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The future of electronic entertainment

n ugust 19, 1983 saw the amival of a new kind of
videogame magazine. Since then, much within these

covers has changed but the publication’s

8 components

remain. Indeed it was interesting to note recantly, when three

of Edge’s four editors happened to be in the office
simultanecusly, that whilke undeniably distinct personalities
imeversibly scamed from years of having worked with each

other, no goubt), all three continue to share the same

outiook cn videogaming

It's not just the editors, of course. Edge is put togsther by
Individuals united by a genuine passion for videcgames. The
recognition of the potential within gaming, the belief thal this
pastime has the ability to outplay every other form of
entertainment and rival ‘higher' forms of cultural pursult is, and
always has been, al the very heart of the magazine

So at times we're a Ittle dry, a little solemn. That's only
because somatmeas things are senous; someatimeas our
pastime is threatened - by extensive industry consolidation;
myopic, risk-averse publishing models; obsessive franchising;
il-informed mainstream press; and ill-advised governmental

representatives — and we care too deeply aboul games and

gaming to simply type you a monthly, Kirby-colourad version
of the situation. We care too much to ses you waste £40, $50
or ¥6,800 on substandard entertainment and not warn you
against it. We care too strongly to sit here and not tell It ke we
see it. It just so happens that it's not always a pretty sight.

This month though, Edge (mostly) puts aside its

scepticism. This issue is a celebration of gaming and Edge’s
love of the form. You'll have to forgive the self indulgent nature
of the edition and we'll take this opportunity to thank you for
reading the mag for the past decade. Ten years ago, it

wasn't for everyone, Ten years on, it still isn't,
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Features
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048 9/11isajoke
Edge ponders the questions provoked by games
with content based on horrific real-life events

052 Score Wars
Hi-score tables: once upon a time the only way to
gain gaming status. And now they're back

060 Edge’s

Ten Commandments
Ten simple yet obvious rules of game design that
we believe should apply to every game ever made

064 Ten Top Tens
The best 100 games of all time. Ever. Part two.
But by all means feel free to disagree...

080 Perfect 10?
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KenKu!amgsmvedsmumresswalistofspecs,pos:honmgSony's

multimedia handheld

to PlayStation2 than to

e R

aving initially announced the
H PlayStation Portable earlier this year
at E3, Sony’s Ken Kutaragi revealed its full
specifications last month, at the

company’s annual PlayStation conference.

An impressive set of features suggest
that the device will be closer in
performance to PlayStation2 than, as had
been expected, the PSone. At its core will
be two MIPS R4000 CPUs; one that will
be programmable for games, and another
dedicated to the device's media playback
capabilities. These core CPUs will be
supported by two graphics cores; one
that's similar to the Graphics Synthesizer
in the PlayStation2 (and although it will
only run at around half the clock speed of
its PS2 counterpart, the smaller screen

size will probably mean that there is little
noticeable difference in performance) and
a second that will offer a range of 3D
curved surface and hardware 3D
functionality. 7.1 audio playback, wireless
LAN and Infra-Red (IrDA) wireless
functionality, and an extension port to
support future add-ons finish off an
impressive package, that, thanks to
USB 2.0 and Memory Stick slots should
be compatible with products from the
company’s electronics division, such as
The conference itself, which took
place at the Takanawa Prince Hotel in
Shinagawa, south of Tokyo, on June 29,
was otherwise rather subdued, owing to
Sony’s poor recent financial results. Just a

few weeks before, the company had
announced a record fall across the
group's operations, prompting analysts to
criticise the company for a lack of focus.
Significantly, as previously reported,
Sony's electronics division is in decline,
having failed to take advantage of the
booming Plasma/LCD TV and home DVD
recording markets. Consequently, it's
being overtaken in these areas by
companies such as Sharp, Pioneer,
Panasonic and Hitachi.

Hence the introduction of the PSX in a
bid to reverse the trend, and hence the
renewed pressure on the company's
news here though, as the company
suffered a steep drop in year-on-year
sales of PlayStation2 during the quarter
ending June 30, and a decrease in overall
revenues for the games division.
Compared to the 4.59m units sold during
the same quarter last year, this year, Sony
only managed 2.65m. Conseguently,
revenue fell from ¥153.2bn (£800m) to
¥125.2bn (£650m).

At the conference, the company
attributed this in part to a lack of originality
on the platform as publishers have
become unwilling to take risks; the annual
PlayStation Awards given out every year

EDGE 128

to reward commercially successful games
also reflected the difficult conditions of its
domestic market. This year's awards saw
a smaller list of winners. And although
there was good news for the likes of Koei,
whose Sangokumusou series almost
single-handedly propped up the charts,
there was disappointment for companies
like Capcom, whose best-selling title,
Devil May Cry 2, failed to reach sales of
im copies.

The PSP announcement then, was
fairly timely, and managed to divert
attention away from an otherwise rather
muted message. There are still areas of
concern: notably that the device is unlikely
to curtail any criticism of the company’s
perceived lack of focus. There's still no

clear sense of what the console will look
like, or what sort of market it will be
ia:getad at, and in spite of Kutaragi-san’s
claim that it will be the “Walkman of the
21st Century”, the original Walkman was a
firmly focused device. The PSP appears to
be, in contrast, a multi-functional digital
hub. Still, publishers will be rubbing their
hands with glee at the prospect of region-
protected software, while developers will
be cheered by the fact that although its
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An extension port will allow the PSP to
be hooked up to various add-ons. Digital
cameras, GPS devices and digital tuners
were suggested by Kutaragi-san
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There is speculation that PSP discs will be writeable, like minidiscs, raising the possibility
that games could be copied onto discs quickly and easily from kiosks installed in retailers
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Small is beautiful

As the big developers become ever more serious in a drive to reduce risk,

a new breed of micro-studios is springing up to fill the demand for fun

trange to consider that in an iIndustry

which likes to characterise itself as
being all about creativity, some of its most
talented employees are rejecting the day-to-
day grind. As phrases like, "We felt they
were driving the studio into the ground”;
"We'd had enough of working for old heads
who never piay games anymorne” and “We
just left in order to do our own thing”
demonstrate, as the videogame industry
becomes morea focused on the businass
side, a small but growing number of
developers are setling up on their own.

