresses. Of the

vhile others
One
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| amifiarity breeds, all too often, not
contempt but biindness. Players
_| schooled over the years in the
peculianties of the RPG and tum-based
strategy genres ha
their foibles. Zaed Two has done its best to
Imagine a world without them.

The rhythm of the game Is familliar from its
2D forebears. Each character in tum can
move, attack and move again. Although each
has a limited moverment range per turn, the
numbers are as thoroughly hidden as they are
throughout the game. Rather than counting
down the number of steps, sach player has
total freedom of moverment within the area
described by a glowing doftted line. The more
you move before attacking, however, the

becomsa cbimous o

“It’s not a joyless test of twitchy skill, more

like getting fo take a si
the middle of every go

034

p at a fruit machine in
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smaller the range avallable to you after
Time constraints have been abandoned
accommodating both chin-strokers and
sprint-finishers

The slick, ring-based men
RPG inspirations showing once again) brings
up the options of shielding or healing after a
move has been completed. Both come at a
price — shielding drastically limits movement
on the next turn, and healing leaves you
desperately vuinerable to any attack

Weapons are split into two categories,
determined by their targeting mechanism,
Line-of-sight weaapons have a fat, wandering
reticule. Pick your spot, and then fine-tune
the direction and power of the shot by
Pping two moving hairfines. Ballistic

the

shots
require a top-down view, with the equivalent
of a sonar screen projected on top of the
map. It's not a joyless test of Iwitchy skill,
more like getting to take a sip at a fruit
machine in the middle of every go.

w’w._.r:, ||nguflmmw

11

i

But beyond these two weapon types
blossoms a whole range of possibilities. As
wedl as the expected mines and cluster
s evolve powers

bombs, some cha

which radlically alte:

healing beam works just as well on enemies

as team-mates, 5o careful aiming is crucial,

Later in the game, it's possible 1o bounce

shots off shielded team-mates, who deflect

them towards enamies out of sight of the firer.
Indeed, the game's whole mechanic is

centred on ling of sight. The aliens have no

{oreknowledge of the location of your team of

rebels, or even of their presance. Only on

seeing you are they alerted to the threat

you pose. However, they can then pass on

this information to any other aliens within

their ines of sight, who in tum can do the

same. This allows them to deploy chains

f spotters to relay your position back to,

say, a catapult hidden and protected

behind a high wall




Format: PS2, Xbox, GC, PC
Publisher: TBC
Deveioper. Zod Two

yr: UK
Releass: O4
1
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rating t ing a game which is

accessible to all - Including non-gamers

Characterisation in Pillage is highly detailed. As Low, the game’s hero, grows throughout his
battles he inherits the same range of weaponry and abilities that his father exhibits at the outset




* Metal Amns: Giitch in the System

Oi, robot! Swingin’ Ape proposes three new laws for its

thirdperson android shooter: compatibility, coherence and comedy

Glitch isn't always working solo. Some missions find you sweaping into town with a couple of compatriots.
You have no direct contral over them, but their presence produces a surprisingly strong sense of camaraderie

g, but faced with an armm

C | robots at that — any vestige of
reserve can be abandoned. And as Giitch, the
only decent robot left in Droid City, it's your
responsibility to destroy everything you meeat

Controls are considerately efficient. Move

with the left stick, lock with the right, triggers

“Despite the impressive settings and the
intensity of the firefights, every aspect of
the game is geared for laughs”

The scope shows which robots are open to
possession. Stealth is key, as getting a clear
shot in once you've been seen is tough

held to pause the action and cycle through
the options, Elegant on the P52 and Xbox

pads, there is a risk of the schame feeling a

s such as grenac Or Sreper

v gratifying

opes. Weapons are gloriou

t guns stud hysterical enemies with tiny

explosive charges, buzz-

and spin with a gusto tha

Conversely, the ngh :
used with any left arm projectile, lending your

EMP granades greater distance and accuracy,

It's not a system Inspired by austere

concepts of balance. It's one designed to
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of the

cater for the whims and impulses
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can assume stealthy control of any robot

sierm never lorgets its
robot theme. On assuming tether-control of
another bot, Glitch collapses into a jumble of
inert parts, safe from enermy scrutiny or
attack. Once the connaction Is refinqui

maintaned v

nd vehicles. If t

can use

you. Enemies are as vuinerable

its abiites and

ramain as they were whe

Weasne:

YOur oppor ~ there arg no conve

allowances made. Environments are sensible




PS2, Xbox, GC

hier: Vivendi Universal

Dovelopor: Swingin' Ape Studios
rigin: US

Helease Winter

Previcusly in E1258
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more than a

Tantation
Y Spawning
anemies and competent squad Al | s that
play through differently depending

The d ity in the animation and mav
patterns of the robots isn't simply a device to add
character. Weapons and tactics must be adjusted
to suit as they wheel, charge and jump
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Homeworid 2

It's space combat evolved for the successor to
Relic’s critically acclaimed RTS-in-space title

Homeworld 2's brightly coloured backgrounds belie
the game's space setting, and combat environments
are further enlivenad by debris clusters that
eventually prove to be of crucial significance to the
development of the game's epic narrative

We are the mods (agai
This isn't the fi
‘Quadrophenia’-style pun has been used

time a lame

to introduce the fact that a developer has
opted to support the homebrew
community, and tr
be the last. But, lil
PC game developer these days, Relic will
definitely be supporting mod groups by
making Homeworid 2 tools available to

ances are it won't
any self-respectin

download from www.homeworld2.com
It even claims that the engine has

been designed with mods in mind from

the outset, offering significant support

and high levels of customisation.
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hie task of updating /

particularly t fanbase,

highty successful formula employed in the
iginal title is sacrosanct. And then then
hat no other game has really managed to
implement realtime strateay space combat in
three dimensions quits

5 the

fully as

3 Sequel was

Homeworld. Thus, developin

ll

ancing

consequently, its similarit
instalment, Takin
to Hiigara ¢

rnthe
he sequel sees the Hilgarans, having rebuiit
their civ

sation, defen

g it from a new

alien threat. Thus begir game that’s once

ic story-driven

RESOURES UNITS
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SUBSYSTEM QUELES

Format: PC

Fublisher: Siera Entertainmen
Relic Entertainmen
Origin: UE

=, August (US), September (UK

engaging as those in Homeworld, and
although it doesn’t feature any track:

prog-rockers Yes, the soundtrack Is also

s fram

irm

ng and expressive.
Above all though, the basic formula

remans unchal
RTS that makes full use of three dimensions,
i ng sumptuous visuals, a well d

ged; this is a highly polished

formula — ng a radically

streamlined Iinterface

Although the onginal control scheme

has been included to ke
fanbase h
ntrol, menu

ction, and a

hotkey or by type
o Strike
of synchronising the

argarise units int sroups, which

increases the eas

actions o 5568,

Another ¢
r tha game are
another than in the original Hom:
mest

erent ship Cl

ce Is that the various

ne

that the unit sele

was too similar, This time:
> three NPC ra including
sich Is playable in multiplayer

modes,

The Hilgaran flest, on the othier hand, is more

offering faster ships in larger fleets

muiti-func uently

nal, though co

rer and fewer in number.

There hasn't been another RTS that has done
justice to the grandiose sweep of space combat
to quite the same extent as Homeworid, but the
sequel manages to refine the interface of its
predecessor, and offers greater tactical variation



Alter Echo

Science fiction and videogames have always had an affinity, yet THQ’s latest
offering is likely to push your mumbo-jumbo tolerance threshold to its limits

ake a good lock at the screenshots
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his upper body belongs to ‘Tron' and his

haquille O'Neal

ent into the

18 your opp
and briefty out of sight, so timing a

hit as the foe plummet:

It's hard to fathom whao this will appeal to. Its current
gameplay mechanics are too bland for hardcore
gamers while the visual style is too outlandish for a
massmarket fed mostly on quasi-photorealism

y the ground is

tnicky. It's that Nevin's

y allows him to morph into
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ciimo certain b
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Nodes can be destroyed to open the way ahead or trigger special events. Once Nevin fully upgrades what"
his PolySuit he can transform inte sword form, gun form or stealth form - each drains energy, however




Vegal: Meke t Bi

Format: PC

Futihsher; Empire Interactive
Daveloper: Daepﬂedﬁm
~ Origln. UK

Aglease: September 19

Creating gaudy hotels, promoting cheesy magicians and overseeing
two-bit strip joints - it's all in a day’s work for a casinc empire builder

Ahh, Vegas, you've got to love it. Once you have
established your first hotel and casino complex it's
possible to expand along the strip. The ultimate goal
is to become the most powerful mogul in the city, 3
though fun can be had along the way entertaining the | | | - i
masses with your lion tamers and cabaret acts i ' .

i

If you want to run a crooked table just adjust the ‘takes’ in the house's favour. This will increase profits, but
over time may cause punters to go elsewhere. Employing security guards should prevent any nasty scams

042

ot that Edge is into gambling or
anything, but the prospect f a
1 tycoon title based around the heady

world of Las Vegas gaming was too mouth-
watering to ignore. Unsurprisingly this is a
rags-to-niches tale: you must develop a small
lot on the Viegas strip and eventually build a
muiti-million dollar gambling empire.

There are ten themed building styles
already in the game (think Mayan temples and
futuristic space stations) though a flexible
editing suite allows creative users to replicate
the real-ife monstrosities currently populating
the Las Vlegas strip. Indeed, part of the appeal
in Vega$ lays in generating the gaudiest set of
themed buildings possible, Consistency of
construction, {t would seem, goes down well
with the punters

You start out with a limited budgst so sarly
management decisions revolve around puling
in the crowds with simple hotels and modast
faciities. Cleverly each of the ndnaduals
cnusing the strip has different needs and
wanis. High rollers are locking for big money
games, while lamilies prefer restaurants anc
joy rides. Focusing on the kind of punter you
want to entice into your lot Is important; it's
not a good idea to put a nipple parlour next to
an Bvis-themed chapel, for instance. Even in
Las Vegas, that would be tasteless

The camera is incredibly fiexible and
dynamic - zooming around your playworld is
effortiess. Penetrate inside buildings and a
new world of micro-management possibilities
open up. Although prefabricated casino fioors
can be selected, much of the challenge
comes from designing layouts to maximise
profits. Along with changing the 'takes’ on the
tables it's important to
g from lavatories and food areas do
put off potential gamblers. Furthermore, high
roliers tend to prefer shelterad areas away
from the hustle and bustle

Variety Is also crucial and the ratio
between roulette, craps, blackjack and slot
machines must ba finely balanced. Detail even

extends to changing the kind of car you have

ske sure the smalls

he lobby as the casino's grand prize. As a
casino mogul it's aiso your duty to employ and
pay =tafl, These range from cocktai
waitresses to security guards and each have
varied personal ratings and pay expectations.
With subgoals that include staging your
own high-profile baxing match, Vega$: Make

it Big is looking like a very accomplished
tycoon title. Whether the market can take any
more of these management games is

entirely another matter,



Samural 2

After production of the third Tenchu title went to K2, Acquire has
focused all its efforts on this follow-up to Way of the Samurai

onceived as an action-oriented

the Way of the Samural ser

characters famiiiar from the original. The peopl

Tl iIIln

repeated play-throughs ui
However, being as your character is

events you trigger will b lent. The co

systam been embelished, with more

emphasis on blocks, sidesteps and courters.
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or replacing your weapon, and it's fikely the

rmoat

smiths offer the possibility of Improving

of bale

complex s
be retained

The first game's mix of action, authenticity
and narrati

n Japan, where it sold 250,000 copies

sed Upgrades will

sly successiul

Dejima is home to some calculatingly cute
children in need. Helping them may eam you
cash, but risks the attentions of the local Yakuza

Magatama

taunch. Samurai 2 has e
eclipsing this

LICCESS.

foll to Tenchu's survelllance

-~ | and stealth, Samurai 2 sets out to strengthen the reputation of

The open nature of the first game's narrative is expanded by the
initial choice between three characters. You wander the streets of
Dejfima, an artificial island built by xenophobic Edo shoguns to house
fareigners and pravent the spread of their cultures and religion. Its a
setting which allows the inclusion of some of the more incongruous

you meet and events

you witness influence the path you take through the game, and

a swordsman, many of the
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There are three distinct characters available: the
young samurai cuts a lonely figure, the
aggressive fighter is armed with twin katanas,
and the veteran is a skilled swordmaster

Farmat: Xbox

Publisher: Microsoft Game Studios
Developer: In-house (Tokyo)

Origin: Japan

Belease: Q4 (Japan), TBC (UK)

Previol

sy in E126

Announced at the Japanese Xbox conference, Magatama shows that Microsoft
isn’t quite pinning all its hopes for the region on True Fantasy Live Online

e time to find it f
& markel, A lack of local
development suppaort has made its job harder, but recent

1t has taken Microsoft som
the particular tastes of the Japane:

announcements suggest a corner has been turmed.
ma's story is Inspired by both Japanese history and folklore.

Flaying the part of 2

defeating enemies

Ny Samurai you are
to the stability of the feudal state

=harged with

Thaese enemies cal beasts

maost of whom

onsist of both renegade samurai and mythi
o be o
2ry much on rapid action. Combat is controlled by
f 1 triggers cC
but rather forms the basis

he emphasis is
s, tsa

a single button, repe:
system which could run the risk of monatany,

for an intriguing team-up. Details are sketchy,

but the central ¢

linked to his dragon sidekick, who battles with

hirm, and be able to
The game's designers include

Hiros awai, who worked on Final Fantasy

Vil and IX, and although the setting is

Japanese, the game's creato aid to

be aiming for & ‘pan-Asian’ tone, which it

will make the game as palatable to

the west as Square's bast-selling

RPG has proved.

“haracter's abilities

e may b
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Magatama are curved stones or jewels sacred to
Shinto. Although it is not clear if this is what
inspired the game's name, it seems likely in the
context of the story’s inspirations

Sumptuous environments are reminiscent of
Onimusha 2’s prerendered backdrops, but
Magatama will be fully three-dimensional



Dinosaur Hunting

il Xbox
Publisher: Microsoft Game Studios

Developer: SCARAB
Crigin: Japan
Release September 18 (Japan), TBC (UK)

Despite sticking firm to a September release date, information is proving very scarce
on this new dinosaur hunting game, Dinosaur Hunting. Clue's in the name, you see

1 ere Edge forced to take a guess, it would hazard that the
name of the main character in thig period shooter Is almost

! certainly Dinosaur Hunter. Set in Guiana in 1910, which must
be a first for vic mes, the story ope:

with the miraculous discovery

that dinosaurs survived for millions © s in the depths of the

Amazonian ungle

Courtesy of a suitably shady multinational named Ark, the world's
best hunters, of whom your character is one, are gathered to hunt
and trap the animals, Armed with a rifle = no doubt called a Dinosaur
Rifle — your job is to stalk the dinosaurs by following their footprints,
calls and droppings. Once in your sights, you must carefully estimate
the amount of tranquiliser needed to sedate them. Overdo it, and
your score is heavily penalised.

A number of features make Dinosaur
Hunting an appealing prospect. The delicate
nature of the drug capture suggestsa
Fokemon-style juggle of judgement, and the
mysterious nature of Ark opens up the
possibility of getting hold of futuristic
weaponry. Although, whether that's futunistic
from the perspective of 1910, orfrom a
contemporary point of view is still anyon

The scale of the saurians is certainly impressive,
but Is likely to present control and combat
difficulties, These will have to be met with speed
and flexibility if the game is to avoid becoming
reduced 1o just a series of boss encounters

=i

(%

guess —for another couple of months
till it's released, anyway.