No surprise there you rmight think, but
instead of attempting the traditional high-
concept, venture capital-funded startup

“After many years in this volatile industry, the
three of us decided the risks couldn’t be any
greater if we took control of our own destiny”

plan, the iatest approach is the micro-
studio. Typically consisting of a handful of
expenanced friends, these back-to-basic
pioneers ame fiercely-independent and
committed to doing things their own way.
“The most important thing was the
ability to spend our fime doing what we
wanted to do. Our aim is to work the way
we want to work, at whatever strange hours
that may be, and not get in the position of
having to deal with the inefficiencies that
can arise in a large team,” explain Scawen
Roberts and Eric Bailey, two animators
who left Lionhaad after collecting their
bonuses for the long months of Black &
White crunching. Together with musician
Victor van Viaardingen, they have been
quietly working for the past couple of years
on Live for Spead (www.liveforspeed.net), a
hardcore physics-based racing simulation.

One round with Black & White was enough for Scawen Roberts and Eric Bailey, who
left Lionhead to focus their attention on hardcore physics racer Live for Speed

010 EDGE

The trio of ex-Infogrames and Rage developers who set up Moonpod have
seen their debut game, Starscape downloaded more than 80,000 times

It's a slightly differant story, albeit one
with a similar outcome for Mark
Featherstone, cne of three developers (o
Jump ship from Infogrames Sheffield, only to
get caught up in the eventual demise of
Rage Sheffield. Driven by a desire to create
innovative, onginal games basad on what
they label “pure gameplay and heart-
stopping action”, the trio set up Moonpod
{www.moonpod.com). Combining
redundancy money, savings as well as
house remartgaging, they self-funded the
development of their first game, Sfarscape.
Released five months ago, it's been
downioaded over 60,000 times.

“After many years in this volatile industry,
tha three of us decided the risks couldn't ba
any greater if we took control of cur own
deastiny instead of being the pawns of some
faceless corporation,” Featherstone says
with some justification. “We'd also had
enough of maving from town to town.”

Doing it for themselves

The rub, of courss, Is making a game Is just
the first part. Whersas most jobbing
developers can combine grumbiing about
the boss with picking up a wage slip at the
end of the month, to survive, the micro-
studio has to supcessfully combine the roles
of developer, publisher, marketeer and
retader. And while conceptually it's easy to
talk about the potential of viral downloads

pay-as-you-play demos and streaming
slectronic distnbution, setting up such
systems and getting punters to actually
punch in their credit card detalls for an
immaterial product is another matter entirely

“In truth, we haven't sold anywhere nesr
enough copies online,” confesses Michael
Michael, the graphics and sound half of
micro-developer PomPom
(www.pompom.org.uk). Set up with fellow
ex-Argonaut coder Miles Visman,
PomPom’s past coupie of years are a stark
waming to those who see the micro-
movernent as a simple panacea for the
wider ills of the industry.

At first, things went well with the studio’s
first game, the Defender-inspired Space
Tripper gaining rave reviews, notably from
Edge and ‘PC Gamer’. Michael won't
reveal the number of paying downloads,
instead coyly suggesting it's somewhere in
the range 1,000-10,000. Whatever the
number, it wasn't encugh to keep a two-
man team afioat so hoping to capitalise on
the press acclaim, PomPom signed a deal
with a US publisher in July 2001 to get the
game a retail release. “That was where the
pain started,” Michasl says. "We never saw
penny from that. As newbies we were
suckered and have only recently managed
to releasa tha game from the contract.”

Thankfully with the rights to Space
Tripper regained and new game, Mutant
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Microsoft keeps Japan updated

In the absence of any big game news, Microsoft focuses
attention on Xbox Live and looks ahead to Xbox 2

Despite Microsoft's convictions that cost-
cutting will trigger sales, Live will only
prove a success with the right software

president of Sega of America in

January to take up his position as
corporate vice president, faced a tough sell
at his first Japanese Xbox Conference. Xbox
sales in the region remain depressed, and
nernvous developers are deserting the
console. It was nonetheless a corvincing
display from Moore, who impressed
journalists with his enthusiasm and his

Peter Moore, who stepped down as

willingness to answer frank questions about
Xbox's long-term Japanese prospects.

“Microsoft may have resigned itself to Japanese
failure for this generation. Any Xbox 2 designs
will do more to cater to Japanese tastes”

Although there were presentations from
Tecmo (Minja Gaiden), Bizarre Creations

(Project Gotharm Racing 2} and Level 5 (True
Fantasy Live Online), thare were no major
announcements to buoy Japanese spirits.

Microsoft is pinning its hopes In the
region on the online aspect of its console,
having cut subscription prices o ¥4,980
(£26) and promising more than

A global branding strategy is one thing, but Microsoft may discover that people are more
likely to find it good to play together when not under the glare of Xbox green lights

30 compatible titles by the end of the year.
Currently the service has attracted 8 per
cent of Japanese Xbox owners, but many of
the games that were trumpeted as strong
Live titles have so far proved unpopular -
MotoGF, for example, has sold only 2,000
copies in the region. Although Moore was
keen to promote Xbox Live Alert, which
allows Live users to receive invitations to
play over mobile phane, PDA or MSN
Messenger networks, much of the
technology demonstrated is not scheduled

for release in Japan.

This focus on online play forms the crux
of Xbox's new global brand identity. Leading
with the tag line “it's good to play together”,
Microsoft hopes to establish a world identity
as the console dedicated to online play.
Moore proclaimed, “We are clearly putting a
stake in the ground and saying Xbox is
about the social aspects of gaming”™.

Bizarre Creations presented unreleased
footage of the new Yokohama setting. Its
attention to detail has extended to hiring
DJs from the local radio station and
licensing Japanese pop hits

It remains to be seen if anlfine |s the
secret to unlocking the Japanese market.
Perhaps more crucial for Xbox expansion is
the announcement of two new game
serigs. A Platinum Collection will reduce the
price of best selling titles, but even more in
tune with local consumers may be t
World Collection Series. This will be a
line-up of US and European games rushed
to the Japanese market with very limitad
localisation. Many Japanese Xbox owners
bought the machine specifically to access a
more western range of games, and over

75 per cent of owners have been surveyed
as being keen to see Japanese releases
made as soon as possible after their
weastarn debut,

Overall, however, the company may
ure for

have resigned itself to Japanes
this generation. During the question and
answer session at the end of the
conference, Microsoft representatives,
while ruling out any smaller redesign of the
current console, revealed that any Xbox 2
designs would do more to cater to
Japanese aesthetic tastes,

In a related announcement,

Microsoft has confirmed that it has

signed an agreament with AT to provide
graphics technologies for use in futura
¥box products. The deal may mean that
Microsoft will not renew its relationship
with current chip supplier nVidia. Relations
between the two comparies had been
tart, sparking

pute over the

strained from

long-running

costing of the chip,



‘GameCube production halted temporarily

Nintendo forced to put console manufacture on

hold to clear inventory backlog

here were worrying signs for the future

of the GameCube console as Nintendo
was recently forced to take the decision to
cease the production of the console until
the autumn, in order to allow the company
to clear a backlog of inventory, The move
reflects waning interest in the console, but
president Satoru wata blamed the decision
on the fact that gamers don't have the time
required by increasingly sophisticated and
lengthy games. In spite of the dramatic

Nintendo was keen to point out that
GameCube production is only on hold
temporarily, but it's not a good sign

decision, the company still expects to
reach sales of 6 milllon units by the end of
March next year, counting on ncreased
intarest over Chnstmas.