Dragon Dnve: D-Masters

Bandai sets out to cover all its bases with a dragon riding, card battling, link-up
compatible, evolution based shooter inspired by the hit anime series

Dinosaur hunters seem vulnerable to a laudable
range of occupational hazards: kickings,
stranglings, stampings, bitings and tossings

on-rails shooting suggested by thesa screen shots

Farmat: GameCube

Fublizher; Bandal

Developer: Treasure

Crigin: Japan

asa. August B (Japan), TBC (UK)

—1 read from the technical limitations of the PSone, the Dragon
|i= | Drve serles has abandoned an RPG approach In favour of
fully realised combat
Cniy a minority of the stages require the kind ©

ar Fox-style
Others offer the

ance to roam freely, discovering items and triggering batties and

S is Lew NI Wi

— LTI S
The lock-on targeting system and on-ralls play "
indicates that any resemblance to Panzer

Dragoon Orta is perhaps not purely cosmetic

The urban environments are appealing, both for
their exploratory potential in free roaming mode
and for their tactical possibilities in battle

vents. The boss mode would sound a tedious inevitability in the hands
of anyone but Treasure; Edge hopes the developer's usual crazed
exuberance isn't stified by licence limitations,

Dragon design is lavish and imaginative, with each creature able to
/olve into three new states. Special attacks are replenished by the

ev
Sy

by the shield system, which uses up this
special attack power al a much slower rate,
The garme has clearly beaen conceived to
take full advantage of its cross-media
heritage. Booster cards can be unlocked with
codes from the forthcoming Game Boy
Advance title (& card-battie RPG) or from the
Website and magazines asso
card game and 30 minutes ol animated

AT

siated with the

footage is also included
A twoplayer battle mode simply
completes an already promising picture,
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Hardware Online Arena

Format: PlayStation2
Jisher: SCEE
Developer: In-house
Origin: UK

Beleasa: September

Sony is still not shouting about its online strategy, but Hardware looks
like it could shake gamers out of their apathy, at least in Europe

The levels provide generous numbers of pick-ups
including rockets, energy beams and health.
Raining down destruction from above is great fun

o kids the idea of taking charge of a tank and blowing away
| an assortment of enemy ammoured vehicles Is the stuff dreams
L | are made of. And let's face it, that kind of power is alluring no
matter how old you get. It's the kind of primal desire Sony is hoping to

tap into with Hardware

But there's subtlety too: intimidating firepower is not the first thing
you notice, it's the well-judged physics. Much more exaggera
you'd expect (especially the jeep and buggy) the vehicles can be thrown
around with joyous abandon. The environments, ranging from Inca
ternples to spaceship hangars at Area 51, have been designed with this
in mind. With plenty of ramps, jumps and secret cavermns to explore, the
marriage between driving and shooting has been balanced perfectty.

Edge’s experisnce on the beta trial has
been favourable; everything waorks proficiently
and it's clear that this has been honed for
onling play, rather than [ust existing as a lame
extra. The only guestion mark is whether it
can remain interesting over long periods of
lime. As with most online console games the
mission design is very conservative. How
many more King of the Hill, Capture the Flag
and Deathmatch games can consumers
lake, no matter how clever the
vehicle physics?

ed than

During the beta trial Edge’s favourite vehicle was
the buggy (left). It's the nippiest of the rides
available and its weak cannan can soon be
augmented with more powerful weapons

Conflict: Desert Stom |l

More urban environments and fewer goats, promises SCi for the sequel to

one of last year's most successful games. But Edge liked the goats...

he timing of SCi's Confiict: Desert Storm Il is hardly delicate,

but then, how long must one wait before such things become

palatabie? Moral issues aside, Edge will juddge the game by
its gameplay merits, and by that yardstick, things are looking promising.
with the original will remember two things: the sense
of hofror when an enermy armoured vehicle rumbled into sight (good)
and the atrocious Al (bad). Developer Pivotal has taken on beard
criticisms from fans so as to significantly improve this sequel. In
particular your squad can expect to encounter a greater range of enemy
vehicles, including helicopter gunships, and detail extends to phosphor
grenades that can set alight enemies (or even yourself, though a roll on

Those familie

the ground can put out the flames).

Tracer fire is now colour coded (according
1o war convention) which makes the
tremendous fire-fights less confusing, while
the enemy Al is markedily better. Significantly,
it's now possible to sneak up on enemies
because each operates by cones of sight and
hearing. Pvotal also boast that the game is
mors emergent - Edge noted that snipers
can be taken out with well placed shots, or
avoided merely by throwing smoke grenades

R L A iaad et ey "
e i
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Desert Storm Il employs a novel recovery system.
This time you must get every member of the
squad over the finish line, and to help you achieve
this medipacks can resuscitate fallen colleagues.
This engenders a greater sense of fraternity and
deepens your strategical approach

Farmat: Xbox, PS2, GC
Publisher: SC

Developer Pivotal Games
Origin Uk

Felease: Q4

Previously in E12¢

The Xbox {above) and GameCube versions of the
game will support a fourplayer co-op mode. The
P82 version only supports a twoplayer equivalent

to obscure their vision. It's a significant
mproverment on the original, then.
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Format. Xbox, PG

Pure Pinbal s

Relaase: TBC

Freviously in E126

Fast cars, train wrecks, bi-planes and balls of steel. Swedish developer, publisher
and jack-of-all-trades Iridon demonstrates that pinball belonged on Xbox all along

aced with the technical potential of the Xbox, most
= developers think big rather than small. Pure Pinball's simple
focus could expand the stylistic range of the machine and
therefore represents a welcome addition to its portfolio.

Setting the camera to follow tha ball produces a swooping tour of
the lavish tables. Rather than the tangle of detall apparent from the
top-down view, from the ball’s perspective the rails and layers
tower above you, bumpers as big as football stadiums. It's a neat
little Lilliputian switch that makes the tables physical and fascinating.

It would be a useful addition to allow such close-up inspection of
the table before the game begins. As it stands on the preview
code Edge has been sent, the first faw rounds on each level pass as
a blur, while you fiddle with camera angles

and gape at the complexity. Bonuses trigger
well-chosen sound effects, and a good run
builds a cacophony of toots and revs and
pings. Centrols feel a fittle simplistic, howaver,
particularly the tilt which is disappointingly
mechanical and unresponsive

A PC version of the game received a
limited release earlier this year. If Indon can
launch the Xbox version at a similarty
modest price, the field should be clear

Should one of the many camera angles hide
the score display of the cabinet, the game
automatically displays an info box in the
corner of the screen

» o

N
W,
L

Detailed options include the removal of the
table's glass overlay, or of the the rather smart -
but confusing reflections of the room it stands in for Pure Pinball, =

LA

~ The Saga of Ryzom

Can innovation find breathing space among the jostling crowd of big
licensed MMRPGs? Nevrax certainly hopes so. It has an epic tale to tell

Release: Autumn

Previously in E108

1 he scramble for the precious subscriber dollar is getting fierce.
With the relentless march of EverQuest and the armmy of
licensed MMRBPG's it has inspired, it's left to the likes of The
Saga of Ryzom to truly liberate the genre.

Possessing all the flair that befits its Paris locale, Ryzom's fantasy
setting builds a lush manga-inspired emvironmient with & thriving
ecosystern that interacts with the communities of the world of Atys.
Players will forge their own destiny or work with guilds to further the
path of their civiisation, with a mission structura that embraces the
newbie whilst handing the experienced players the prospect of shaping
both landscape and storyline.

A full genetic character system allows players to retire heroes and
play cn with their own brethren, inheriting
attributes and skills of their parent. A full suite
of editing tools, meanwhile, will encourage the
development of guilds to construct their own
‘homeworld' regions that can be incorporated
as new areas in an ever-expanding world. i 4

The sheer beauty of Ryzom will of course ”i : |
be the initial hook, and, if early expectations llﬂ
can be managed, the enthusiasm and vision
of developers Nevrax will have the opportunity
to go 1o work. Then the Saga should e
every chance to fiourish, e

: Il Nevrax plans to support the online game with a
[‘. ) | i number of ambitious complementary services
l i ot 1 including the opportunity to carry out auctions
i

; and guild voting via your mobile phone

Guilds will be able to organise themselves and
pitch for ‘contracts’ that will see them tulfil vital
roles in the development of their civilisation
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| re&:r%r] / \lphas This month’s announcements and updates...

Naval Ops: Warship Gunner

wmat: PlayStation2
Publisher: Koei

i ..i,'"“m!!.u-

Although it's one of the great number of World
War |l titles in development, Naval Ops
distinguishes itself by its marine setting and
strategic scope, and it's by an expert in the field

Gladiator: Sword of Vengeance

al: Xbox, PS2
lisher: Acclaim
eloper; In-house (Acclaim Manchester)

Not the realistic title implied by its association
with ancient history; in fact you'll be able to raise
the dead and “unleash the power of the
elements” in order to vanquish your opponents

Tony Hawk's Underground

Format: PS2, Xbox, GC
Publishar: Activision
Daveloper: Neversoft Entertainmant

Progress from unknown local to pro-level skater;
explore the nine levels on foot {or by car) for
session spots; upload your face into the game;
share skate parks online... It's promising stuff

Spy Fiction

Format: PlayStation2

Developer: In-house

This stealth ‘em up efiort from newcomer Access
Games seeks to blend elements from ‘Mission:

Impossible’ and Metal Gear Solid, and its hero

benefits from an enormous variety of gadgets

Takahashi Naoko no Marathonshiyo!

Format: PlayStation2
FPublisher: Taito
oper In-house

Takahashi Naoko is a famous Japanese athlete,
and this game, based on her exploits, sees
would-be winners training a single athlete while
fighting to maintain financial solvency

TLoTR: War of the Ring

Farmat: PG
Fubfisher Black Label Games
C ner- Liquid Entertainment

Intriguingly, the latest title to utilise J.R.R.
Tolkien's mythical universe is a realtime strategy
titie that offers the opportunity to play the side of
the Fellowship or control the forces of darkness

Capcom is publishing this update of the popular
Cinemaware franchise, which apparently is set
to offer sword fighting, archery, jousting, siege
warfare and ammy battles. Interesting...

Gundam Megurial Uchu

PlayStation2
Bandai
Developar: In-house

Publisher

In an effort to make the frenetic open combat
characteristic of previous Gundam games more
manageable, Bandai is introducing an on-rails
style system, zippily called the Route Tube
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> than three

| waiting for a scintillat

it Is yet." Foaming praise on Internet
fi

rums, faked screenshots, the
creation of Websites dedicated to

disseminating the rumours. The

interest in Killzone has caught

ames,

E126) until publisher apathy saw the
ved - Guerrilla was hoping

1with

de Ronde. “Cur ph

y FPS that w

make

out had innovat

esult of that.”

the

After seeing substantial parts ol

the game, and expenancing threa

and frontend up therms

with anything EA can produce. What

are they putting in the tea over thera?
After showing Edge the video and
playable levels, de Ronde takes us on

a tour around the building

1- PlayStation2
Publisher: SCEE

ar: Guerrilla |

et the most likely candidate... '

The Helghast troops are menacing but they
become dismayed when under intense mini-gun
fire. The heavy weapons can be carried easily by
the two burty members of the ISA team, but Luger
struggles to walk and aim accurately with
anything requiring two hands to control. The slum
level (above} is remarkably polished considering
the game is still a year away from its release

animation, music, art, lavel design

programming, Al. Accompanied by

three Sony representatives, plus

weapon sl 1o Halo's
two. There's an uncomionable pause,
It's the kind of slence you get when

someone cracks a bad joka al a

funeral, It spoke volumes

t Sony is

ons Decause

VE LD

ast FPS title

to by becoming the gree

D53 >



Get knee deep in water and your speed is compromisad; camry a heavy weapon and movement is reduced to a snail's pace, Such factors
should keep the player thinking and changing strategies on the fly. The kick-back from the weapons adds another layer of authenticity

fighting char wt Guemila’s game
aiso has its own peculianties

Asthas

& Helg

troops ranged

The X button s context sensitive,
delivering brutal mélée attacks and letting
you leap barriers and climb ladders

Earth) you have just
VOl IL. eerad to undergo a suicide

n behind enemy lines. As the

game [akes place inthe n

you won't find any laser guns

varp holes. "Wae wanted t«

ith our own epic war," say

j8. “However, w

fire green blobs ma

special effect, but it tak

the gratifying aspects

ne move away from aliens wil

make the game more acce

N mas:

four playable cha

variety, \

Before that sentence strike

your bones, we should pol

entire game while your team-mates
provid er fire and support, To
prevent frustration and tresome

irevwy Inspiration

resiarts. coleagues that b

2COMa
seriously injured fall back, leaving you
with the brunt of the wark.

"We had three rules when we
gecided to h
adds Michiel van der Leeuw, !
game’s lead pr
that they will
cover; the second, that they
block the player's passage th

e game; and the third is that the

rammer. "The first is

Ak
ougt

I

@ back when on low health,”
fact, after concern expressed by
Edge, van der Leeuw admits that your

team buddies cannot be killed by

enemy fire, only weakened,

Only two characters are currently
on show: Templar, a mean-looking
commando (Edge suspec

der) and Luger, a

is nes the

Mae

alth character with the ability to get
places other voluntesrs cannot

h. You can play through the

er, and as Wiec

comvention dictates.

each speciaises
with certain weapons. Luger has a
high accuracy with sniper weapans

y carry and sh

the

|

I

il | ||
'
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waapon ch

through the gar

fourth time with & nev [player's] location. Now we've made it

so the enemy is T ) perceptiva, It

also means an make a

about e

Ex noise, then m / location
dropships spewing out Helghast and take
axtrame firafights and APCs col

Y cdestirue

= Edge has heard so

ghting an orgearn an nany 5 15 about Al that
Yet

a simple

Trrow a grenade at a

t and they flee

out a sentry with a

wincingty:

STper weapon and the

sniper weapons and hand-grenades

There's nothing cutiandish about any

of these weapons, but that's the point,

Guerrilla promises “at least five emplaced”
weapons for the player to make use of,
Edge has seen one: a huge turret gun that
can rain down terror an troops below,
Helghast gunships (below) make a
dramatic appearance later in the game

The texture quality is produced through a neat multi-layering technique. When enemies are
far away layers are removed to maximise performance without impairing the visual guality
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Currently the player has a ‘health’ meter that replenishes slowly when damage is not being taken. Predictably, this works in a similar fashion
to Master Chief's shield. Health packs are available throughout the game but should be placed in ‘believable’ locations such as infirmaries

3 gun, it should feel

more Drecise

Wargan ke a gun,” enthuses the game’s ars generally shoot at the
producer, Alastair Burns. “E same level and they don't need to
| Almosta game In its own right, the Al editor Guarrilla has fashioned to implement weapon has its own personality and a make big adjustments. Secondly, the
. I 1 v
and test character behaviour is wonderful to behold. In this sequence (below) several secondary fire function. On top of that, horizontal turn is very accurate at

Helghast troops defend a fortress while an ISA regiment attacks, There's no direct
control — the cycle is triggered and the soldiers begin to fight it out from their
positions. First time, the ISA troops win convincingly, taking cover effectively and
organising their assault with expertise. In the second sequence, however, things are
not s0 clear cut. The Helghast soldiers defend their battlements with conviction and
several ISA men go down before they can reach the ladder. Eventually it's two
against two and the final pitchad-battle takes place on the roof of the guard tower,
The ISA team wins, though only one man is left standing. If such Al is manifest in the

your characters Lse each we lose range but

final game then Killzone will be intense. n & shooting gallery

aenarmy ducks and we

WOOC
ndoned

rs, industrial

be picked up on the battiefield and it's diggers, Each level is inspired by the

testament to the level of detall in the and textura contained in groups

game that the equipment used by of these images.

ceably differant,

controls? The

not noted for

right. “We've doni

ains van der Leeuw, “F
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Dutch coura

Martin de Ronde began his coding life at Bullfrog before maoving on to Project 2
Interactive then Lost Boys. As one of the founding members of Guerrilla (a result of a
merger between three established Dutch developers) he has a clear vision of how he
can make the company one of the top ten independent developers in Europe.

Is it possible for independent developers to make innovative games any more?

As original titles consistently fail to ‘perform at retail’, it becomes evident that
innovation in itself is no longer a strong enough commercial proposition. Even worse,
brilliant games like Rez and Super Monkey Ball are to a certain extent sounding the
death knell for innovation as their sales figures provide argumentation for decision
makers in this industry not to greenlight any more of these types of projects. Not that
these game are unsuccessful, but other, more mundane games are simply more
successful. In an industry long characterised by risk averseness as a result of
spiralling costs, this further minimalises the number of experiments and lowers the
chance of us encountering a new Tetris or Lemmings.

How can you break this cycle?

In short, we should try to be commercially as creative as possible when dealing with
game design innovations and even attempt to temporarily hide them Inside a
straightforward looking massmarket game or underneath a licence — revealing their
true identity only once the massmarket penetration potential is already in sight.
Developers' commercial departments, design departments and the game's publisher
= which by its very nature has the most market knowledge — should continuously
work together to achieve this, respecting and learning from each other’s fields of
knowledge as they go along.

You mentioned that Rez could have appealed more to the masses in this way.
How so?

Yes, creatives behind the innovation should suppress fears that this will involve
compromises that will affect the game experience. One could ask wheather Rez’s
game experience would have been diluted by the inclusion of songs from or product
endorsement by DJ superstars such as Oakenfold and Tiesto (who seem like a
perfect, non-expensive fit for this type of game). The answer is: quite probably not.
But it may very well be that Rez's P&L account would have looked different as a
result of such a 'licence’ as it may have reached a broader audience.