It's further bad news for the company,
which recently saw Argos withdraw the
console from its current catalogue in tha
UK, but in spite of the underperformance of
GameCube, Nintendo still managed to
increase its first quarter profits this financial
year. Thanks to the increasing popularity of
the GBA and GBA SP, which soid 3.24
million units during the period, the company
posted respectable first quarter net profits
of ¥11.5bn (£60m) for the three months to
June 30, 2003.

I addition, the company unvelled its
forthcoming software line up and
announced several new initiatives to try to
get GameCube back on track at a recent
analyst briefing in Japan. Among the new
titles to be unveiled were a new Donkey
Kiong title, a new Legend of Zelda title, and
a GameCube version of Treasure's

magnificent GBA title, Made in Wano, The
new Donkey Karig will be developed by
MNamco, and there's been speculation that it
could be a rhythm action titie, while the new
Zeiga game is the title featuring a non-cel-
shaded Link that Edge had expected to
see at Jump Festa last December.

NCL also announced that it would be
launching new GameCube accessories next
year, as well as a new franchise that will
apparently alleviate the fact that the
Pokémon boom is past its peak. And finally
the company unvelled a Japanese loyalty
points scheme similar to Nintendo of
Europe’s Stars system. The company
expects a milion members in its first year
though whether these measures will be
sufficient to offset the apparent apathy
towards GameCube remains to be seen.

In refated news, Kirby creator, Masahiro
Sakural, announced in his ‘Weekly Famitsu’
column that he would be leaving his post at

Nintendo firstparty developer, HAL o=
Laboratory. ==

Women take centre stage

The London Chapter of the International Game Developers Association re-launches
with a round-table discussion on the role of women in gaming

ttended by nearly 150 artists,
academics, the London mesting proved
the most successiul chapter launch in
IGDA history.

The visual focus of the night was
provided by a dema of Rome: Total War.
After their dramatic presentation, the
Creative Assembly team were subjected to
a griling from the audience which proved
rather more technical than they might be
used to from similar press events. A moral
dimension was brought to the evening by
artist and designer Tim Hull, Currently
organising a globe-circling research trip on
reglonal gaming traditions, he has joined
forces with Unicet to raise funds for children
who are denied the opportunity to piay by
expioitative working practices. See
www.unicef.org.uk/right-to-play/ for more
information and to donate.

The main event was, however, the
debate on women and thesr involvernent

with the games industry. Alongside Edge
on the all-female panel were Violet Berlin
(Game-Pad presenter and founder of
WhizzBang TV), Nina Kristenson (co-
founder of Just Add Monsters, developers
of Kung Fu Chaos), Charu Gupta
(programmer at SCEE's London studios)
and Judi Spiers (freslance producer).
Discussion ranged widely over issues of
characters and PR junkets. However, the
questions that raised the most heated
responses were those concaming the
viability of a pink Barbie-style PlayStation,
and the likeihood of a 50-50 gender spiit
ever proving achievable. If any consansus
was reached, it was that whatever shifts
and improvements might be made In the
future, there is aiready a weaith of content
available which could appeal to a wider
cross section of women, However,
conservative publishers and unimaginative
marketing mean thal many potential fermale

consumers remain unaware of products
they might enjoy.

The London IGDA chapler plans to
meset every two months, and is open to all
those with an interest in professional game
development. Details of forthcoming events
will be avallable at =
wwwi.lgda.org/london

After ten years presenting games on
television, Violet Beriin is still the UK's
most recognisable female gamer
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Core loses Tomb Raider

Eidos maintains profit expectations and gets
a nice new logo, but the UK loses Lara

ollowing the turbulence surround nJ the
F release of Tomb Raider; The Ang
Darkness, Eidos has annour
shifting des

ment of ihe senes away

Lara Croft games. Production for the

004 follow-up will instead go to US
developer Crystal Dynamics, maker of the
Soul Reaver senes. Eidos owns all Tormb
Raider intellectual property rights, and has
stated that the move is in recognition of
s need to “enhance the value and
meirmise the commercial opportunity of

gling, the loss of ¢

g'—fflrf.. Icon

an

y dispiriting,
The decision was taken hard on the heels
of the resignation of Core's managing
director, Jeremy Heath-Smith. Bidos is now
in the process of “evaluating the Core
Design studio’s on-going direction and

contribution as part of the Group's overall

- eidos P

Eidos claims the new look reflects its company raising the quality bar and it comes
right after an uncharacteristic lapse in the form of the latest Tomb Raider venture

development capabilities.” In light of the

fallurs

of Core's non-Lar:
Herdy Gerdy and Pro

les — such as

was subect 1o repeated

r1~la»s and it has beer

acknowiedged that the game was released

state. Eidos was
under enormous pressure to ship the game
betora the end of its financial year, and has
now confirmed that all but 500,000 units

ina somewhat unfinished

ch should

made the June des
enable it to meet It t

Bidos has recently rebranded, urveling
d which it

asts

a purple amowhea

nmunicate Its “sharp, sir

proach 10 pubs

ew tagline proucly proclaims the company
to be to be “Committed to the Gameplay
Experience”. It's an assertion that may not
camy much weight with the consumers who
have just suffered the consequences of
Eidos’ decision to put short-term
profits before game quality control

Another bad month for UK developers

Three UK independents forced to take drastic
measures to cope with difficult market conditions

here was more bad news for UK
T indepandent developers this month as
one UK studio seemed set to close, another
s, and another
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The developers of Fire Warrior (left, and see p45) and State of Emergency (right) are the
latest developers to suffer in the face of the current difficult market conditions
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an announcement to Investors; and
Croydon-based HotGen Studios locks sat
10 close altogether.

State of emergency

Despit old a mullion cr

of Emengency, VIS was lorced

a restructunng that saw the clos

Isie of Wight studio with the lo:
More redundancies were expecied a

fhe o

omparny's operations in London,
Dunfermiine and Dundee in a bid to reduce

the company’s operating costs, “Every
developer is having to look very hard at
ther upcl’atl’.ﬂ costs and their n'nln‘,f to

Kuju Entertainment, meanwhile, has

announced a programime ¢

and cost reguctions aue 1o d in the

signing of two projects. According to a
staterment from chairman Jonathan
Newth at the company’s AGM, “The
restructuring and cost reduction will have
0 be deeper than was previously

elerated in

The statement also

that pubus
scaliing back the number of titles
they are commissioning, as reported
last issue.

And finally, reports are coming in that
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of Edge's reassurance in E125 that
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Space Invaders 25th Anniversary

Gaming returns to the womb to celebrate the
birthday of one of its founding fathers

than ar.-p.-r-_.acl'u:r-; ) th

eramonial zigzag o

change back le dguarters. It's slightly lo

and release the ‘-I"18.|L,

perplexing then, }'"1 urmed its back on

the game's mainstream |

the company

with cloth panies, Vans footwear

Despite the enduring appeal of lasers, free-play cabinets and girls in knee-braces, and Casio w 8. JUSLIR e iof

Edge has decided against hiring Taito’s party planners for its own birthday celebrations Edge's own birthday

Recently Reviewed

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

Title Platform _ Publist Developer Score
Advance Wars 2: Black Hole Rising GBA " Nintendo Intelligent Systems 8
Metal Slug 3 Ps2 SNK Playmors In-house 8
Pokémon Ruby/Sapphire GBA Nintendo Game Freak 8
Viewtiful Joe GC Capcom In-house 8
Ka 2 Let's Go to Hawail ps2 SCEH Zoom 7
Virtual-On Marz ps2 Sega Hitrmakes 7
Arc the Lad: Twilight of the Spirits Ps2 SCEA SCEl 6
Suikodern W P52 Kanami in-house 6
initial D Special Stage pPs2 Segs Sega Rosso 5
Jet Grind Radio GBA THQ Vicarious Visions 4
MegaMan Network Transmission GC Capcom In-house 4
The Great Escape Xbox, PS2, PC SCi Pivotal Games 4
Dino Crisis 3 Kbox Capcom In-house 3
Kirby Air Ride GC Nintendo HAL Laboratory 3

Advance Wars 2 Metal Slug 3 Pokémon Ruby/Sapphire
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Ringing up 3D

It revolutionised PC and console games, and according to UK tech company Superscape,
the third dimension is now poised to take mobile gaming to another level

WWW.SUperscape.co
hitp://games.superscape.com

Though not coded by the team behind
Climax's console version, one of the
first licensed games from Superscape
uses THQ's popular MotoGP brand to
attract eyeballs and wallets

acple often tell me mobile phone

screens are too small for 30, but
that's the point,” enthuses Andy Tait,
business development vice president of
3D specialist Suparscape. “3D content
brings depth to these tiny screens,” he
adds triumphantly, while guiding a small
polygonal character through an
anvironment populated by towering
skyscrapers.

As a technology demo, it's certainly
an apt metaphor for Superscape.
Dwarlad on one hand by handset
manufacturers and chip companies
who provide the underying sificon and
by the network operators on the other,
this tiny UK company has danced
around these bilion-dollar behemoths,
focusing on the thing that matters to all
of them: content. Just as in tha console
space, so in the world of mobile,
peopie are starting to reali
games can sell hardware.

Swerve Preview allows developers to preview their game as it will look running on the
client engine, from within 3ds max (top). This smooth basketball game strips the
essentials of the sport down to two players per team but remains remarkably playable

016

Strange thing is though, Superscape
doesn't even make any games. A pure
technology company, it's created tools
which enable moblle developers to
make small downloadable 3D games,
designed to run on phonas without
dedicated 3D hardware, The games'
diminutive file size, typically betweean
100-200k for engine and assets, Is vital
both for ease of download and storing
games on the phones.

Called Swerve, the tech comes in
two parts. The first is a development
environment which sits on top of
Discrest’s 3ds max modelling package,
This allows developers to create games
quickly as well as using advanced file
compression technology to reduce the
file size as much as possible. The other
part is the Swerve i3D graphics client,
which runs on the phone. And that's
how Superscape expected 10 make its
moneay, licensing the technology to
handsat manufacturers, chip designers
or network operators. Instead, out of
necessity, it's found itsalf becoming a
mobile publisher

For, having signed a deal that wiil
see Swerve integrated into millions of
future Siemens phones — and with
more high profile deals on the way - it's
ended up playing the middlernan to
ensure a game range Is avallable. "We
even took a stand at E3 this year; it
was wall-to-wall meetings all day long,”
Tait explains, with the look of a man
who actually enjoyed the experiance

The result is an emerging catalogue
of Swerve games including 3D
motorbike racing, 3D basketball, 3D
arcade fight sims, 3D sniper games, a

30 MP3-based beatmania screensaver
and 3D chess, which in addition to its
graphical fiourishes has hardcore Al

credential, having been coded by no
less than two Russian grandmasters
But if it doesn't seem much
compared to, say Nokia's razzmatazz
Tait do t seem too concerned. *|
think it's a great time for the industry in
general,” he says. *“N-Gage has been a
real catalyst. It's crystallised people's
attention on games. Right now we're
just letting our tools out gently, but
when the handset manufacturers stan
pushing their new deavices out,
It's really going to take off."

One of the Swerve tool components, called Spy, enables
developers to break down the different components of their
3D scene to ensure of inal file comp ion (top)




The most from max

Another year, another version, but with the release of 3ds max 6,
Discreet is quietly changing the way it does business

www.discreel.com

here's something overwhelming
T about the ceaseless labour of game
tools industry, Locked nto a business
jel that re a Sisyphean
approach to product
constant minor upgrades backed by
major version upgrades every 12-18
months — it's activity which leaves
5 tired just watching. More

M
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my i can aiso impact on the
afficie users. With garr

ming
increasingly time-pressurad, it's not
surprising many studlios don't want to
add the nsk of upgrading their arts tools
s which

and retraining users to pr

y boast more than anough nsk.