And how does your philosophy apply to Killzone?

| would be lying if | would say that we've carefully taken the approach outiined
above, when we were designing this project. Our collaboration with Sony started
with a technalogy demo. However, once work on the game got underway properly,
we did look long and hard at the ways we could innovate in the FPS genre and, once
found, we were indeed very careful to ensure that the game’s innovations in the
fields of Al, control method and sguad behaviour weren't lost in a mediocra game,
but were firmly grounded into a solid and sound market proposition that consumers
were looking for; that of a top-quality FPS with a unique style, stunning graphics and
groundbreaking technology, specifically designed for PS2.

i
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Although you are not able to man vehicles, they still play a role in the game. APCs,
gunships and ‘other’ forms of transport terrify the player with missile bombardments

at many of the German uniforms
usad in World War I, some made by
Hugo Boss. There are those
influences, but we also tock the

gas masks from Waorld War | and
some aspects from more modem
uniforms.” Glowing orange eyes
through dark masks, the Helghast
lock stunningly villginous.

More impressive still Is the way this
artistic vision is transferred to the
game. Many of the gorgeous graphical
effects are created because Guerrilla
draws multiple layers of smaller
textures on top of each other. "The
operations on a per-vartex level are

“We took a look at many of the

WWII, some made by Hug

masks from WWI and aspects

actually very flexible and more
powerful than per-vertex operations
on PC and Xbox," explains
development director, Arjan Brussee.
“The performance impact of
drawing these extra layers is quite
low, since the hard part of P32 GS
programming is already done, like
clipping and transformation. As
optimisations for the game we have
added LOD in many stages of our
rendering (and gamecods) pipeling,
where for instance a highly repeating
cloth structure texture is not visible
any maore after one meter, so this
layer is not drawn any more
Layers can fade smoothly in and out

to limit hard 'popping’ effects
between different levels of detail.”
Killzone is still a year away from its
official deadline, so there's plenty of
time for optimisation. et Edge
remains concerned by the choppy
frarnerate. It's not that this team can't
perform wonders, it's more that there's
little on PS2 this detailed. Can Sony's
infameously developer-unfriendly
maching handle Guenilla’s ambition?
"We did a risk analysis before we
started in case of performance
issues,” says van der Léeuw. "As it
turms out, the unsteady framerate Is
caused by raycasting — dus to

rman uniforms used in

maovement and Al - and not so much
by graphical detail. We are constantly
measuring the performance and
estimating our headroom for
optimisations and applying the most
critical paints of slawdown, We'll hit a
constant, high framerate in the end.
Some minor tweaks to content and
encounters may be necessary in
certain cases, but nothing that will
drastically change the look or feel of
the game.”

The only set-piece Edge
witnesses is in the 'slums’ level. After
taking out several Helghast foot-
soldiers with shotgun blasts, a
gunship hones inta view then deploys
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In most scenarios the other three members of
your team provide covering fire and move to
the raar when injured; they cannot be killed
outright. However, there is the occasional
protect-and-escort mission where thay
become vulnerable to anemy fire
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Having studied anthropology and prehistoric
archasology at Cornell University, Larry
Holland entered the videogame industry in
the earty-"80s. His first job in the industry was
at Human Engineered Software converting
arcade games such as Super Zaxxon for
home computers. He went on to work on
titles such as PHM Pegasus and Strike Fleet,
baoth published by Blectronic Arts in the
mid-'80s. He is perhaps most famous though,
for the creation of the X-Wing/TIE Fighter
series of space flight sims for LucasArts: Star
Wars: X-Wing Alliance (1998), X-Wing
Collectors Senes (1998), X-Wing vs. TIE
Fighter (1997), TIE Fighter (1994) and

X-Wing (1993). His current project, Secret
Weapons over Normandy, is the spintusl
successor to a trilogy of WWII air combat
games that were published by LucasArts
{then Lucasfim Games) before the X-Wing
series: Secret Weapons of the Luftwaffe
(1881, Their Finest Hour: The Battle of Britain
(1989) and Battishawks 1942 (1988).
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and CEO, Totally Games




' How has studying archaeology helped you
l as a developer?

It didn’t help with any direct material or
content, but it gave me the skills to do
research, and to enjoy piecing together
things and discovering and trying to
extrapolate. It actually took me many, many
years to figure out why | was drawn to
building computer games after having a love
of archasolagy. From when I'was a little kid |
wanted to be an archasologist. | had decided
when | was in the fourth or fifth grade that |
wanted to be Indiana Jones — maybe not
robbing idols from inside the Pyramids, but
going on some adventures.

So | followed this trajectory through my life
for about 20 years. But the connection was,
to make a long story short, that what an
archaeclogist does (s to take the pieces that
he finds and he tries to construct in his mind
and on paper a living, breathing world. And
really what | find enjoyable and has drawn me
to warking in the videogame field, is that what
we do is to build worlds which you can enter
into and believe are alive, and which make
sense and work. | didn't consciously maka
that connection til about five years ago, but
it's the idea of recreating & world,

How has the industry changed since
you've joined it? :
Well let's see, | joined this industry in 1983, so
o say it's changed would be an incredible
understatement. | think the best way o typify
the change is that backhen if we wer in the
public’s eye at all, i we,srmpd up on & blip
an the radar it would Be in a tiny comer of the
business pages — if we got mentioned at all
Obviously today we're no longar.ﬁn-ihe
business section; we're in the culiurs and
entertainment saction with television and
movies and everyone else. So in the two
decades that I've been in the industry wa've
come from being a nobody to sitting at the
same table as 2l the other entertainment
Industries,

Do you think that’s a good thing?

I think it's a good thing and a bad thing, its a
mixed bag. Obvicusly technology has
changed, and the licences and sequels, and

the size of teams and the presstire for defivery,

|aren't entirely desirable. When | started we

3

would work on three-month games — games
would be over and done with in three months.
Then they crept up to six months and those
were one or two people working by
themnselves — a jack (or jackass) of all trades
who did what he could on art and sound, etc
There was a lot of innovation and
expenmentation as we were all trying to figure
out what this new medium was and what it
could be. It's often stated, but it's not untrue,
that the level of exparimentation these days is
lowered - and here's another example, from a
crass business point of view. The budget for
Battiehawks 1942 which | did In the late-'80s
was $60,000 (£38,000). That's for everything.

What are the biggest challenges for

an independent developer such as
Totally Games?

Wall it's definitely economically challgnging'.

| think the volatility of our industry has been a
constant, and with that volatility there are
challenges in creating a franchise or property
that can sustain you. | think the key is a
trusting relationship with & publisher, and
that's probably the biggest challenge in the
industry. It has always been my desire 1o find
quality publishers and work with them on
multiple projects over a long period of time
and that's what a developer needs to have,
to have some stability in their business and
craative opportunities. And there really aren't
that many publishers in our industry, and
several of them are in states of flux, ke
Vivendi Universal, where there's been recent
news about the founders or some of the
Diablo guys leaving.

“The budget for Battlehawks 1942 in the ’80s was $60,000.
That'’s for everything. Now $60,000 doesn’t cover the test
budget. It would cover a tiny part of the test budget”

Now $60,000 doesn't cover the test budget.
It would cover a tiny part of the test budgelt.
So the economics have changed such
that the pressures are greater. | think there are
spectacular winners and a lot of losers now,

that's what our industry is like today. I've heard

it said that five per cent of games break even
and a smaller percentage do well, and then
there's the Grand Theft Autos that garmer
hundreds of millicns of dollars, and then
you've got most other games. So that
changes the mentality of the kinds of games
that we make,

But certainly what has changed for the
better is that more people can make this a
wonderful career; thare's far more talentad
people in this industry than there ever has
been. You no longer have to be a jackass of
all trades, you can rely on extremely talented
people, which takes some of the burden off
of building a product. | could talk for hours
about all the changes and differences, but
I'm certainly happy to be working In the
industry now.,



That's an interesting point; this issue of
Edge also features a news story
considering the consequences for
developers of publishers taking projects
in-house (see p6). Do you think that's a
general trend?

It's a very common cycle that happens. and
although all the different publishers won't
always be In sync, publishers wil often go
through phases of bringing a lot of work
in-house, whera they will bulld teams in-house
and at centain periods of time they'll grow to a
cartaln complexity and therefore have
inafficiency and they'll shed all of those
developers, and then you'll have all sorts of
new developers springing up.

This is a farly common cycle that I've
saen with many publishers in our industry. |
can't say whether it's on the infiux or the
outfiux in the US at the moment, but | think
some of them are on the influx and some of
them are on the outflux.

On your Website you describe your
aspiration as to develop “totally involving
games.” How would you define a ‘totally
involving game'?

Here's a good parallel; if you've ever read a
book that you can't put down, that you read
for too many hours and it takes over your Iife.

“I look at people playing my games and they’re bobbing
and ducking their heads. That's total involvement,

and it is the highest goal for an entertainment product”

We also recently ran a feature about
canned games; do you have any major
cancellations in your career?

I've had some cancallations where | have
definitely regretted that the original creative
Idea dic not get completed for whatever
reason. For example, | was working on an
Xoox title that | thought had great potential but
we worked on it and worked with Microsoft
on it and it was just something that didn’t
come togather to everyone's satisfaction; it
was definitaly the right decision to put it aside
and start something else.

Canned games are definitely a mixed bag
of agonising frustration combined with
simplifying your ife; |'ve never had a game
cancelled that came as a surprise. I've never
had the rug pulled out from under me, which |
know has happened to many projects with
many developers, and I'm sure has left them
quite bewildered by the reasons or palitics
behind it all. I've worked on games that just
haven't creatively come together and it's
probably best to put those aside.
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That to me is total involvement; where
something s so captivating that you are
connected to it on many different levels -
smotionally, psychalogically, physically. |'ve
always looked at people playing my games
and thay're bobbing and weaving and
ducking their heads, and for me that's what
total involvement is, aqd!lqdbjéitﬂy the
highest goa!fummnuﬂ"_ ainmant product to
reach people on thosa multiple levels. | think a
game like TIE Fighter did that, and |'m hoping
my current game, Secret Weapons over
Normandy will do the same.

How easy is it to achieve that sort of
multi-layered appeal?
Well | think it is hard, But | think we wil
achieve it since the games that | have always
liked to build are ones that, at least from a
controlier standpaint, aren't complicated.,
Actually with PC games, because you have a
keyboard, there's always a temptation to add
new functions. Well with a console controlier
you're obviously imited, which forces you to
hone what you thirk is important and what
works well within the game. S | think we
have a really great control scheme that has
some nice faatures withoul overwheming you.
So the controller’s one part, and then
obviously there's the game universe itself and
what you have 1o do [within the game] and
that's where our expenence comes into play.
The real way to achieve that is just to work
and work and work at it. You think you've got
it fight and then you keep working on it.




Are you worried about competition from
the glut of WWIl-themed games that are
about to be released?

| wouldn't say there was a glut. Theres a

certain number of them, though not that many

on consolas. There's the Medal of Honor
series, but that's very differert from our game
in terms of what you're daing. I'm not too

“The pure challenge of outmanoeuvring your adversary
and getting on his tail and blowing him to smithereens is

something that's always been compelling to me”

wormiad because | think we have a differant
take on it. | think the other World War Il games
aren't really fight games and nobody's trying
to put those two together in a formuia of
spesd and action,

What's always attracted me to the flight
part of it Is that | love the sensation of speed
and the dog-fighting. The pure challenge of
outmanoeuvring your adversary and gatting
on his tall and blowing him to smithereens is
something that's always been compelling to
me and | think that core gamepiay is
something we have in spades in our game.
And that's quite a different fundamental
mechanic from all the other games.

How familiar will the game be to fans of
your previous Secret Weapons title?

Well | think those previous fans were a diverse
group of people but there were definitely
those who loved the action and the exotic
technology, and they'll totally enjoy the game
since | think It is more accessible and it has a
civerse set of content. It's definitely not trying
to be a flight sim, so for anyone who likes their
fight sims hardoore, this game will probably
be less appealing to them. With the cument
products, we want to bring a large scope 1o
the mission that you're involved in, so that you
fesl ke you'ne immersed in a g event

How prepared do you think you are for the
next hardware transition? How are you
approaching it?

Well | wouldn't say “tentatively’, but cenainly
‘watchfully'. We're not eager 1o just drop
everything we're daing to jump on it.
Cbviously hot new technalogy always gets
everybody excited about its potential, but |
think over the last year and a half we have
built up our core technology and expertise on
the PS2, so we're not looking for that to go
away very quickly

Secret Weapons over Normandy (top) is the
spiritual successor to Secret Weapons of the
Luftwaffe {above), with which Larry Holland
cemented his reputation before creating X-Wing

Do you think publishers will be more
prepared than they were the last time
around to stick with existing formats?

| think s0. Especially since the leaders of the
new round of platforms are likely to be
Microsoft and Nintendo, and they're obviously
not the markat leaders. It's anybody's guess
wha is gaing to bring out the next platform,
but most people belleve it's not going to be
Sany, sinca they have no reason 1o muddy the
waters on the PlayStation platform by having
people think about delaying curment purchases
for potential future platforms.

So | think, bacause the next round of
hardware won't come from the market
leaders, that publishers will be more attentive
than they were the iast time and won't
abandan or shift significant resources.

Thay'll certainly be thinking about how to
support new platforms, and that will vary
from publisher to publisher, but publishers
like Electronic Arts won't want to give up
formats that are very profitable for them.
They also have a ton of expertise that they've
learned in the last three to four years on
these piatforms, and it's actually the fourth

or fifth year where a lot of that Az
imvestment really begins to pay off
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top hyperventilating. Edge knows the complex, multi-
S threaded history of the PC Engine can induce lear into
the heart of aven the most dedicated collector, With over a
dozen tweaked versions of the machine exsting across the
globa under a vanety of names, just getting hoid of the night
consoie is a Herculean task, which is why many confident
retro fefishists run back to their Famicom collections. But take
a deep breath: some of the finest shooters and arcade
conversions evar produced for 8 home system exist here and
here alone, and whie the machine lurks in the back of many
gamers’ minds as a greal undiscovered continent, those who
dare investigate are in for a treat.
Stil, it's difficltt to know where to begin and information is
hard to come by, NEC was recently asked by a Japanese
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magazine 1o provide & full history of all the hardware,
software and add-ons ever producad for the system, The
manufactirers records, though, were as skelchy as anyona's,
and it soon passed the magazing on to a collector, who
provided images and information for the ournalists. That goes
some way to demonstrating just how poorly documentsd the
histary of the PC Engine Is, something Edge intands to rectity
hare. After all, t's arguably one of the greatest systams in
gaming, and yet thera's barely anyone in the wast who
understands it at all.

Of course, 'greatest’ doesn't mean ‘perfect’, but while the
Engine has its faulls, it enjoys the sama kind of allure as the
Japanese Satum and Neo-Geo. At launch, in 1987, the
machine had a graphical power lsagues above anything sean
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on hame systerms before, and it continuad to hold its own
well into the next-generation wars of the sary-'00s

Debate rages among those who care about these sorts of
things as to whether the machine can be classed as the first
true 16bit systern, or whether it was just an exceptionally
powertul Boit maching, thanks 1o its curious intemal
architecture which offered a hybnd of Bbit and 16bit graphics
technologies. Similarly, many argue about the PC Engine’s
significance within videogaming's canon; evangslists ponting
out the innovation in &= HuCard and CD technologies,
sceptics citing the machine's appaling fallure in the west.
One thing is certain, however: the PG Engine plays host to
some of the most important, kooky and genre-defining
Japanese titles of the period.
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System specs (Basic PC Engine)
CPU: HuG280 (Bbit)
GPU speed: 7.16MHz (1,5m instructions per second [MIPS])
Resolution: 400 x 270
Colours a\rahble. 512

Although not the first console to be featured in the movies,
the PC Engine found fame in the 1988 film ‘Enamy of the
State' when the TurboExpress was used as a playback
device for video captured onto a PCMCIA card. The
TurboExpress was not shown working, but it made an
appearance in several soenes throughout the film,

House of cards
The final systermn card add-on for the PC Engine was the
Incredible Arcade Card, which came out in Pro and Duo
flavours. Arcade Card games featured more detailed graphics
and effects, better sounds, and bigger and better cinemas Tmmmmwmmdunmwmmmm
and were designed specifically to host Nec-Geo ports as well PC m r!llml m NBG tlﬁa o becoms a tontemporary video media lzﬁi
| as some of the system’s bes! games such as Sapphire, The ; I
factory prosducing the Arcade Cards caught firg shortly before
{ the planned release of the add-on delaying the relesse by
some months, Some Engine fans cite this as a reason that
‘the card was not supported as well as it might have been.

Turbe .;rahc 1:; r\p' e with only 2 i ! ”i .
il few minor internal modifications was b as the first 16b W ’ il | ! Ui (

ystém to be releasad in the US causing advertising and ' ! 11“ L|, ||

playground wars across the country

| NEC PC Engine CD-ROM2
The CD-ROM2 unit for the PC Engine made the machine the
very first console to utilise widespread CD-ROM data
storage. The drive unit attached to the PC Engine via an
Interface Linit, which also served as a carmying case.