And it's this kind of issue which =

subtly changing the way 3ds max
vendor Discreet is doing business. First
up was the Sparks subscription

program, which offers users accessto a

constant stream of max plug-ins, as

well as an umbrella of better support
But there’s been an impact on the
release cycle for max itself too,
“Customers have been continually
asking shorter

Cker implementation iy

ase cycles, to give

procuchon pipekne with the minimum

amount of downtime spent learning
new software. That's exactly what we
i, explains Nick

aan software

have delive

s max B

changes which make it s
manage the different elements in

sier to

v as the

frus has been

MM O L

rewritten from the ground up. With help
from Sega Japan, users can gel more
information about the scense elements;
everything from object properties,
materials, controllers, modifiers and
hierarchies, 1o non-visible object
relationships such as the multiple

il

iew system

instancing of single ot

@ of the schemat
| scripting language,
MAXseript, also provides the flexibility
for developers to extend the information
they can extract from the scenes.

ing shift for

version 6, particularly with aneye to

m

expo
lo the max's inter

Another int

future consoles, is the
max’s bezier patch and spline modeling
tools. Generally used in movie spacial
effects, these technigues are mors
traditional polygon

provements 1o

powerful th
but because ?."\‘_“_.f are jess

First introduced in max 5, Discreet has extended the power of its reactor element, which
uses the core Havok physics library, enabling both soft and rigid-body dynamics (left).
One of the new features for 3ds max 6 is the abillity for artists to paint colour and
custom attribute information onto models using vertex painting tools (right)

fiexible, few game developers have
switched to using them yet. Discreet
hopes to change this with the
enhancements it's made to improve
patch modelling workfiow and spline
cage generation tools. This should help
artisis create scalable in-game

s, which are much more

efficient in terms of the systerr
bandwidth they use. This is something
thought to be crucial both for

Sony’s PSP portable device as

well as PlayStation3.

More max productivity tweaks
include the al for level editors to use
vartex painting tools to paint game-
specific attributes such as surface
friction and darnage values directly onto
their modals, making the process more
a. A similar technique means

ts can now explore different
binations of additive radiosity
ighting interactively, in a manner that
lets tham see how the effects will be
impiemented in-game. And there's
ore under the bonnet.

siraints mean the realtime

miuch, much Ir
Space
shader prototyping viewport with run-
time shading language, independent
AML access and distributed render-to-
texture features can only be mentioned

“In a nutshell, there's a lot of new
features for game developers to get

excited about,” ends Manning.

need to do is just give us a call
and we'll come and show them.”

One example of 3ds max &'s new schematic view
shows all the attributes making up the skeleton's
bone structured displayed in notes above the image

-||1|_¢%ia

L)

T Vet

3ds max 6 supports Microsoft’s High Level Shading
Language as defined in DirectX 9 and includes a
new dynamic user interface which creates the
material editor components dynamically
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“Right Steve, can you put-*“
and come down stairs — you

REPORTAGE

houlder; now VR

e rsatile these days

wwmwv miigtEosght in the middle of
|I|“‘lyl‘|nal approachinto a deserted Utah airfield”

a2 Virual Tennis

UK: Remember Tim Henman? The plucky Brt who's a naticnal
hero for a week and a half every summer, but courageousty
anonymous for the rest of the year? Come on — short dark hair,
cold dead eyes, unnerving smile, housswives' favourite? IFET'S
the fella. Based on the HawkEye statistical system that premiered
at Wimbledon 2003, HawkEye VR let’s you live his life; pluckily
attermpting to return shots from a far better player, and clenching
your fist in mock passion when you win a point, even though
you're alreadly two sets down. Pull on the headset and you're ina
(smplistic, but effective) potygonal representation of cantre court.
A few seconds later and Federer's finng serves straight at you -
the exact same serves he served on centre court. Swing the
sensor-aquipped racket in the right place and you'll retum them,
So the rally will continue, following the shot pattern of whatever
game data HawkEye's working from, right up until the rally ends or
you mess up. The idea is that, at some point in the near future,
Hawkeye VR will make it into the arcades, or (in the more distant
future) possibly into set-top boxes beaming up-to-the-second
game data into your living room. Now, that'd be quite in-tennis.
Dioes that work? Ah, it's good enough.

s Plane windows

Holland: While the story above might herald the return of the
headset to gaming, they're still too bulky, unwieldy and low-
resolution for PC simulation enthusiasts. Enter Wideview
www.wideview.it), a utility for Microsoft Flight Simulator which
creates virtual cockpits from multiple monitors. It offers “virtually no
limit™ on how many PCs can be networked together, something
Steve Ferms obvicusly kept in mind when constructing his Ask21
Glider Simulation. Nine PCs and 13 monitors make up the
impressive arangement, although Edge might whisper that the
idea of keeping nine PCs from bluescresning for more than a few
minutes could only come from someone with their head in the
clouds. Find more shots of different setups at
http://members.chello.nl/~s.fems/

ithe NDA so where’s the game?”

periake visits Bungie, and can't walt to see Haio 2

“| left wrestling to come home to
Utah and be with my family and | find
/ myself in the biggest battle of

my life — to save my identity”
Whestier Maxx Payne

“The only thing we can attribute that to is
that the gamers were not happy with the
latest version of the Tomb Raider
videogame, whlch is our core audience”

Parz int dlis president Wayne Lewelen comments
1the bo w11Iurr= of the Tomb Raider’ sequst

“Don’t forget, before Lara there’d
. short Italian plumber and a bl

Core’s Jeremy Haath-Smith triss ﬂr‘ratc ‘Loaded’ gaaie
his personal, conc i
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Up down up down shoot shoot. ..

Come on, be honest, if you saw this kind of thing on Audiopad uses antenna technology to make noises,
‘Star Trek’ you'd wee your pants in excitement, yes? and if you're really lucky it will pick up Heart FM
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Ten years old! Why, it seems like only yesterday, stc
A

Repeating things back in an overly sarcastic voice?!

.” en's the next m Ias.rne ?