PC Engine Super CD-ROM2

Raleased on December 31, 1991, this CD-ROM add-an
allowed players to play the new Super CD format games thit
NEC were releasing on SuperGrafx, This upgrathe unit could
be used on the original PC Engne, ConeGralx, CoreGealx Il
and even the SuperGrafx system itsalf

And, for collectors, the PC Engine is close to the ideal Mark 3 (the west's Master System) were selling well, albet fauited. technically. But NEC's probtlem was a lack of
systern. The games are of a generally high quality and starting 1o look technically basie, PC manufacturing giant experience in the console arena. What was neaded was inp
come from many of the industry’s formative heavywelghts; NEC Home Electionics had been looking at the console from an established industry player, but NEC obviously
Capeom, Taito, Irem, Nameo and Hudson all developed market with keen interest and, noticing the deciine in chip couldn't take counsel from any of the nval hardware
excellent titles for the system. Prices vary across the manufacturing costs, it commissioned one of its R&D teams manulacturers. So Gotoh-san approachad high-profile
collector’s financial spectrum, ranging from the cheapest, to come up with & console design thatl could incorporate the developer Hudson, a prolific thindparty softwara company t
mast widely avalabie titles 1o some of videogaming's most technologies and lessons learned in the PC market with had also been eyeing up the hardware market. Hudson wat
collectable objets d'art. And the system's heavy arcade bias, console gaming. Tomio Gatoh, one of NEC's 1op bitterly aware of the the kind of firstparty profits Mintendo w
its syccess in Japan influencing the range of software as semiconductor enginesrs, was charged with steering the netting, and its engineers had even got as far as designing
much as its fallure in the west, means it offers some unigue project, a project that insiders believed could lead 1o their awn high-performance chipseat,
delfights for those prepared o investigate. Nintendo's demiss. But Hudson didn't have the necessary capital to get an

In 1986 Japan’s videogaming market was continuing to Gotoh-san had been responsible for some of the very first emrehmhmcperdlméatw,sondacidadmmm
go from strength to strenath. Having avoided the crash that DOS machines (having retired from NEC at 55, he is now a forces with NEC, splitting both the work and the risk.
crippled the US market, Nintendo's Famicom and Saga's conternporany video madia artist) and his machine couldn’t be Although It's not known what percentage of effort and cap
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sach company put into the development and marketing, t's
Ciear that both staked a lot on the venture, as their
commitment 1o the system and aach other never laitered
throughout the nine years they were imoived in the consoie
harcivware business

For the first time in the Japanese videogame market, as
mich time, effort and money was speant on gstting the design
of the new console as right as the insides. NEC wanted a
Seek small modem look to the maching, somathing that
would resemble a portable walkman rather than a bulky
console. The casing’s dimensions were finally settled onata
slender 135 x 130 x 35mm, making it the smallest home
console ever. Games were produced on HuCards, each of
which had a massive (for the time) maximum capacity of

512K, while remaining about the size of a credit card
Everything screamed modern and new 1o the Japanass
videcgame consumer, and that goes some way 1o
expiaining the system's success.

But it was also down to the power of the system
internally the PC Engne had a fearsome set of system

specs; the poweriul architecturs was based on a
version of the 6502 processar, the 7.16MHz HuB280, along
with 84K of VRAM, In addition, the system Included four
coprocessors in charga of sound and graphics allowing

for an unprecedented 64 simultanecus sprites, With a
variable resolution of 256 x 224 in mast games (up 1o

384 x 256 In A-Type) and a potential of 256 onscreen colours
from a palette bank of 512, graphics were clearly the

NEC PC Engine GT/NEC TurboExpress

N ; Game Boy, NEC
gain brol g ding the market with the
andheld console to mirror its home-based parent. The

games on both the home and portabl stems were

interchangeable. The unit had many accessories sucl

TV tuner and the TurbolLink, which allowed two players 1o

play against each other.

NEC PC Engine CoreGrafx

As PC Engine grew and grew in homeland popularity, NEC
declded tp release a tweaked version of the system for fans
called the CoreGrafx complete with cosmetic changes and
the addition of AV cutputs.

NEC PC Engine CoreGrafx I

| This is where it gets hard to keep up for the novice collector.

Inexplicably NEC released the CoreGrafx Il into the market
Just a very short time after the already tweaked original

miachine’s appeal when set against the limited visuals of the
Famicom and Mark 3.

Indeed, the PC Engine’s 16bit graphics processor
helped it move sprites fike no other machine outside of
SNK's {yet-to-be released) Neo-Gea. Arguably that went
some way 1o scuppering the doomed (Japanese) Mega
Drve's chances before it was even released, as it sported a
higher colour palette and more channels of sound than
Sega's true 180 machine. Curiously, it even featured several
legitimate conversions of Saga's hit arcade titles such as After
Bumer il and OutRur.

Indeed, OutRun, Thunder Blade and After Burner Il all
gave a far better impression of superscaler technology than
the Mega Drive could manage. The exception 1o this rule was
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Golden Axe, which suffered a conversion so bad that the NEG's lack of console credibility were able to pledge lovalty to add-on plans, and concentrated on promoting the system as
Mark 3 version is considared superior. Unsubstantiated the systemn without fear, indeed, Satum fans looking for & a standalone conscie. The change In direction was 50
Intemat rumour, the gamers” equivalent of the urban legend, sightly earier sysiem to investigata would do well 1o turn 10 successiul that by the close of 1988 more Japanese
states that a financal incentiva was offersd 1o the game’s the PC Engine, with around B0 per cent of the system's consumers had purchasad PC Engines than any other plece
programmers to make sure that their conversion was inferor software catalogue made up of shoot ‘em ups and RPGs. of hardwars that year. Until the Super Famicom was released
to the one on Sega’s machine. "The marketing for the system was carefully planned, it continued to be the second best seling console in Japan
But the mos! important factor in the PC Engine's positioning the machine as a centre for a much larger And when NEC did release an add-on, nthe shape of a
Japanese success was not the thrill of the new, or the entertainrment system, with hardware add-ons to follow. CD-Rom drive in December ‘89, the PC Engine lookad to be
powerful system specifications, but the speed with which NEC's original plan was to have the PC Engine forming the unstoppable. The CD-Rom unit hooked up to the original
top-quality thirdpartias jumped aboand the project. Irem, Taito, heart of a setup incorporating keyboard, disk-drive printer console transforming the machine into the world's first
Nameo, Hurman and Naxat Software all produced titles which and CD player, but when tha PC Engine launched on dedicated CD console. The increase in storage allowed the
went some way to wooing Japanese consumer support. With October 30, 1987, market research showed hat Japanese first streamed soundiracks to be added into games, as well
Hudsar as a parent to the hardwarg, videogaming consumers were confusad and wanted a simple out-of-the- as bringing the first true FMV sequences to be seen ona
enthusiasts who might otherwise have been sceptical at box censole. Within manths NEC had shelved most of the home consale: The two machines wera attached with a
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NEC PC Engine Shuttle

Me 5 a designer model of the console, the Shuttle had
no ports Ic:r a CD attachment making it a HuGard-only
system. As such this is a system for completist collectors
only, The unit was not as wi available as the CoreGrafx or
CoreGrafx Il systems, and so is worth more for that reason.
The Shuttle did not have a way to back up its games since it
dicin't hook up to any of the CD-ROM attachments NEC
released, so a backup unil was released for data storage.

NEC PC Engine Duo/TT1 Turbo Duo

With so many systems that required linking together NEC at
last decided to bring out a senes of combined systems, the
first of which was simply monikered the Duo and was
released on September 21, 1991 Essentially a PC Engine
and CD-ROM2 system in one case with extra memory for
the new Super CD format. the system also had the option of

| being portable with an opfional Duo Battery Pack.

NEC and Hudson had combined to form a new

|
company, TT1, to market the PC Engine in the US. The Duo

was releasad under its marketing and came packaged with
software worth over $250 (£157) and other items; retailing for
$299 (£188). Bacausemmmwasonasmylewm

docking bay interface which locks

even came with a protective cover to make the consols easily

partable, Yet the system had a hard road to travel as far as

the US was concerned.

NECs p o bring the PC Engine to the US began

earty. The NES

the number one systam al the ma, just

g made for Atarl's

Bke in Japan; games were no longer

7800 and the Sega Master System had failed 10 win over the

But the incres

majority of US gamen sing gull between NES

games and what was being seen In arcades had created the
perfect gap for a new ) into. Indeed, with NEC's
huge popuianty in Japan, the climate looked perect for PC

Stam 1

Engine to enter —and, eventually, dominate — the US. But

Sega had other ideas

Shortly after NEC announced its intention to bring the PC
Engine, renamed as the TurboGraf-16 (TG-16), 1o the US,

vould

Sega announced that fts Maga Dnve system 50 ba

amving in the west. its systern had been failing in Japan

thanks to PC Engine’s huge installed userbase, an
fashion a different resull abroa

determined (o
NEC wasn't a housshold name in the US, and neither w;
Hudson, vet to make its narme on the back of Bombaman
{a game which, predictably, has one of its finest versions on
the PC Engine). The battle for hearts and minds was on

Sega’s renamed Genesis was released sx months after
the TG-16, and the marketing budget for both machines
was huge, ensuring a auick burst of sales. However, NEC's
US wing soon began to make some grave mistakes,

game, Keith Courage in Alpha Zones. And catty
highlighted the fact that the TG-16's 8ot CPU meant it wasn't
a true 16bit system. Meaningiess, maybe, but NEC falled to

counter the criticism and its machine, oniginally S0 rox

Ganesis came bunclied with Altered Beast which, while

mediocre, was significantly supenor to the TG-16% pack-in

jJa S00n

wed in

the thrill of the new, began to give off a scent of the old

But that wasn't the end of the ermors. Hudson kicked its

that

console advertising off with a series of commerc
barely featured the system, causing many gamers 1o think the
games on offer were for Nintendo systems. Some critics also
cile the change of name from PC Engine to TurboGrafx as
confusing for those who had been following the system's
Japanese success, although anyone dedicated enough to
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catalogue (only five na titlies made
t, with the right add-ons this is the only PC h

Engine that can play every PC Engine game and for this
reason It Is a collectable system both in Japan and the west.

NEC PC Engine Duo-R
Almaost three years after the PC Engine Duo's first found
success, NEC released this less expensive white-coloured
system on March 25, 1993, For once the changes were
significant with the headphone jack on the side of the system
being removed, as well as the battery pack option. The case
was changed to a mare streamiined design and leels more
Stundy compared to the onginal black plastic Duo.
Eil™

follow the progress of a machine in Japan would probably
be aware of something as simple as a plece of rebranding.
Bul those same people wouldn't have been happy at the
redesign, cosmeatic changes taking the internals from
Japan's skeek diminutive unit and bundiing them in a block
piece of plastic

And it all that wasn't enough, the pricing of the systems
appeared 1o be some way off competitiveness, too. The
standard HuCard unit debuted at $200 (£125), but the CD
attachment, which arrived in 1980, went for $400 (£250)
At $600 [£375) you could own a Neo-Geo home systemn
for the same price. The PCE GT portable (NEC's answer 10
the Game Boy, see Engine upgrades) also made its way
over in 1991 as the TurboExpress, but at a disastrous
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$300 (£188), it was never going 1o provide maore than a curio
for western gamers.

NEC was also exceptionally siow at bringing its Japanese
tities over to the US, while Sega stormed ahead with slick
precision. Despite its policy of releasing only tha ‘best of the
best' Japanese games (such as the Bonk series and Military
Madness), NEC made soma exceptionally poor decisions in
picking up cartain litles and ignoring others. Nintendo's
exclusive icansing policy hurt the company, too, as any titles
that were already avallable on NES were bamred from being
releasad on any other game system, This infamous policy
was quickly ruled lkegal, but the ruling came after the most
important formative stages of the TG-16's development, and
affected it in a way that was very close to home,

Prior to PC Engine, Hudson had been most famous for its
hugely successfully Famicom tities and Iha lact that the
company couldn't release its mos! popular games on its own
systam was devastating. Nat only that, but the company
coulan't afford ta only release new titles on PC Engine/TG-16
by this point, as # needed the huge NES userbase to bring in
the profits, Software for the CD add-on was in short supply,
too: athough there were hundreds of CO-ROM titles in
Japan, il took a substantial amount of time and effort to
translate them, and since time was the one thing the now-
struggiing system didn’t have, many of the greal PC Engine
RPGs were passed over. S0 while westemn gamers saw the
likes of Ys and Lords of Thunder, magical titkes such as
Far East of Eden, Spnggan, Snatcher and the pinnacle of
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Konami's pre-32bit era Castievania title Dracula X were
sadly left behind.

While NEC's chances in the US looked to be over, the
ppposite was true in Japan where on Segtember 21, 1891,
the company released the PC Engine Duo. Essentially a PC
Engine and CD-ROM2 system in one casa, with extra
memory for the new Super CD format, the release of the
system was timed to perfection, capitalising on PC Engine's
growing popularity and library of triple-A titles. NEC and
Hudson decided that this new syslem would give them one
iast chance 1o braak the US and Europe (where the system
had been virtually ignored), NEC attermpted to start afresh,
and created a subsidiary, TT1 (Turbo Technologies Inc) made
up of staff from both NEC and Hudson Soft. TT) was charged

with the task of distributing the new Duo system, which had
quickly become a smash hit in Japan,

With the increasad memorny capacity of the built-in
System Card 8.0, which allowed the TG-16+CD to piay the
newer, Due CD games, and a reduced the price point to
$200 (£125), TT1 began an aggressive aovertising Campaign
for the Duo. The comic-shyle ads featured ‘Johnny Turbo', a
frestance cnme fighter who was determined to crush the evi
forces of 'Feka’. The adverts were thindy veiled attacks on
Sega which was about to launch the Ssga CD add-on, NEC
was arguing that the Duo was the only true all-in-one
card/CD gaming system as the Sega CD required the Mega
Drive to work. Johnny Turbo leapt to tha rescue, eliminating
the Feka baddies and spreading the word that the Turbo Duo

was the world's only compiete CD gaming System. However,
next to Sega's famous ‘scream’ ad campaign T11s marketing
strategy looked petty and misguided, tamishing thes new
compary's image not because of a lack of quality soltware
but rather through playground-style bitchiness.

And all of this cross-continent muiti-company Ineage
means that building a vast knowiedge of PC Engne games
and collectables is far harder than with most systams. Edge
spoke to Hani Ghattas, a 26-year-old barrister based in Los
Angeles, and one of America’s most knowledgeable
collectors of the system. Onginally a Mega Drive aficionado,
the extreme competition betwean the systems in the early-
'80s led to Ghattas investigating the PC Engine. Recantly,
he's begun 1o bulld up a vast collection, the sort only an

ory o



NEC PC Engine Duo-RX
m e E

NEC PC Engine LT

Often referred to as the Rol

the LT is in fact the most de: 3

hardware iterations. Released on the same day as the Duo

the LT is the largest cartridge/CD portable system ever made

The LT alone is a tully functional HuGard unit with a four-inch

screen, bullt-in speakers and CD support. Recently, the

systemns were reduced In price, for clearance in Japan

explaining the sudden Influx of machines into the market over
| | the last couple of years.

'Th. aracke system fits perfectly under the interface. The set ci

ii‘{lu ﬂ\]ll il E,.':“:

L
|'?|,T’|','|.

attomey’s salary could allow. Edge bagins by asking how his

*Videogame collecting is ke an acdiction,” says Ghattas,
“And just like any other addiction, It starts slowly, | began
reading up on the PC Engine to know what system | wanted
and which games 1o start with. As | began to expand my
coliection | scourad the globe for dealers who could feed the
PC Engine monster | was becoming, | found the few hardcors
TurboGralw/PC Engine fan sites and joined the boards,
sharing information on the system, As time went on | bought
every PC Engine game | could get my hands on Using my
contacts in Japan, Hong Kong, England, and other places to
secure games for resale, The advent of aBay has obviously
helped feed the PC Engine craze,”

< 078

Edge wonders what in Ghattas’ vew kept the system on
the Japanese market for so long? *Quality. The PC Engine
was a friurnph of gameplay over graphics. During the earty-
“90s console graphics weren't really Ihat advanced so by
necessiy gamepiay sold the game. There also wasn't the big
ficence industry influence on gaming thal there is today. To
date, no mina game has approached the sheer brilkance of
Kare Kiri, save perhaps Revenge of Shinobi on the Mega
Drive. Briliant shooters like Nexzr, Sapphire, Cotton and the
Star Solder series will satiate any shooter fan. Roleplaying

brought us the classic Ys series, Cosmic Fantasy and the like.