We're sick of L

FSIANGL WSNILED (PWIEN WINE

Coming soon: an Edge that fits in your ’TE‘WCbSO
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So many games, 5o little tima
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3 On Game Dﬁgn

vith 621 panes &

ar ol the Litle

of his time, A

Game Design

Author: Andrew Rollings and Emest Adams
Publisher: New Riders
ISBN: 1 5927 3001 9

a1

Author: Tobias Hill
Publisher: Faber
ISBN: 0 571 21836 9

Site- Video Fanky
UAL: www.video-fenky.com

Aume Websile of thie month
‘Gamepru” wriler Fannec Foeds blog s quiet and
unassuming. There is no mission statement; no
hyperbolic taghnes; no boastful strans promising the
first news or the best revaws or the most intaresting
features. This pleasant lack of soundbites forces Edge
1o write Its own description of Video Fanky. It is upciated
daily, containing videogama news that is predominantly
sourced from Japart |t also contains thorugh and
efficent translations of intervews from Japaness
magaznes, s delicate and humorously written, but
rarely judgemental. it's the sor of site other sites check
in the moming before pompiing ther ‘excusive’
rewrites for the aftemoaon. Bookmark todkay, and fol
them tomormow.

: oS
URAIE!
I
0P 0GP ~ = el

*The very same Space Invaders is back for only 15
of these ¥100 coins and with twice the content!”
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{ you were to freeze frame this moment,

rotate and zoom in, the GameCube pad would

be caught in midarr, parfectly lluminated
between the fourth and fifth bars of hot, dry
suniight that stream through ReciEye's blinds. You
could see the bars of light because of the dust,
which shifts listiessly around the room. In freeze
frarme, the dust would be static too. The windows
behind the blinds are open, but if everything
was paused you could not hear tha traffic
below, or the two Turkish men arguing on the
sidewalk, There would be no breeze; but thers is
no breere anyway. Perhaps that is why the
temperature is nising.

Or perhaps it's because of something else

Lat the frames start to sliip by again and the pad
accelerates and starts to drift through the air,
slowly and gracefully at first, but picking up
urgency as time approaches normal rate. And

by the time the dust starts to wander again, and
the noise from the road below groans back into
life, the pad is hurting, viclently. It is not gently
arcing to some pile of perpherals, It has been
thrown in anger in a random direction away from
the player. And perhaps that is why the
temperature is rising.

Ten years ago, in its very first issue, Edge
reviewed a graffiti-chic 2D platformer by
HudsonSoft called Yo! Joe. *It's half-a-dozen
levels of pretty standand ump-around-and-hack-
up-baddies fare.” wrote a nubile young Edge.
“But the quality of execution is just breathtaking
From the dazziingly bright graphics lo the
fiencishly-designed maps to the clever use of
power-ups, it's all done absolutely superbly, in a
way that makes you wart to play the game
again and again.” It scored a whopping 8/10,
despite Edge's misgivings about the game's
difficutty level. “it's still not the hardest game
you'll ever play,” the self-styled hardcome
magazine wrote, “And with that in mind the
Infinite continues it aliows you star to look like
slightly less of a good idea.” Everyone lkes a
challenge, don't they?

And, aimost ten years later, Edge reviewed a
graffiti-chic 2D piatformer by Capeom called
Viewtiful Joe. It's just over half-a-dozen levels of
pretty standard jump-around-and-hack-up-

baddes fare, but the guality of execution is
just breathtaking. From the dazziingly bright
graphics to the fiendishly designed maps to the
clever use of power-ups, it's all done absolutely
superbly, in a way that makes you want to play
the game again and again. Last ssue it scored
a whopping 8/10, despite Edge’s misghings
about the game’s difficulty level. “Joyous
emotions eventually glve way to despair and
frustration as It becomes necessary to
get to grips with the game's idiosyncratic
logic, and deal with the astronomical difficulty
level of later stages,” an older, smarter Edge
despaired.
A decade of progress. How far we've come.
B, yes, Viewtifl Joe is exceptionally
difficult. RedEye can't recall a game that's
humiliated him as much, embarrassed him as
quickly. RedEye can't recall a game that's had

him stuck on the first level for so long; a game that
has had him considering toning down the

dificulty to Kids, and recening further punishment
to the psyche on learming that there are actually
two difficulty levels above and beyond the one that
he's failing on right now.

bullets, missies, soldiers — follow simple Al
routines, then intermingle and nteract and '
produce a whole host of ways for Joe to

die and pads to be thrown, But the nules are
always constant — you know exaclly what

kills you. You just don't know when It's

going to come.

But it always brings you back for more.
Viewtiful Jog's soulmate is Halo on Legendary.
ridiculously hard at first, and bullt on
Lego-brick Al that produces the llusion of
something more entertaining. This is why, a
spiit-second after the pad has left RedEye's
hands, the purple mist leaves and he
bnngs hs hanas to s haad, willing the
spinning piece of purple plastic away rom
the window. The cable connecling the pad to
the Cube pulis tight, and though it pops out of
its socket, the resistance is enough 1o jerk the

missie’s path downwards and into the plaster
wall with a thud. Thank God the WaveBird's out
of battenes.

So, quickly, befors we run out of space,
how far have we come in the last ten years?
Mach-speed: we have come a millon miles on

“Build a game that is satisfying, one that can crack a joypad and still have
you coming back for more, and players will play, no matter how hard it is”

If we pan from the joypad — which is nearing
the open window, by the way, and it's unilkely the
cotion binds will stop it —to the TV we see Joe.
He s caught in momentary freeze frame, this time
by the game’s design. His back is arched. The
screan s white. He has just lost his last fife to an
unforgiving robotic helicopter, "Cut, cut, cut,”
screams the In-game directar, but his drawl is
drowned aut by ruder staccato syllables from
RedEye's mouth

It's a frustrating game. RedEye doesn't
throw this kind of hissy fit often, but that gut-
wrenching heart-pounding moment when failure
is inevitable but you stil pray for salvation; that
seems to hit harder here than it has for s
while. Perhaps it's because Viewtiid Joe
plays so rough but so fair. Each of the
helicopter boss's attacks ara based on it firing a
number of independent cbjects. These objects —

polygon roads, met a dozen new consoles,
new media, new genves, new ways of playing
But one basic rule of play has rermained solid:
regardiess of levels or complstion time or
happiness in predefined segments, build a
game that is satisfying in each freeze-framed
instant — one that can crack a joypad, and
stil have you coming back for more - and
players will play, no matter how hard or

easy it is.

Ten years down the line, it will be the
same. More polygons, more people, more
ways of enjoying our hobby than ever; and
one joumal treating them in the way they
deserve to be treated. Happy birthday to Edge.
RedEye hopes that there'l be many more

RedEye is a veteran videogame journalist. His
views do not necessarily coincide with Edge’s
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ver the decade that Edge has been

casting its gimlet eye on the videogame

industry, our electronic pastime has been
the subject of countless ignorant assaults.
Parhaps the most pernicious of the accusations
regularty levelled at games is that they are not
educational. Well, on the contrary, | feel that | have
learned a lot from videogames over the years:
useful knowledge that can be of benefit to us in
our daily lives. So in homage to ten years of
videogame criticism, | should like this month to
celebrate what games have taught me.

1. Motoring advice
Get out of a car when it is about to explode. Until
flames are actually pouring from undemeath the
bonnet however, it is perfectly roadworthy,

The best way to get round a tight corner while
racing touring cars is by bouncing off other cars.

Na matter how dangerously you drive,
innocent pedestrians on the sidewalk will usually
manage to jump out of the way in time.

Everything is a possible ramp.

A determined person can hijack a tank.

2. Finding your way
People who lock doors always leave keys nearby
for you to find. Just keep looking.

Evil overlords whao build dizzyingly complex
dungeons always leave a handy map locked in a
chest, the key to which, of course, is always left
nearby for you to find.

[f ever you are lost, a large glowing white arrow
will appear on the ground and guide you to an
appropriate destination.

If you are afraid of being seen, simply open all
doors very slowly, It then becomes impossible for
anyone to natice you. Guards never stand behind
doors, for reasons unknown. This infallible method
of opaning doors slowly can be used to impress
your friends at hide-and-seek parties.

3. Know your enemy

The dangers of handguns are hysterically
overrated by mainstraam socisty. Shooting & man
with a gun s just likely to annoy him a little bit;
you have to shoot him many times to cause any
serious injury. On the other hand, it is possible to

kill somecne instantly by shooting them seven
times in the ankle.

Incorporeal monsters can be beaten by
brandishing a stick, Demons from hell can be
dispatched with bullets. A sword can pass through
the torso of a man, for instance an inftating
middle-manager, with no apparent ill effect. Buy a
Shaalin broadsword from any good martial-arts
supplier and try this yourself: you'll be amazed.

[f you break-a man's arm with a jointiock, he'll
grimace, and then continue to fight as if nothing
has happened, The only way to disable someone
in unarmed combat Is 1o rip out their spine.

If you meet a monster, don't worry. No matter
how enormous and frightening a monster may be,
it will always have a targetable weak spot. Some
choose to leave this weak spot as the only part of
their body not covered in impenetrable armour;
others exposa their weak spat in a ‘pattern’ that is
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Staven Poole

as predictable as clockwork. Always count on the
stupidity of your foe and you will be fine.
Srnall-arms fire fs underrated, With sufficient
ammunition, you can kill anything with a pistol,
from a tyrannosaurus rex to a dragon.
Bipedal-humanoid Is the maost efficient shape
for a giant robot.

killing rights in the name of law enforcement.
Incurable psychopaths are welcomed with opgn
arms by these institutions.

If you choose a life of crime, which is certainly
aviable carger path, you can be sure that your
local law-enforcement agencies will be staffed by
thoroughly incompstent kamikaze lunatics.

All scientists are cowards. At the first sign of
trouble, scientists will immediately go to cower ina
carner with their hands above their heads. They
are also traitorous. Do not become a scientist,
Unless your name is Gorden, in which case it
might be okay.

6. Ethics and society

Remember to smash any and all priceless urns,
vases, bowls and so on that you happen across.
Obijects of value are often left inside such
receptacies, and no one would dream of objecting

PPY

to your ebullient destruction of pottery. The British
Museumn is a good place to start.

Drugs are bad, mmmkay?

There's nothing wrong with burglary: if you see
anything that might be of use in somecne else’s
house, just grab it. They won't mind.

The purpose of conversation is always and

“Chocolate is excellent medicine for a flesh wound. Iif you are more
seriously injured you will need a roll of bandages and a can of antiseptic”

4, Health and safety
Chocolate is excellent medicine for a flesh wound.
If you are more seriously injured, for instance if you
have been shot five times, you will need a roll of
bandages and a can of spray-on antiseptic.

Saome high falls will kill you, but you can fall any
distance into water with ne il effects. You can test
this by jumping off the Forth Bridoe.

It can be dangerous to play with pineapples.
All other fruit is good for you,

You should try to eat a whole roast turkey
every day or so, but fiuids are unnecessary: a
person can go days or weeks without water.

5. Career counselling
LIS Marines, SWAT officers, special-forces
commandos and police officers enjoy unlimited
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only to elicit clues. Once an interlocutor has told
you what you nesd to know, feel free to beat him.

Friendship between females is based on
nothing more than a clinically calculated
relationship of reciprocal gift-giving. Any woman
will melt if a stranger walks up to her in a bar and
gives her a bikini.

These priceless tips reprasent anly a small
selection from the vast store of practical
knowledge | have gleaned from videogames. After
carefule consideration, you too may find that
applying such lessons to your dalily life can lead to
a far more entertaining and satisfying existence.

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




few days ago, | watched a short
Aﬂapor‘t on Nihon Television, During the

report, someone — | don't recall their
name, I'm sorry - said, “Japanese workers
have to be given an easier time of it. This is
particularly important when it comes to salary,
and also the amount of vacation time.”
Broadly, that encapsulates what the debate
was about. The idea was that this reason
could explain the current sluggish state of the
Japanese economy.

Let me paraphrase again: “The Japanese
economy is in serous trouble. This comes
from a vicious circle, bom from ihe pressure
on the Japanese workforce. Giving peoplé
an easier time In everyday life would aliow
them to restart and enrich their minds.
Sccigty must be easler upon them, must
allow more comfort to more people in thisir

chosen place of work, a better environment
and bettar conditions.”

This is an argument | can understand, or at
least part of it. For exarnple, | think it's a bad
time to try and start a new business, a
desperate time, because of all these
pessimistic sentiments about our aconomy.
While the financial predictions of analysts are
often darker than the reality, starting a new
business at the moment is unliksly to give
good results. But thera are few points | can't
accept, or even understand, mostly
concerning the part about giving Japanese
more comfort. Could this really be the reason
for the current sluggish economy? Would
introducing more time to relax really have any
decisive impact on this issue?

in the past, people have always
considered that thers are three ways for
Japan to speak 1o the world, to project
itself worldwide, These three methods are
technology, anime and videogames

Technology is a culture model that
onginated in various countries across
Europe, but was imported to Japan, where
it was reshaped 1o adapt to our culture,
giving it a new face, and then exparted back
across the world.

Anime, or animation, was also borm
outside, in the US, thanks mainly to Walt
Disnay. And again, it camea to Japan where it
experienced a complete transformation, and
became successiul worldwide. Even if the
creations or ‘products’ that Japan produces
from these two methods are sslling in huge
numbers worldwide, they're not originally
from our culture, merely eastern spins on
western creations.