Flatform games include the now legendary Valis senes thal
took advantage of CD power and Shubibinman 3. Last,
but not least are the action games - Kaze Kirl Minja Action,

Iga Ninden Gaou ard Double Dragon If kept me and legions
of gamers enthralled for hours,”

In the fight of these gameplay successss Edge asks
Ghattas to offer his opinion on wiy the system bombed In the
west, It was a combination of two factors: the marketing
incompetence of NEC and the mindset of westem gamers,
The PC Engine simply never gained the market panetration of
Sega and Nintendo consoles. To compete with mascots
Mario for Nintendo and Sonic for Sega. NEC rolled out Bonk,
a hero with a tumour for a head. The promisa of qualty
games coming to America went largely unfulfiled as
numerous grade-A titles never mada it to westem shores
Perhaps the most egregious example being Dracula X, &
triple-A title, which wasn't localised due to some asining



disputa between TT1 and Konami, Finally, and perhaps most
importantly, was the lack of thindparty support in the US,
which kiled the viabiiity of the system in the eyes of westem
gamers. While US gamers were playing Mortal Kombat, EA
Sports titles refrashed yearly, and Streat Fighter I, Duo
owners got to party down with Workd Class Tennis and
Riot Zone. The US PC Engine saw a refease of a total of
138 games over its Ifespan, many times less than the
Genesis or the Super Nintendo.”

S0 which are the ramst titles in Ghattas' expernience?
“Danus Alpha is by far the rarest 'commercial’ release for the
PC Engine. Only BOO copies ol this game were put in the
hands of Japanese consumers who purchased the Turba
Duo game Super Darius and the hybnd SuperGraf/PC

Engine HuCard Darius Plus and sent In the UPCs from
both games. An additional number of coples, numbering not
more than 200, were given away as promotional ftems in
Japan. Unfortunately, the west didn’t see much in the way
of collectabie items outside of limited pont games like
Magical Chase and Bonk il on €D [which is curmently
saling for up to £400]. On the haraware side the most
eollectable items are the PAL PC Engine, tha PC Engine
R-Type bundie console, and the Kisado converter (which
aliows you to play Japanase HuCards on a LS system)
The most famous prototype is the rumourad 2-3 stage
Strider on the SuperGralx "

The appeal of PC Engine collecting is partly based on the
underdog mertality surrounding the systemn in the west, but
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it's also somewhal rooted in the exciterment of archasdlogy.
To date, cutside of cover scans or names a large portion of
the PC Engine library remains undiscovered. It is the
challenge of finding thesa hidden gems that makes PC
Engine collecting sc enjoyable. Adding to the challenge is that
even the befter-kncwn games are quite difficult and often
near impossitle to find in mint and complate conclition. It's an
elite class within a class. You want Psychic Assassin
Taromany on Sega Satum’? You could get it within the wesk if
you can pay the price. But games fike Rayxanber I, Nexar or
Iga Ninden Gaou are among the miost hardest o obtain on
any farmat. You can start hyperventilating again now, but
save your biggest gasps for when you start collscting

and see your next credit card bill
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card. ragistration card and any

inserts. The guide has

been produced with the heip of Hani Ghattas and Chris Foulger
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1990 NEC OWVENUL
LTCENCED BY TATTD CORP,

Valua: PHO0-TO00
Aelzase 1090
Devaloper/Publishar! Taito

The rarest non-prototype relsase A briliant shooter that takes the
(see main taxt). A Darius take on the standard Compile formula seen in
boss batlle after boss battle Aleste and Spriggan while adding a
mentality of Allen Soldier, The pride refreshing mythological theme and
of any collector’s library. tight gameplay. Exceedingly rare.

Steam Heart's: the Crying Game  Rayxanber lli

SN ORI RWEST

B B ME S B

Much maligned, this hentai title was
: C version reveals

the pilot to have an appendage

nomally foreign to the fermale body)

Nothing like its disappointing
prequel, Rayxanber Il s rare and

and s greal fun for any shooter fan
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features great controd, lush graphics,

Value: £100-125
Relase: 29/10/93
DessiopenPublisher Konami

Astounding graphics and classic
gameplay make this an experience
that any Castlevania fan cannot miss,
Not rare but dernand in Japan and
abroad keeps the price high.

Existing both as a regular version
and a Summer Camival '93 release
(adding In Time and Boss Attack
modes) this is extramely challenging.

Value: £100
Pelassa: 280494
DeveloperPublisher: Naxat

Ninja action at its best and & serous
threat to Revenge of Shinobi. Tight
control and a plethora of moves is
iced by a series of fantastic bosses.

Value £125

The definitive home conversion of
the classic shooter. And one of the
hardest PC Engine games to get in
mint condition,

Value: £300-350
Ralease: 2401185
DaveloperPublisher Hudson

A technical marvet, it wasn't releasad
commercially but handed outat a
game show. Tha release was later
canned due to the demise of the PC
Engine. Beware counterfeits.

Winds/Lords of Thunder

Superior in almost every way to its

predacessor, Gate of Thunder, Lords
of Thunder is a pleasure to play and
boasts an excellent rock soundtrack
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Rolesme: 21/12/69
Densiopean/Publishes Hudson

The best of the reasonably priced

rarities, One of the classic roleplaying

games, albeit derrvative, with
inmovative action and a stunning
CO soundtrack.

Macross 2036

e on. An D‘;Mtual rt of any
self-respecting gamer’s collection

Vike, £40-55
Felease: 27,0491
DenelopdnPublisher: NCS

Platforming action at its finest.
Along with Valis IV it doesn't often
get much better than this.

Ghouls 'n Ghosts maimskemuns

The SuperGralx premiere home
conversion of this classi

Mega Drive revision

ic platformer
is even better than the oulstanding

Relsase 2404582
DevelaperPublisher Hudson

‘Ostensibly a humour-filled vertical-

scroiling shooter, the game features
player craft from Bomberman, Star
Soidier and even a PC Engine.

PUSH UM B TTON

#O MARMCO LTD
b HESENVED

n {outside of the
rare Marty version) of this legendary

The best conversio

game. The Japanese version features

all the gore of the arcade game.
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PR WO SOFT
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DevaloperPubiishar: Hudson

A conversian of the NES, and not
the arcade, gama. The same tight
control found in the NES version,
bt with superior graphics and a
ramped up difficulty level.

Complie magic at its finest. Takes
the basic Aleste formula and adds
some interesting and enjoyable
weapon ideas

Value: £50-75
Refease: 10/07/92
BeustoperPublishen. Hudson

The finale of the Star Soldler serles,
programmed by noted dev house
Red, unbelievably runs on a
HuCard. This game takes the series
out on a victorious high note.

Magical Chase
"
l‘rH

Heip Ripple the witch
recapture de
reieased into F
turned into a frog I1\.r her teacher.
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A few years have passed since Edge was last word-perfect on the Pokérap.
Long enough, perhaps, to gain some perspective on the question of just
how a bug-catching sim managed to capture the whole world’s attention...

t's not much of a mystery. Pokemon became the world's biggest
n videogame by a process of systematic and calculating media
saturation —games, comics, cartoons, merchandise and films, One
after another, impressionable children around the world succumbed to
the Inescapable commandment of ‘Gotta Catch 'Em All'.

Except of course, that's not how it happened. The game came
first, and everything that followed was born out of the fervour that it
inspired. In which case, the causes of the Pokémon Phenomenon
must be sought in the game, not the hype explosion that followed it

But weren't the games the most cynical piot of all, each new
release dazzling children into a pester-franzy with litte maore than a
change of bosart? There's no denying that the first four games -
Green (Japan only), Red, Biue and Yalow were essentially identical,
Gaid, Silver and Crystal introduced such innovations as Pokemon
breading and the realtime clock, but were in essence another
helping of the same. And 50 the real Pokémystery becomes:
just how good does a game have 10 be before you can succassfully
re-release it seven times in a row?




Confuse ray

One of the reascns the success of the series is rarely pinned
on the quality of the games is because they are assumed

1o be simplistic, both structurally and graphically. Batties
based on the tired old elemental system? Pixelly little
creatures? Look again,

For a start there are 17 different glements. No amount of
scissors-paper-stone guesswork is going to tell you whether
Steel types are vulnerable to Ghosts, or if Bugs stand a
chance against Dragons. Especially since glemental types
have a range of four levels of power against each other,
ranging through super effective, effective, not very effective,

and no effect at all. Ch, did Edge mention that there are hybrid

Pokémon, who share the characteristics of two classes? They
might be tricky, if it wasn't for the fact that each attack move
has an elemental component, and Pokemon can master a
wide range of moves from outside their class. Which means
that you can find yourself with a Steel Pokéman, ammed with
both Steel and Ground moves, facing a Flying/Grass hybrid
who also seems to know Fighting type attacks. Edge knows
where it's placing its bets, but only because it has a sheet of
graph paper and & sharp pencil,

While the elemental system Is initially baffing, it is far from
random. Rather than simply being a complication glossed over
the top of the game to increase its longevity, it is an integral
part of character desian. Water attacks ars super effective
against Numels, not because it says so on the stat sheet, but
because it cools and cakes the lava in their veins, leaving them
rigid and defenceless. Players don't need a Prima guide to
guess that they don't want to try a leech aftack on Gulpin, tha
paisonous stomach Pokemon,

“Each defeat at the hand of
some omnipotent behemoth -
and there are many since
Pokémon is rather hard —is
sweetened by the thought ‘Just
wait till | get me one of those!™

< 084

Sunny day

Pokemon Is also marked out by its satting.
It's rare for RPGs to inhabit such a
recognisable world. Sanitised it may be,
but Pokeémon is a familiar warld of
backpacks, bicycles and mobile phones.
Cities may have battle towers and secret
basements, but they also have
supermarkets and police stations.

If the attraction of roleplaying games
lies in the opportunity they offer the player
to assume the identity of the hearo, then
Pokémon requires a lesser suspension of
disbelief than most. There is no epic
backstory. Ash isn't a dethroned prince, no
meteor has smashed into his village,
rumours do not abound that someone is
trying to break the seal on the Ancient Evil.
He just wants to be a Pokemon trainer.
And so do you, It's ane of the reasons the
merchandising proved so popular. Ash has
a Pokédex, you have a GBA. He tugs his
Pokéball baseball cap on as he leaves the

house: so can you. Just because yours
was made in a sweatshop and his was
embroidered by his mum doesn't mean
you don't feel the part.

But the central strength of the
Pokémon world is that there is no us and
thern. Unusually for an RPG. there ars no
enemies. Every battle you have is against
creatures who could just as well be on your
side. |t means that each slamming defeat
at the hand of some omnipotent behemacth
—and there are many, since another of
Pokeémon's aces is that it is actually rather
hard — is sweetened by the thought “Just
wait till | get me one of those!" The rule of
RPG thumb is that you play as an alien,
wandering a strange and hostile world,
where each monstar is more venomous
and bizarre than the last. In Pokémon you
belong. Fought in anger only rarely, battles
are as much about maintaining the natural
balance there would be in the wild, as
about slapping cown a cocky Geodude.

Homebrew

As well as recipes, pornography,
origami, knitting patterns, carvings
and what is unquestionably the
worst fan-art ever drawn, Pokémon
has inspired a number of homebrew
games. Sadly, the infamous
PokéSnipe, which encouraged you
to gun down defenceless Pikachus
is no longer available.

The future

Pokéfever may have abated, but Nintendo has plenty more adventures to sell

Pokemon Colosseaurm
Format; GameCube

Pokemon Pinball putysapshine

Format: Game Boy Advance

Release: [ {US), 2004 (UK)

The GameCube follow-up to
Pokémon Stadium, which allowed
you to upload your Game Boy saves
and battle on the big screen. Both
Box and Colosseum have been
timed poorly, lagging far behind the
GBA games they are designed to
complement. When Colosseum is
released, Nintendo will have to hope
the GBA Player hasn't already made
a separate game redundant,

This update of the Game Bay
Color pinball game will be going
head to head with Pinball of the
Dead, the latest demented twist in
The House of the Dead series.
Two more stylistically opposed
takes on the same game could
hardly be imagined. Pokémon
Pinball plays it straight and cute,
but Sega’s version may have the
gameplay edge.
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Pokémon Channal

Along with your trusty Pikachu, you
must run a Pokémon television
channel. Travelling the world - at a
leisurely and battie-free pace - you
film Pokéman, and recruit them to
present the news and the weather,
Minigames, colouring books and
exclusive episodes of the 'Pichu
Bros' cartoon are also included.

More a utility than a game, this
budget-priced package will go on
sale with a GBA fink cable and a
special Ruby/Sapphire meamory
card. Containing holding space for
1,500 Pokémon, it allows true
obsessives to store and sort their
animal army. The disk will contain a
full version of the GBA game, so
those without a GBA Player can
upload their saves through a link
cable, and play full size.

Lovely kiss

But how can a rock with arms be cocky?
Pokémon's other secret weapon 1§ the
exuberance and effort that goes into the
character design. Nine games, and 386
Pokémon in, the names, noises and
natural histones of the creatures are as
engaging as ever. The design work is
maore than an endurance lest, Pokémon
have 10 be bellevable as wild animals,
and evolutions — so central to the
excitement of the game ~ need to surprise
and satisfy in equal measure,

The cartoons weren't a cash-in, thay
were a sensitive axpansion of the miniature
world evolving inside 12m Game Boys
around the world. it was in the
charactensation of the Pokémon
themsehves that the cartoon senes was a
killer marketing biow. Not because it
helped the brand-name seep into the
subconscious of Sugar Puff-addied
schoolidds, but because it gave enommous
scope for communicating the characters of
the monosyllabic creatures.

Jigglypuff on a Gama Boy screen is a
flat pink disk that squeaks, Let loose in
Viridian City he has a personality as
charmingly and irmevocably flawed as those
of respected literary creations. Usaless in
battle, he eams the contempt and
exasperation of those around him. His
sights Instead are set on stardom, and the
shghtest resembiance in his sumoundings
lo a stage or a spotlight galvanises him 1o
whip out a microphone and come into his
own, Tragically, his singing is offensively
soportfic, and just as he has a chance to
reveal to his resentful companions his trug
talents, every last one falls into an utter
sieep. Jigghypuff surveys his comatose
audience with a cold, flat eye and then
wreaks his revenge. Armed with a hidden
marker pen, he defaces everyone, human
and Pokémon alike - Pikachu with a Hitler
moustache, Ash with Groucho specs-ina
frenzy of vandalism. They awake lo an
innocent looking pink biob, with no

Millennium madness

Pokémon's success attracted an equal measure of controversy.
After accusations that the cartoons caused seizures and the
games promoted occult heresies such as Darwinism, hysteria
reached its highest pitch over the course of the year 2000...

March 2000

A school In California pays compensation of $1,500 (£938) to a
pupil after his confiscated Pokémon cards were lost. After the
verdict, the boy said he would use the money “to get more
Pokémon cards.” Yamauchi-san would be proud. '

April 2000

An eight-year-old boy offers his baby sister in exchange for a
rare Vaporeon card in a radio swap-shop in Hampshire. In his
defence, it was the super-rare holographic version.

July 2000

Deprived children at some London primary schools invent their
own version of the Pokémon card game using prostitute calling
cards collected from phone boxes.

November 2000

"Nintendo tumed me into an evil, occult Pokémon character,”
says Uri Geller, as he begins court proceedings against the
company, on the grounds that it had used his name, dentity and
signature image of a bent spoon. He further asserts that the star
and lightning bolt devices on the character were a refarence to
the activities of the Nazi SS during World War II. Nintendo fights
the action on the grounds he looked nothing like Ballsprout.

February 2001
A Mexican priest calls for the bumning of toys and cards, which
he claims carry subversive messages which would corrupt the
family unit. Over 200 children bring their Pokémon cards and
toys to a church in the Mexican state of Hidalgo which, Ironically,
shares its name with Pokémon #186, the evolved form of Hidini.

April 2001

Isiamic states issue a series of copycat fatwas, attempting to
outdo sach other in the inventiveness of their reasoning. In the
United Arab Emirates, Pokémon is outlawed as it promotes
gambling and violence. Qatar follows suit, in an effort to
“presarve our children, their faith, their morale and their money."”
Saudi objsctions are based on the fact that the cards carry
religious symbols, such as crosses and triangles, which are
significant to Free Masons. Edge is amazed Sony has gol away
with it for 50 long.

memory of previous events, which allows the repetition of the
gag throughout the story.

Similarly affecting is the story of Cubone, discoverad to be
an orphan, who after sesing his mother killed, wears her skull
as a helmet to protect him as he fights to avenge her death.
Sobering stuff, Or the agony of the Nosepass, whose
encmmous hooter perpetually points north, meaning it can
never sea the face of one of its own kind.

It is little wonder that, in the face of such vitality and
Ingenuity, fans of the television seres were eager 1o buy Into a
game which would allow them 1o meet and befriend these
characters. It is easy to accuse Nintendo of exploitative
cynicism when it re-badged the Red/Blue games as Yaflow,
with the only major change being that Pikachu followed you
onscreen, rather than just being one more creature you could
consign to the Pokebank. But the quality of the
characterisation achieved by the cartoon had given fans such
a rapport with the creature that this alone was enough to
defight them.
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Pay day

In a process that Edge has only recently discovered is called
‘brand extension’, the Pokémon name was rapidly smeared
across a wider range of genres. However, rather than
Indiscriminataly daubing it over any lacklustre title needing a
boost, Nintendo used it to push some remarkably innovative
products. Pokéman Stadium (N64) was one of the few games
to take advantage of Game Boy link-up, and the possibility it
offerad - that of seeing your tiny pbellated friends emerge as
fully-fleshed wariors — was fike nothing else before. Hey You,
Pikachu! (N64) aliowed primitive voice communication with the
mercurial rat, and produced a rather cheerier experience than
the faintly disturbing Seaman (Dreamcast]. Pokémon Snap
(NB4), with its totally pacifist gameplay, answered the critics
who opposed Pokemon's supposed violent nature,

Hardware innovations followed. Pokémon Pikachu was &
Tamagotchi-style device which used a pedameter to convert
each step taken into watts for the your pet Pika to feed on. It
was a canny piece of design: the mation requirement silenced
parents who objected to the sedentary naturs of videogames
but it also harmonised perfectly with what the children knew of
the gameworid, where egas and other items were affected by
the number of steps taken.

Not all Pokémon releases wers so ingenious. But where
they were an exarciss in more conventional branding,
Nintendo took care 1o apply the name only to quality games.
Pokemon Puzzle League (NB4, Puzzle Challenge on the GBC)
added! a new layer of branding wallpaper to a game which had
alraady been repeatedly sexed-up by Nintendo's trademark
department. Released as Tetris Attack on the SNES, despite
having nothing to do with Tetris, and being fronted by Yoshi
and friends, it was similarly unconnected to the Pokdmon
world. None of thess indignities did anything to dim the simple
briliance of the gamea, however, and it remains one of the finest
puzzlers for either system.

Pokémaon Pinball seerned more of a biranding stretch, but
the use of a Pokéball and tables made up of burrows and
caves in which Pokémon were hiding, provided the coherence
that shifted the game away from being a shallow cash-in,

Baton pass
In the Pokémon games; Ash's rival is Gary.

Older and more advanced, Gary is always
Just ahead of Ash, who lollows doggedly
dstermined to one day catch and best his
old adversary. An old story, but one which
hides a twist. In the original Japanesa, Ash
is named Satoshi after the series’ creator,
Satoshi Tagri. For his rival’s name he chose
Shigeru, appropriate for a man whose first
venture was a fanzine (‘Game Freak’) which
published tips for Miyarnoto-san titles such
as Donkey Kong. The message Tajin-san
conveys by having his alter ago follow in
the footsteps of Shigeru Is clear.

For many, Miyamato-san's work
represents Nintendo at its best
imaginative, inventive, pursuing excellence
at any cost. PFokémaon, on the other hand,
is seen as the vanguard of the Evi
Nintendo — exploitative, cynical and
areedy. But whatever the ethics of the
Pokémon boom, it is unjust to belittie
Tajri-san's achievemant of making games
worthy of rival, and his ambition to -
one day outshine him.

Pokémon is trying to evolve
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“For many, Miyamoto-san’s work
represents Nintendo at its best:
imaginative, inventive. Pokemon,
on the other hand, is seen as the
vanguard of the Evil Nintendo -
exploitative, cynical and greedy”

Aithough Ash's world has hardiy changed, each generation has brought a little more colour and clarity to his envionments
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Gamer’s republic

helbig news this month: Aepublic: The Reyolution is

delayed. To reqular readers that's hardly a revelation.
Demis Hassabls once wrote & column in Edge ~ you may
remermber it — called The trials of & startup developer',
Part one appeared in EG3, which curiously enough Is the
issue featured in this month's Reset (see p112).

Now, we're all aware that Republic's release date has
been mora slippery than a buttered eel, so we're not about
to deliver any maore cheap shots - five years! — that would
be unfair, But seriously, Hassabjs deserves some credil.
This is someone who built his own company from the
ground up because he wanted to craate fresh game
concepts; not soul-sapping expansion packs for Bullfrog.
And It's not like he was that loaded. Elixir was founded on
the back of his reputation and treks up big escalators at
Canary Wharf. Hopefully Repubiic will make Elixir some
maonsy, although Edge suspects Hassabis has less contral
over his company than he did all those years ago...

Republic ‘review’ 'code did come in, and approximately
two wesks before the magazing's deadling, Plenty of time
to explore the intricacies of the game. Unfortunately, the
‘review’ coude was incomplete. It lacked a manual, 4
tutorial and the opening number-crunching sequence of
the game was buggy. These aspects, we were assured,
would be fixed before the game went gold in & few days
time. We couldn't take the nsk, It's important/that we
review the same game that yau find inside your box, &l
likelihond, Edge will be playing a retail version of the game
in time for next month's issue,

Ifiyou'll forgive the crunching Les Dennis-styla link.
Edge was &lso Ipoking forward to BioWare's Star Wars.!
Knights of the Old Republic. Sadly, it amived a few days
too late. Unllke Elixir's game, it was the finished article, but
frankly, we wanted to play it for days and days - for
professional reasons you understand, not just because it's
shaping up to be the release of the summer

The licence may give it mora clout at retail than Elixir's
title, but in jts own way KofOR is just as expenmental,
bringing Baldur’s Gate-esque combat and party
mechanics o the console market. It will certainly be
interesting to see which comes out on top. Expect
both games in a bumper Testscreen sactioniin E128.
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Viewtiful Joe

Formal GameCube Publisher Capcom  Devoioper: in-house (Team Viewtiful) Price ¥6,800 (£36)
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Dodging incoming attacks unbalances enemies,
whao can then be used as projectiles while time
is slowed, to take out several ather targets
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But at some

Cut-scene

diosynicratic logic, 2
veal difficulty

tarally drawn intc

When you end (having cursed your
“1\ tr |' LG ]| 1 O ii)l | unbearably arbitrary level nrougn
de the sense of satisfaction is exce eptional”

o play through the
f the

3 many

it having

underpinnings, the absolute antithes

throughout. Part of this Is
It's sometimes difficult to work out what to do or where to go next, but to its credit, the warped the fact that
logic of the game Is entirely consistent throughout, as is its demented and brilliant visual aesthetic f
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switch for exarn

tting a barre
before speeding under it, These early

exampies serve as a gentle Introduction to
the game's warped logic but, in spite of the

essential consistency and internal cohar

ca

sm. Apart from

problams, Viewtiful J 5 an awes-
videogame refreshment -

the outset. The

nspirng piece of

at much is clear from

exampie, manages to be both ightwesght
packed with intertextual
referencea, on the one hand it’s endearing and
amusing, and on the ather, it will probalbly
provide academics with a field day. Cut-
ake the form of a bri t and witty
pastiche of Japanese monster mavies, in
which Joe must save the day and his girl.
Marvellously though, Joe's monstrous
enemies are attempting to escape the

and yet der

Previously in E118, E123, E125

se thay lear for the

m, and this

confines of c
transience

TmeC INSperatior

IBMpPoons C HiC od examples
from 5" to "Star Wars'. The game alsc
mana te

ure a host of videcgame

of a chara

n-jokes, suct

plays out like a he
of artistic creation
This finaly filigreed narrative would hardly
matter if the actual mechanics of play fel
short, but they don't, In addition to the range

Using Joe's Viewtiful powers drains his VFX
meter; if it runs out completely, he turns back

into ordinary Joe, which you don't want to
happen in the middle of boss encounters
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Edge's games room is no stranger to profanity,
but it witnessed new levels of swearing between
Joe recelving powars from his mentor, Captain
Blue, and the game's dramatic conclusion

Any

difficulty

evel are partially «

anity

to buy power-

opport
between levels. Thus, If forced to play a

nverte

d airsl

hips, taking

sections, dispatching entire

section repeatedly. he'll carry on eaming
credits that can be spent in the shop to buy y own time,
extra health, extra llves, or enhancing Joe's rapidly followed by the ability to speed it up.
powers. I's possible, for example, to buy
s Joa to charge his VFX

out tanks, ar even just the moments
Viewtiful Joe runs out of VFX and turns back

And then the capacity to zoom in on the ar Joe, complete with grainy

an item that allo
action, which can be used in combination U al
meter more rapidly than normal. or even

with the other two pc allacks

rable set e will undoubtedty tast

Just hamburgers 1o replenish his health

-4 are an obwvious

5, with the resuft that

&veniual success baecomes almost assured (&L=

1ed to become a
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Advance Wars 2: Black Hole Rising

Format: Game Boy Advance Publisher Nintendo Devalopar! Inteligent Sys

Price: $30 (E19) Helsase: Out now (US), October (UK)

dvance Wars is the best game available

for the Game Boy Advance, the closast
the format has to perfection. In terms of craft.
In terms of entertainment, in terms of playing
to the strengths of the platform, in tarms of
value for money, it is peerless, The only place
whers it falls down is accessibility, and not
Ihrough design: through cliche, that some
peopla will be put off by the idea of tum-
based combat and the word *Wars' in the
titte. Those people who push through that
mental block more often than not find
themsebhves enthralled.

“While Advance Wars 2 is still a superb
game, it's only close to perfect for those
who've never experienced perfection before”

But this wasn't sorme one-shot epiphany
from Nintendo. Advance Wars was the
product of a videogame linsage that goes
back to 1980 and the Japan-only Famicom
Wars, which was superseded in "97 by Super
Farnicom Wars. This is a game that has been
honed over time, tweaked and twisted into
Ninlendo's own type of chess. Like chess, it
has a limited set of peces, relativaly smple
rules, and almost infinite possibiiities. Like all
the best Nintendo games, it is presented with
warmth and humotr.

S0, given that Advance Wars is the best
game for the Game Boy Advance, and has
already been tweaked into something
approaching genre flawlessness, what is

Advance Wars' control system is as elegant as ever. Pressing and holding B over a character shows their
radius of attack, allowing crafty players to keep just out of range, or bait enemies with less powerful units

094 EDG

Easy as pie!

The characters have been redrawn; now Max, Sami,

Andy et al are tougher and more angular. Does it

there left for Advance Wars 2 to do? Tweak a
litthe more, perhaps; introduce a few
diversions, new toys, but avoid touching
anything that would introduce a major
change to form or function, It s common
sense to imit yourself to tinkering with the
décor when the structure’s so very, very solid,
And it's called Inteligent Systems, after
all. Advance Wars 2 isn't really Advance Wars
2, t's Advance Wars 1.5, with new maps, a

affect the way the game plays? Well, no. Obviously

handiul of new physical features on the
landscape and a new, less-complex Story
mode. One of Advance Wars' most
interesting aspects was that, just as you
couldn't see all the levels on one run through
the game, 5o the story wouldn't fully reveal
itself until all (hidden) paths had been
explored. The sequel is much more
straightforward and verbose, giving away
the majority of s secrats on the first run
through. On the other hand, it's longer
than the original, and corntains a wider
variety of missions. They tweak, they give,
and they take away.

Of the changes to gameplay, the most
significant is the introduction of new level
furniture and goals. Maps can now be
tattooed with giant pipes which provide an
unwigldy and unrealistic means of fencing the
player in; they cannot be passed over
through land, sea or air. Destroying a weak
paint in these pipes may be the level's goal,
or it may just be a way of creating a path
through to another objective — capluring the
enamy’s base, for example. Immavable
cannons with wide beams of fire appear in
some levels, and efirminating them may be
the objective, or it may simply be necessary
as part of some wider manoeuvre. Missile
siios are also new, these provide a one-shot
attack on any point of the map, similar to
Sturm's Meteor CO powar from the original.



You can now move freely around the map. A neat
touch, but the strategy implications are non-existent

The introduction of one new unit doesn't
change the combal mechanic or balance at
all. In fact, the Neotank — a stronger version
of the Madium Tank, with a greater
movement range, similar to the Heavy Tank
from Super Famicom Wars — only really
comes into play on the later levels, and
integrating it into tactics learned from the
aniginal is hardly a giant leap of logic. Each
island now has three COs, rather than
Advance Wars' two, which means a handful
of new characters. Their introduction is
interesting rather than world shattering, as is
the fact that each of the COs now has two
levais of CO power, the special moves they
can execute when they've been damaged. Al
neat lweaks, All good,

Advance Wars debilitating curse, though,
is quite unavoidable given the game's nature.
It's that those who are most passionate

about it, those who wanted it most, thosa
who've played the first one until they're
seging attack ranges when they shut ther
eves, they will find most of this obscenaly
easy, The tactics at the core of Nintendo's
chess haven't changed one bit, and perfect
S-ranks fall on Edge constantly until the final
few missions. |s that the game's faull? No.

The original was perfectiy balanced, but
to balance a tweaked seguel Intelligent
Systems has had to find a difficulty curve
which pleases both those who have never
played before, and those who have played
solidly for the last 12 months. That's
impossible, and that's why, while Advance
Wars 2 is still a superb game, it's only close
to perfect for those whao've never
expenienced perfection before.

Edge rating: Eight ©
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Animations still provide the graphical signature for battles, While every player will want to see their
Neotanks in action at least once, they're not critical and it's likely you'll turn them off within an hour

085



Dino Crisis 3

Format: Xbox  Publisher: Capcom  Developer In-housa (Production Studlo 4)  Price ¥6,800 (£36) Faloass: Out now (Japan), October 31 (UK)

Dino Crisis 3 is attractive in pilaces. but don't be
fooled - the largely inactive, ‘untouchable’
surroundings and work-experience lavel design
create a sterile, tiresome atmosphers

On reflection

Graphically Dino Crisis 3 is expecting fo
Impress, but it's a one-trick pony. The
myriad metaliic surfaces are intensely
reflective, b
unsophis
50 large they interfere with the view.
Contextually they confuse, too: why don't
the dinosaurs leave marks? Why is
everything so tidy? Has somebody spent
300 years polishing it?
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The thrusters provide a welcome boosted jump and rapid movement on a par with the dinosaurs
that you're fighting. However, the inept camera negates any serious attempt to exploit it
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Metal Slug 3

Format: PlayStation2  Pubilsher: SNK Play Devsiopar: In-hi Pricsy: ¥6,800 (E36) HReleass! Out now (Japan), TBC (UK)
A waste of money to those who don’
understand, a hypnotic vein-thnll for

who've ever been entranced by ¢

Suicide bombers in Arabian attire? Metal Slug 3

ppr qq QT ﬂpT may not be culturally sensitive, but it's great fun

corrupt, but when it becomes clear
aIp—n race is threatening Earth then joining
htha a

R

ream if burmed, then transform

-book piles of ashas; allen robots

vra themselves forwards and

gently manoe
rombies
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¢ itess times just to
Imperceptible nuances underr

As with all SNK (n
of Playmore] gan

undsar the &t

A fat bonus

Complete Arcade mode and you are
treated to two excellent bonus messions.
On Fat Island (top) you must eat more food
than your compatitor. This is complicated
by the fact that bonus weapons can freeze

exactly

and continues y

your opponent and each food type has a
different weight poundage. In the UFO
game (above) you take on the role of &

Nomal

life, defesting the alien

anding but other CP

patriots help fight the cause. As

= The journey to the lair of the mother brain is epic and the interim space battles are conducted vertically oo
edge rating E.'ght [ ten (left). Get cursed by a zombie and you turn undead, which gives you a very peculiar special attack (right) you'd expect, it is wonderfully addictive.
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Pokémon Ruby/Sapphire

he Pokémon serles is Nintendo either at
T its laziest or at its most confident -
‘thange’ seeming to be Game Freak's
greatest taboo. Instead, each new generation
inhents all the elements of its predecessaor,
and develops its own elaborations which in
tum will be passed down. Appropriate, of
course, for & game so much about augenics

So in Ruby/Sapphire not one scrap of the
underlying game has been tweaked or
jettisoned. Collecting, battling, evolving and
exploring are as elegant and compulsive as
they've always been. Some of the enomous
new battery of Pokémon show the strain of
creative exhaustion, but nothing has dulled
the acquisitive hunger brought on by the
appearance of a new or rare creature.

Some of the additions are fixes
which satisfactorlly gloss over the flaws of
the older games. The duliness of trekking
backwards and forwards is combated
with the introduction of stunt and speed
bikes, anc replenishable bermes and magic
futes minimise the expense and tedium of
being stuck with a team of poisoned or
paralysed Pokes.

But from these foundations rises a whole
new palace of possibilities. The classic battle
mechanic is now parinered by a Contest
mode, a kind of Pokemon Crufts. Every
offensive move now also has a Contest
rating, and the beauty batties are as
complex as the real-world scraps, To up your
chances, berries can be collected and
blended Into stat-boosting Pokéblocks, by
means of a dizzying minigame which can also
be played wvia link-up. Link-up mode also
enables the new two-on-two battles.
Although well thought out, these only presant
a real tactical shift for those prepared to
scheme very, very hard indead.

And there lles the rub. Ruby/Sapphire s
probably the maost intricate and datalled
console RPG available. Contest mode, which
seems initially ke a cute little bonus, s in fact
a chasm of complexity. Staring into it will
make many players woozy. But Pokémon is
built on a lie. You haven't ‘gotta catch 'em
all'. Viary few people do, relving instead on a
SWAT team of their favourite six, You can
frealy ignore the talent contest and the
berry-blending, the secret bases, breading
programs, bike races and safaris. But to do
50 woulkd be to miss out on the absorbing
and imaginative evolution of an
enduring classic.

Edge rating:
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Mixing berries produces coloured Pokeblocks -
red for coolness, blue for beauty :Ieﬂ} These bear
an b to Pez, p g the
merchandning cart a little before the harae

Secret bases (top) can be decorated with
ftems won or d. Many are i i
such as fully working slides and mats that
sparkle or play tunes when stepped on

Fifteen minutes

Roving talevision reporters hassle you for
interviews after battles and contests.

You compose your answers to their
quastions word by word by means of an
extensive and baffling dictionary, it's

worth putting a little consideration into any
quotes you give, however, as interviews
are swapped aach time you link with
another Game Boy. Then, as you travel
from town to town, you will pick up reports
of your Pokéfnand's exploits, and even
receive tips on thair favourte moves and
Pokémon combinations
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Ka 2: Let’s Go to Hawalii

Format PlayStation2 Publishet: SCEI  Developer: Zoom  Price: ¥6,800 (£26) Feleaser Out now (Japan), TBC (UK)

Ka 2's blood-sucking protagonist can now
feast on any part of his hosts’ bodies. Some
direction is provided, but a strong grasp of
Japanese will be required to understand it

Race relations

Just as those who don't speak Japanesa
will have difficulty understanding Ka 2, Tha
Yamedas and the Browns have soma
difficulty relating to each other. Thanktully
starmers will be able to understand all of

rowns FMV intro sequenc

S, which are

stitied in Japanese, and pn

vide a wry -

and revealin

~ look at how the Japanese
cancature Amencans for comedy purposes.
Which, for the record, appearstobe as a
patronising, arogant fools. Interesting

Additional points are on offer for the more
adventurous mosquito. However, foolhardiness is
likely to be punished by a crushing swat and will
require the use of a resurrection coin

Previcusly in E124

thrills of being a mosquito — expioration,

VOyE: agith, humour, arcade bit

Sm,

wha

next to the limited biting possibilities

he-numbers toker hon

they ttempted to solve

home. Unfortunatsly for them and thelr

tion has

order 1o progress t
targeted - for example, to relieve Mr
Yameda's toothache, a delicate bite might be

placed on his mouth and some tokan amount

Points bonuses al

aring bites, held on until
the moment right before the snap.

fi for the variety is a matching

rol is still fing; while

3y pans on your target
Iar.g Li
ga will suffer without instruction, and

e without strong Jag
KNowlec

find progression a case of trial and arror

imething beyond the game
Ishere. Ka 2 Is

anic that really
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Suikoden |l

Format: PlayStation2  Publisher: Konami Devsloper: In-house  Price: See text  Release: Out now (US)

dge has wanted to review Suikoden Il

for some time but it 1s only now, with
confirnation that Konami definitely won't be
bringing the game to Europe, that we've
decided to pay the exorbitant eBay prices for
a US copy of the gamea. The Sulkoden series
has one of the most loyal fanbases of any
RBPG dynasty but the relatively small number
of followers has ensured only a limited US
print run of this latest iteration, resulting in its
swift collectability.

The series has always emphasised plot
over aesthetics, with the first two games on
PSone featuring functional visuals but
compelling gameplay. This third game sets
the story 15 years after the second and so
loses some of the key protagonists, whom
saries-lovers will miss, The main innovation
here is the trinity sight system, an idea less
gimmicky than its name suggests. At the start
of the game the player chooses to view the
action from one of three main characters, all
of which work for different factions in the
Grassland war,

The game is split into chapters and at
the close of each you have the option to
continue the next with your current
protagonist, or to go back and play through
as ane of the other two. This leads to some
‘Rashémon'-esque sequences where you
view the same events through thoroughly
different ayes and it's an interesting feature
even if it is underplayed.

The battle system is easily the weakest
portion of the game, daspite the hardcore
micromanagement options for your
characters. You choose ateam of six out of a
possible 108 characters (see Stars in your
eyes), divided into three teams of two. Fights
take the traditional turn-based format but
ordars are issued to each pair rather than
individuals at the start of a round.,

There is a massive loss of control here,
not least because the characters move
around the 30 fight scene as they please.
Frequently they wander into each ather’s spell
blast radius causing frustration. Combat
gameplay is a real step backwards for the
series and feels like a failed attempt at
inncvation for innovation’s sake.

Although Suikoden Il is better than the
average Japanese RPG, it's clear that with
the move to 30 Konami has tried to freshen
the formula. But by watenng down the
series” bastion gameplay glemeants it 4=
may have alienated all but the fanatics, =

Six cut of ten
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tiful world.”

Should you successfully manage to collect all of
Suikoden llI's 108 characters, you will be
rewarded with two additional points of view

Stars in your eyes

One of the most endearing features of the
series has been the inclusion of the stars,
108 playable characters scattered
throughout the game that the player can
find, recruit and then use in their party. They
onginate from a Chinese myth that gives
Suikoden its name, concerning 36 heavenly
heroes and 72 sarthly heroes regarded as
outlaws by thelr governments but heroes by
the people. Once recruited these characters
Kanami has succeeded in creating a rich gameworld replete with its own history, deep politics and cultural stay in your own castle hub where they can
expression. However, its attempt to improve the combat gameplay may disappoint the series’ diehard fans be visited and joined in minigames.
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The Great Escape

Format Xbox (version tested), PS2, PC  Publsher: SCi  Developer: Pivotal Games  Price: £40

||| In
i
|

find much to inspire y

There was a time when

| avenues \ e

| has pitched

: speak to Ashley-Pitt (“new
find the wrench to switch

8 added’), You

1 of exciiement whan a miss:on

and the music s

The compass gives a falr indication of the
whereabouts of your enemies and captors,
though looking around corners or over objects
using the D-pad is more profitable. Once

one guard spots you, the rest of the camp is
instantly “alert’, which breaks any spell of
believability if there's no one else in the vicinity

dumb or panic strick

The most obvious use of tha licence can be seen, or rather heard, during the Virgil Hilts episodes. The
voice of Steve McQueen has been taken from the 1963 film and tragically shoehorned Into cut-scenes 10 Four el



MegaMan Network Transmission

Format GameCube  Publisher Capoom  Developst! In-house/Arika  Price: £40  Ralaase: Out now

Previously in E121

M egalMan Network Transmission is something of a
departure, sure, but it's nothing new. It is a hybrid

riginal Famicom games, purs-bred platform

series of ‘chips' at the start of each level, each of which
represents a different mode of fire for his cannon, The
default weapon is almost useless, so carsful sslection Is
vital, And. since these special attacks are effectively
finite. economic use of them is important, 100.

That can prove a problem when things get hectic,

since MegaMan's appeal comes from racing through

levels, eliminating enemies with instinctive fire and

consummate, kinetic professionalism, Here it's pensive
and often frustrating, exacerbated by little things; such

=5 (the traditional, but dated) lack of a static duck

maove, And MegaMan's structurs is as ngid as his body,

leading you through skow, linear mazes, collecting new

powerups and fighting |, brutal bosses. It's not an

falling awkwardly between action and

's uniikely to satisfy anyone cther

than rabitly obsessive fans ¢ haracter.

Controls are sensitive but frustrating.
Skaters ping off invisible walls, and
attempts to turn a neat 180° often produce
anough forward momentum to carry them
over the edge of a rooftop

Four cut of ten

Jet Grind Radio

Format: Game Boy Advance Publisher: THQ Devsloper: Vicarious Visions  Frics: §20 (E13)  Release: Out now (US), TBC (UK)

The cel-shaded visuals look stark and
uninteresting when freeze-framed, but
in motion they're sometimes sumptuous
and always appropriate. And even if you
can't admire them, they're certainly not
MegaMan's main problem; that lies in
the breaking of one game with a
dynamic drawn from another

aithful as a bloodhound to the Dreamcast original,

sery aspect of the

nal game is reproduced, down to the Graffili Soul
locations and the dance moves of the skaters,

nature of the

The problem is that the infri

Jet Set Radio levels is unsuited to isomatric

presentation. Although characters appears shaded out
when behind anot

unpredictable. Too often you are Ieft staring at
overlapping planes of grey, unable to establish which Is
vertical and which is horizontal, all while the clock ticks
down and Captain Onishirma goose-trots ever closer,
The circular painting motions for producing tags have
been praserved, senselessly divorced from the fluidity of
ral flaw of the

an analogue stick. Even the stru

original — the possibility of being stuck with jus
mission open - ramains

Th not & lazy port, The graffiti design system

ind & betier home than the humble Dreamcast

VMU, and Sleep mode is a the

But the loyalty of the ¢




Virtual-On Marz

Format: PlayStation2 Publisher Sega  Developer: Hitmaker  Frice: ¥6,800 (£35) Relsase: Out Now (Japan), November (UK)

The balance between ranged attacks and
close combat manoeuvring is delicate,
requiring players to choose between the
relative safety distance offers, and the
destructive potential of in-fighting

Arc the Lad: Twilight of the Spirits

Fotral: PlayStation2  Publisher: SCEA  Developer; SCEI  Price; 550 (€31) Bsiesss: Out now (US), TBC (UK)

E dge [ glad it doesn't live in Japan. Finding new
angles 1o critique generic eastern RPGS is

ard

ugh with the small percentage of games that make
e the fiood of titles that

er the plethora of PS2
res recently.

) risons bist it seems
appropriate nera: the battle system is a simpiified

n of that in Capcom's latest Breath of Firg, the
jue, & mixture of spokan and wrtten word, sub-
sagia but super-Sulkodten Ml end the soundtrack is

snfuging pastiche of RPG clichés from sweeping

iestral manoeuvres to porn wailing guitars

The plat is much more refreshing focusing on the

ate of twin brothers wrated at birth ana each raised

T he PS2 ought to be the first current home

system o offer an acc

recl arcade fighter, Full

DualShock sticks, however, ara not up to the job:
woolly and slippery, it's al
sidestep. Other control configurations are perfectly
viable, however, and defeats are as often caused
by a leaden brain as by fudgey fingers

The design of the mechs is exuberant and
styfish but the rest of the game is a severe visual

o0 aasy 1o mMisSs a crucia

bland, and

CONSpire

to dampen your enthusiasm.

A mission structure attermpts to force some

variety onto the classic mechanic, but it fails to
mask its repetitive nature. Nor should it: you come
to Virual-On to beat up big robots through a mix o
opportune tactics and instinctive brawn, and
throughout Marz the precise and articulated
combat remains as demanding as ever,

Seven out of te

i
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Hfi

Arc the Lad has benefited from a swift
localisation: it was only released in Japas
three months ago. However, the mixture
of written dialogue and asinine speech
soon grates and feels incoherent



Kirby Air Ride

Fomat: GameCube FPubiisher: Nintendo  Dew

Unfortunataly, none of this is vel

It's not that t me lacks complexity; the

apparent simplicity of the control mechar

mask certain nua

a consequance of luck rather than ju jgement

I the main ra o exampee, it's far too

easy to simply buffe valls and bump

CPU opponants, wt

srners and yel stil

Three out of ten

nitial D Special Stage

Format PlayStation2 Pubiisher Sega Developes Sega Rosso  Price: ¥8,800 {£36) Faisase Out now (Japan), TBC {UK)

0 x P

I BB kmih ?;T

The usual modes are offered, with Story T e
= . i=ii P
following Takumi's automative exploits and b=
featuring other characters from the series H
The familiar range of Japanese machinary is
available with limited tune-up options
opening up as you progress through the
game. Sadly, there’s no twoplayer option

er: HAL Laboratory  Price: ¥6,800 [E36) Falease Out now (Japan), Q1 2004 (UK)

Pravics

Though there's plenty to unlock in Air Ride,
there's very little actual entertainment on
offer, in spite of the inclusion of a manic
party game and various multiplayer modes.
Indeed the Edge games room has probably
never seen such a sullen or bored
atmosphere during multiplayer sessions

icensed on tha ular manga and anime series
L initial D tells the tale of hig

nomenon Takumi Fuliwara and his (and his

ool driving

. The handling r

Bl 1S aCCessile

ished arcade Neritage, but by current

ds feels disappointingly basic. Too often it's

sible to negotiate the (excellently designad) hwisty

ur 1o the




retrotest

ahamut Lagoon

%dge takes a fresh look at a seminal game classic from yesteryear

ne of Squaresoft’s last games for the

Super Famicom, Bahamut Lagoon
takes the strategy template of the
Shining Force and Front Mission series
and places it in a fantastical sky world
filled wxl;; legends and dragons.

#Bahamut amalgamates Squaresoft's

rposi successful innovations as we see
_rthe silent protagonist (a la Chrono
Trigger) supported by a huge cast of
controllable allies (a la FFVI). The plot
looks like a straightforward rescue-the-
princess affair but thankfully Squaresoft
steers away from cliché, fleshing out its
characters with witty precision and clever
scenarios. The developer looks to have
mastered the art of 2D graphical
characterisation and, as the game boasts
some of the best graphics the system

Lﬂ s'li‘\ H. i
e Ay

Breamyy, isn't it.. When two people who has seen, has achieved some wondrous
e each other come to this chimeh.. moments of expression with the sprites.
“'B" UL i '"“""“' forever s The team-based approach to the
“‘g e .'3"; = storyline complements the strategic
H 1 gameplay wonderfully. Battles are fought
{-, / 3 in areas divided into grids on which you
at
i

command six teams each made up of
four characters of your own choosing.
Each team also has a dragon that can be
ordered 1o attack or defend.

Tactically the game is deeper than

Dragons transform as they reach

certain levels. The degree of satisfaction any strategy RPG yet seen and players
when a dragon you have carefully bred must carefully pick terrain conditions and
and nurtured wipes out an enemy near or far combat choices. After each

2 icadidioci ot i team takes a turn their dragon behaves

as he sees fit within the offence/defence
guidelines set for it. The set-piece battles
are a refreshing antidote to the random
skirmishes that have become genre

“"'l]“s-l

The battle animations are simply stunning

q - L

i 2 “. with lluga screen-filling sprites. The
standard befw now. The player IEI: not { < :
only responsible for team composition - : ! b ol e 5 _.‘ s gic one

but also for the development of their
! dragons, which can be fed every item in
¥ &l the game, from characters’ armour to

Id|1|rl[||

qirl

w”, porn mags. Every item bolsters particular
stats from strength to 1Q, adding a

Dragon quest tension to one's item management as the
e T L player decides whether to increase a
Yes Edge played through Bahamut dragon’s HP with a high potion or save it
upon release, kanji dictionary in tow, for possible use in the ensuing battle.
SOV QRIS WS SRR SUM Wi This is the future of RPGs; almost full
mh voay or mr;w T;m"“ player control o*rer team make-up and
(see E57), Ogre Battle, Monster high levels of micromanagement. The
Rancher and even Advance Wars. It is fact that the game is complemented with
the recent fan translation that has really a rip-roaring story makes it one of the
brought the title to the attention of RPG most compelling adventure titles
devotees everywhere and the game since Final Fantasy VI. E
has lost none of its charm in the
o i i Edge rating: Nine cuit of ten
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2 Rally Crempdl

After losing considerable ground to coin-op racing rival Namco in the first half of the "90s,
Sega returned with a title that would prove as consequential as 1986's OutRun, capturing
the hearts of arcaders and guaranteeing the acceptance of a new videogaming sub-genre
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There had been rally game before, of course, but
Sega Rally Championship's success encouraged the
industry's acceptance of other forms of metorspert
other than, say, F1 as perfect videogame content

In the arcade-racer family tree,
Sega Rally sits right at the top of the
3D rally lineage. Until Sega Rally
debuted, aside from 2D arcade titles
such as Midway's 1980 Ralfy-X. the
rallying genre was largely left
untouched. However, the release of
Sega Aally was significant due to
the intuitive stylised handling,
beautiful visuals and the multiplayer
capabilities of the machine.

“At the time there were two
taboos in Japan with regard to rally
games,” continues Sasaki-san. “The
first one was the box-shaped car.

mm T 1 dmen

Mobody wanted to make games
based on the everyday car. All
racing games were based around
stylish F1 or GT vehicles. The
second was rally itself. Again,
people were uneasy to the idea of a
game based on this sport.”
Featuring a slim selection of
three licensed rally cars, the Toyota
Celica, Lancia Delta Integrale, and
the hidden Lancia Stratos, the
console game went on to introduce
some basic tuning options (you
could change your tyres, set your
front and rear suspension, your
handling response, and your blow-
off valve), additions still relatively
rare before Gran Turisma. The
game's designer, Tetsuya
Mizuguchi, continues the story. "We
had no experience in driving those
cars. We asked Toyota and [Lancia
owner] Fiat for help with testing but
they turned us away several times,
We kept trying and after they saw
what we had they came onboard.”
They say that the closer you get
to innovation the harder it is to
ascertain the quality of your
creation. This was certainly the case
for Sasaki-san and his team as they
drove the virgin snow, “To be
completely honest | was very
worried that the game was going to
be a failure at the arcades. |t was
only as the game started to take

TOTAL TIME

1,15743

Back in 1995 Sega's Model 2 board was at the top of the graphical game. Sega Rally first

shape from the team's personal
touches that | started to feel any
confidence in its potential. At one
key point while we were developing
| had been working so hard, always
with cars on my mind, that | got to
the point where | just couldn’t see
the attraction anymore. |'d think,
'What the hell is so exciting about
cars? What is so fun about driving?’
So | drove up into the mountains
with my own car. It was such an
enjoyable and exhilarating
experience that | decided to
Incorporate this into the game. This
was how the third mountain track in
the game was conceived and
decided on.”

When It came to creating the
visual look of the game the team
was given great freedom to get
inspired and enthusiastic about the
project. Mizuguchi-san even recalls
an unusual road trip, “| remember
we spent three weeks driving from
the American west coast to Mexico,
filming and grabbing all the textures
we could. It was my first job in
developing a game from scratch. |
learned a lot.”

The struggles developers
encountered with Saturn’s 3D
capabilities are well documented.
Indeed, the finished Saturn
conversion could only managed a
rate of 30fps to the arcade'’s 60fps.

seduced players on a visual level and then kept them coming back with exemplary gameplay



The process of fitting such
demanding code into the Saturn
reguired detalled planning before
the conversion began in earnest.
“Thera were two main problems
with the Saturn conversion. First it
was impossible to completely
recreate the arcade graphics to the
console. Although this was possibie
to achieve for some 2D titles it was
simply stretching the technology too
far at the time. As we had
comparatively so few polygons to
play with the real challenge was to
give the same impressions on a
tight polygonal budget,

“Second, wa had to address the
controller issue, Sega Rally was
designed for play on a steering
wheel and | was not surea we
could recreate the sansation of
drifting (among other things) on the
first track using the Saturn's
controller. But beside the obvious
technical challenges that had
been set the most important
challenge to me was that the Saturn
version kept the arcade spirit and
made itself available to as wide an
audience as possible.”

The home conversion of Sega
Rally was to become a Key title for
the Saturn, albeit too late. It shipped
in Japan on December 28, 1985
with the (arcade's) title Sega Rally
Championship 1995, One has to

_TOTAL T MELS
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wonder if the decision to keep the
full title two days before the New
Year was a mistake. SoA and SoE
certainly thought 50 and dropped
the tag for the western release.
However, this did nothing to hamper
sales in Japan where it sold well.
For Sasaki-san Sega Rally was a
definitive triumph and one that
moved his career in the videogame
industry considerably, “I still, even
today hear from the fans, even after
all these years. There are two
games in my life | can’t disconnect
from even if | want to. I'm speaking
about Ridge Racer and Sega Aally.
In Sega Rally Championshio, | put
all the things | was not able to do on
Ridge Racer, In Japan | am most

iy I

famous for these two titles.”

Mizuguchi-san remembers his
favourite part of the game for a very
different reason, “The engine sound
of the Lancia Delta was in fact the
sound of my car at that time!l"

Sega Rally is a critical title, the
first sallent example of the 3D rally
genre. Its significance is perhaps
understated amongst western
console owners, due to the Satum's
limited success. But its enduring
place in the world's arcades is
thoroughly deserved.

The Saturn conversion does an admirable job of capturing the sublime
handiing and dynamism of the arcade game despite controller issues
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Examining gaming history from Edge’s perspective, five years ago this month

Turok 2: Seeds of Doubt

Edge investigates 'Digital
Duplicity’, with the help of a
silver fifth and an excellem
in-house illustration
5. "Sega's special-edition
Godzilla Dreamcast PDA",
looking uncannily like a VMU
* Republic's design pixie
Demis Hassabls
5. Radiant Silvergun, back in
eBay's infancy
5. An early shot of the much-
delayed Winback
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Enough. The weighty EB3 saw a little content
shimmy, as Qut There leaped to the b ind of the
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the far friel ar Consumer Tech saction, Co
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thick slice of Arcade v Il -at the backend of this
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Owain Bennallack, a hero to ‘hundreds' in the toughest arcade in Swansea during the '80s

12

| pity today’s gamers. We had it ail first. We had
multiplayer gaming with sweat, blood, and tears. We
had characters you'd upgrade with skill or cash. We
had Gauntfet in the toughest arcade in Swansea.
The death of the arcade Is rarely lamented.
Perhaps we're just relieved we don't need an
umbrefla to get & gaming fix, | know patrons of
the toughest arcade in Swansea who are happy to
have escaped with their lives (drug addiction or
criminal records notwithstanding). But there was a
time, 1985, playing Atari's Gauntlet, when the arcade
was gaming's ground zero. A level playing field
greeting all-comers.

EDGE 27

Weicome, Vaikyrie. Or Warrior, Wizard or EN,
Merdy kids, we each had our favourite, and at
lunchtimes we'd discuss SAS-style room clearance
with minimal loss of lifeforce. Valkyrie would dispatch
the generators. EIf would cover, Wizard wouldn't
waste a potion. Warrior — thump things.

On Saturday we'd convert our paper rounds into
50 ten-pence pieces — and we'd go for it. By midday
we'd be surrounded by a dozen people - it felt like
hundreds — and we'd be battling on level 53. But our
lifeforce was running out. One by one, we'd sell out
our characters to the boys with cash, Which
ironically was just what the games industry did,
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| am writing in a state of apoplexy brougnt
about by a number of respectable publications,
such as your own, blithely dismissing games which
have not ‘embraced’ the future — ie ara not
rendered in three dimensions.

| quote from the July 20083 issue of Edge in
which Rise of Nations was reviewed: “Although
handsome, the game’s tile-based isomatric
viewpoints appear backward at a time when
even the Command & Conquer series has
embraced full 3D.”

At what point did 3D become Synonymous with
superiority? When a game is nol served by the
added complexity and complication of 3D, what
mileage is gained from Including it7 | know it's
fashionable these days to make every game 3D
{witness the barrage of inferior 3D updates to
classic 2D titles), but what is fashionable is a
notoriously poor indicator of what is desirable
{again, witness the saturation of bullet-time).

Why is a fixed, in this case isometnic, viewpoint
backward? Two of the most beautiful and well
executed games |'ve played in the last fow years —
Commandos and Desperados were remarkably
free from 3D, and much better for it, without the
seamingly inevitable 30 baggage of crappy camera
angles, confused and frantic clicking and searching
for enemies, and a blacky, soulless appearance.

There are times when going against the grain is
required. Give me a beautifully rendered static
object over a multi-directional-polygonal-vectored-
whatever any day. Rise of Nations is a strategy
game {albeit an RTS, which is another area | have
a beef with) not a firstperson shooter. You
shouldn't need a ninja computer to run it, and you
don't, but it still looks damn good in my opinion.

Don't get me wrong, certain gennes have
advanced considerably, or even been invented,
with the introduction of 3D - the shooter, the
stealth 'sm up, for example, But who honestly
believes the new Prince of Persia will be a patch
on the ariginal?

| sadly await Civilization 4 — coming soon with
3D accelerated graphics, squad-based gameplay,

Letters, Edge, 30 Monmouth Street, Bath BA1 2BW
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Communicate by post:
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edge@futurenet.co.uk

and whizz bang particle effects which will no doubt
wow the slack-jawed soulless minions of orthodaxy
with their super-fast computers and copies of Max
Payna, but hammer another nall into the coffin of
those who prefer quality over giossiness,

Colin

Edge Is in no way an advocate for 3D gaming lor
30D's sake. Titles such as Viewtifl Joe, and yes,
Commandos are ample demonstration that a move
to three dimensions isn't always desirable. In the
particular instance of Rise of Nations, however, it’s
true to say thal the use of isomeinc visuals do
appear backward when the transition to 30 has
been embraced by other, similar titles with a
dramatic, and positive impact on the tactical
scope of the genre.

In E125 RedEye managed to hit the nail on
the head in his own, unigua style. Where he erred,
however, was assuming that we should maraly
encourage traditional artistic types to join the
industry — fim-makers, painters and similar types.
However, these mediums, as briliant as they are,
are incredibly non-interactive and usually the
obsarver sees them exactly as the director or
painter intended them to be seen. Games on the
other hand, are completely different. The player
often sees things that the designers never even
realisad were possible — a fact that Is especially
true of those games that feature emergent or
open-ended gameplay.

With many games it is obvious that user input
determines a large part of the playing experience.
Indeed a game designer has more in common with
a car designer than a film director in the respect
that both cars and games are ultimately controlled
by the user and from time to time both cars and
games can crash.

| taka issue with the idea that somehow artists
of more respected media can comea up with better
Ideas than anyone alse for a medium that s so
radically differant from their own. For example, |
was recently blown away when someone

suggested that, “Sony should make a game where
you use the EyeToy to steer an F1 car using hand
movements.” | was even more surprised by the
fact that this briliant suggestion came not from
an artist, but from my mother,

We don't need to welcome mora artists into the
industry; instead we should simply be welcoming
more people into the industry, regardiess of what
they do in life. You never know, they might just
come up with something that changes the way we
think about gaming forever. Perhaps the
videogame industry should change its insular
manner and listen to the odd passing commaent of
emall. Or at least listen to the odd middle-aged
person from time to time o see what games they
want. One day even | will be over the hill and mos
likely not up to the challenges of Wario Ware Inc.
Crispin Walker-Buckton

RedEye’s diatribes usually make me
smile but last month's really made me think. His
sugpestion of inviting random creative types 1o
consider using videogames as their medium of
expression is sound ~ the problem with the
Wachowski brothers’” effort was not their creative
ability (or lack of it) but perhaps because they
were all too familiar with videogame mores,
resulting in Enter the Matnx being generic to the
point of self parody.

The thought of people like Pedro Almodovar or
the Coen brothers producing games Is genuinely
exciting, though maybe wa shouldn't invite Peter
Greenaway. | fear there may be framerate issues.
Paul Drury

Inviting opinion from outside the namowly targetad
videogame audience of young white males is
obviousty desirable, though it's difficult to see how
the process could be structured so that it doesn't
turn into some sort of hall-baked focus aroup
testing. it's also difficult to see the Industry's force:
of conservatism entertaining the notion very
sariously. As for the Wachowskis, it also appears
that they were unfamiliar with both the day-to-day

“At what point did 3D become synonymous with superiority
When a game is not served by the added complexity and
complication of 3D, what mileage is gained from including it"
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workings of the development process and the
technical limits of curment gaming hardware

| can’t Say | spaak for everyone in my part of
the world but | just feel confused. Up to this paint
of my life, videogames were just a fun way to
spend my time. Since Edge has shown me the
bigger parl of the gaming world, | just wonder
where | fit in. Living in south east Asia, people
might assurne that | can get the iatest releases
from the three powerhouses of the videogame
world, Far from it.

Prices for games and consoles are high, piracy
continues to dominate and the acceptance of
videogame culture just cannot break through, | still
live with my parents and the guilty fesling of taking
their hard-earned cash to purchase a $50 game
just is too much. Even shanng my obsession with
other people is a hard thing to do. It is just
too mainstream or whatever you want to call it,
over here. It Is sad to see that the only thing driving
the real 'gamers’ in my country Is pirated
software. But to my surpnse, Raz, Frequency,

Vib Ribbon and many similar titlies are not even
available in bootleg form.

Judging by the pages of Inbox every month, so
many people in the UK share the dream of pure
and fun videogames. Even issues surrounding the
videogame world are discussed in this section,
from fermale gamers to viclence and even Edge
being a film critic.

Brian Tan

Forgive the apathy. tut 1 honesty
thought that a decent contingent of Edge’s readers
would be able to respond faster than me. No
review scores. Masterstroke. Review scores are the
bana of film reviews. Review scores are utterly
redundant when attached to music reviews.
Review scores are de rigueur with game reviews,
and it's here, in the young industry's culture of
numbers-obsession and digital, on-or-off logic,
where they arguably have the patential 1o do the
most harm.

Are the isometric graphics in Rise of Nations
backward looking? Perhaps, given that every other
leading RTS has benefited from the switch to 3D

Review scores remind me of the scene in
‘Dead Poets' Society’ where Robin Williams
renders ludicrous and tyrannical the entire idea of
‘scoring’ poetry — yet the idea was largely ignored
that this could maybe be some kind of metaphar,
that maybe assigning an arbitrary numeric grade to
any work of art is a puerile gesture that
diminishes the artistic value of even the most
mediocre output

Some time ago, Steven Poole wrote a Trngger
Happy column on the subject of analogue/digital
imerfaces, His undarlying point, or at least the way
| Interpreted it, was that the human animal is not a
digital one. We are analogue. We have peaks and
valleys in our appreciation of an experence, and
sometimes we need something a litthe more
descriptive than a scale of 1 to 10 to describe this
appreciation. Even the hackneyed device of
scoring a number of (increasingly silly) components
of a game can't begin to quantify how a person
experiances a game.

As a discussion of artistic output, Edge’s
reviews are pratty much unmatched. Taking the
next logical step, of totally doing away with
arbitrary ratings. was a brave step and one |
would urge you to consider further, (Don't worry
about us - you've always done what you do
and followed through confidently, and | think you'll
find that this confidence in Edge's decisions
spreads to your readership).

Oh, and & closing aside: your matter-of-fact
d nbling of the r ¥ing maching in the
same Issue is to be applauded: not for any kind of
reveiation of industry practices (which you never
really claimed to offer), so much as for the fact that
such a cold, unsympathetic laying bare of the
shortcomings of the art of criticism offers up the
challenge for readers to ba more literate and
questioning of the hallowed videogame cntic. And
because, of course, you are, in effect, throwing
down the gauntiet for Edge readers to demand
only the highest standard of critiquing from Edge
itself. Which is welcome.

Tom

Kevin Williams makes a far point

about the ongins of Stunt Car Racer (E126);

the similarties between it and Hard Drivin' are
many. Hard Drivin' was full of leaps and ramps; like
Stunt Car Racer it wasn't a 'straight’ racer and its
crude polygon vehicles are of the same family.

In faimess, almost every 3D driving game or
flight sim of that era adopted a similar visual style
out of necessity and if that alone constitutes
plagiarism there isn't an onginal game on the
market. It's worth pointing out that Stunt Car Racer
played much better than the home versions of
Hard Drivin' too.

| can remember in the early ZX Spectrum
years that each month brought a slew of new
releases reviewed in magazines, often
accompanied by remarks that they were “highly
original’. It's only in the last few years that —
thanks to MAME mainly - it can be seen that
very, very, few of these games did anything other
than completety rip off obscure arcade or console
titles that very few gamers would have come
across at the time.

 amyone wanis to truly sat the record straight
and stop ‘revisionest’ games history, they'l have to
go a lot further back than Stunt Car Racer.
Aonghus de Barra

| don’t know if you're interested but I'm
pratty sure Kevin Williams has got it wrong in
your letters page. | can be sure that Geoff
Crammond didn't copy Hard Dnvin' because |
was al Telecomsoft when he was writing Stunt
Car Racer.

We were at lunch one day in Scho and | asked
him it he wanted to pop into the arcades to look at
this new Atari driving game called Hard Drivin' (or
possibly Race Drivin') because there were some
great levels and maybe he could get some ideas.
He said he definitely didn't want to because he
didn’t want to be accused of nipping them off.
Colin Fuidge

Well. There you have it

“We have peaks and valleys in our appreciation of an
experience, and sometimes we need something a little
more descriptive than a scale of 1 to 10 to describe this”
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