However, for the third and last means,
videogames, we can truly claim that
Japan is the birthplace for the medium and
still famously praised for themn, all around the
worid. You don't agree? Surely the reason is
not too difficult to understand. Videogames
cama from, and have been developed in
Kyoto, meaning from Nintendo... oh, | see...
you really do disagree.

/[§AV OUT

Of course, | know that the very first
vidsogames were originally developed in
the US - everyone knows that, and I'm not
trying to pratend that they weren't. But, back
then, even the best videogames were |ust
simpie lights flicking on and off, binary,

“Japan's natural resources are to be found in its people; their abilities, and
their natural tendency to work at a task with a high degree of dedication”

simplistic interaction. Being reasonable,

it's clear that it was Nintendo that began to
turn this foetal lorm into a separate culturs of
home entertainment.

But the reason Japan has led the
vidsogame industry for so long can't be found
in simple branding. That ‘Made in Japan' has
carried such significant wesght for so long on
the strength of location alone is far too basic
an idea, The real reason is somewhal deeper,
The Japanese people kove very polished and
meticulous things. It is a national
characteristic. There is a common idea in
Japan that ‘craftsmen’ deliver the best quality
products, and there is some pride in being
regarded as a craftsman.

And there are geographical reasons, t0o.
Thera ara no natural resources in Japan, at

least nothing like oil, capable of producing a
large revenue for the country. | believe that
Japan's natural resources are to be found in
its people; through their abllities, and their
natural tendency to work at a task with a high
degree of dedication. Since the vast majority
of its citizens speak only one language, a
language used by very few worldwide, there is
some Isolation. And even with almost no
natural resources, Japan, this small, insular,
introspective group of islands became a major
economy on this pianet

Al least it is night now. The worry is that
the economy is collapsing, and our position as
a worldwide power may ba only termporary.
Perhaps it is. Who knows? But anyway, |
believe our current standing is possible
because of this national characteristic of
dedication, of application, And that's why |

Toshihiro Nagoshi, president, Amusement Vision

have such great difficulty in listening to the
words of the television reporter. He believes
we should work less hard; | believe that's what
makes us great. If we continue to work as
hard as we do, eventually we will recover

from this slump, and that in turn will bring

greater games; greater games that we have
produced based on both our resources,
experience, this strong and fine work ethic we
have in us. This is why we'll continue to be
famous for producing the best videogames.
Hey, my economic policy may change the
current deficate financial situation of Japan's
languishing videogame business, and
ultimately play its part in Japan's economic
recovery in the word! Why not?

Then again, more time off would help me
right now! But to get time off, | need to work
harder. Hmm. | suppose this is that vicious
circle, isn't it? Anyway, ' be around, waorking
hard. As usual, See you!

Toshihiro Nagoshi is general manager of
Sega's newly-formed Creative Center division
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in - that's what they give as a gift for a tenth
ade actually is.
Admit
rity & ‘tin' of money, or a homeless shanty town
dweller a sheet of tin’ for his roof, both of which
would significantly morease the perceived value of
the tin none of that precludes the basic fact
that, in le scheme du grande, ten years is a flob-fleck
an the peeling lips of history, At least. .. that’s what
the philosophers and physicists would tell you,

Id give some achingly worthy

“Oh, we're all just scattered blips of chance in
cosmic ballet,” they'd say. "Random, sentient

Nane of this which we perceive as our ife means a
fat fudgey finger, blah-de-blah, etc.” But you just try
telling that to a laid-off 3DO, or Atari, or Commodaore
employes, You try explaining it to the releplaying

me companies or toy firms whao've been put out

93, Or the arcade managers w
selves because they've gone bust. Or the
Japanese kids that, it is claimed, suffered fits
because of the Pokémon cartoon, Al tharks to the

moves at a snapneck pace, but
ter vears it's alr

back over he

s they've be

see guite how tumuituc . In many

respects, 1f 1605 were a calmer time for gaming
The years since 1983 have seen countless
companies rise then go out of business, new
onmats released every other week, the introduction
of new genres, and technology, and new and
terrifying benchmarks set in gameplay and graphical

oveliness. And with all that we've seen, the rise of
the whingers, those who've had their breath
snatched away by the sheer force of the changes,
somewhat overwhelmed

ar
Gaod's rich ox;

dizzy now that their lungs have re-filled with

tain point of view, the last decade
has been a transitional period. The rise of 3D
gaming, the intermet, CD-ROMs, more affordable,

C C s, and all that guff, left the
try playing a constant game of catch-up. As
much as we all may have complainad at the time,
the truth is that state of flux made it an exciting time

to be part of the industry. Andl an equally exciting — if
expensve ~ time fo be a gaming punter.

YYou play something like EyeToy, or Wario Ware
Inc, and they're arguably the most pure, and
socessible gaming expenences since Tefns; games
everyone can play without needing a manual. t's as
if the industry needed to lose its way, and grope
around in the dark for ten years, before being able to
remember what it was that made gaming great in
the first place (for the purposes of this argurment lst
us side-step Nintendo's "90s output — steadfast
purveyor of unadulterated gameplay, struggling to
make its classicists’ mantra audible above the din).

But now it all seems to be ssttling down. Call me
over-optimistic, but Sony and Microsoft both seerr
to have long-term, cohesive plans for the future of
their gaming brands (again, let's push Nintendo, and
its apparently outmoded business model, to one
side... doubtless its executives still come to work in

BIFFOVISION

Page 28, press hold, and reveal. ‘Digitiser’s founder speaks out

their legwarmers and ‘Frankie says...' t-shirts).
while we shouid all be happy, maost of us are not.
There's a culture of cy
nasty taste in my mouth,

Fact: broadly speaking, gaming has never been

ism brewing, and it les

s0 great. Another fact: gamers have more choice

, | could be spiting my own column
here; Edge ran one such feature earlier this yeay,
speculating that gaming has become boring. But at
least Edge tempers such pessimism with a genuineg
love of gaming. It's other publications, online and off,
where you can see the bitterness seeping between
every word, It's easy to see why it's happening;
frankdy, game journalism needs fresh blood. There
are too many 30-something writers around, who
really should move onto something new. A career or
industry where they don't feel so jaded, don't feel as
if they've seen it all.

That said, it's inevitable that they'd gst that way.
Who wouldn't start to take games for granted when
you've spent over ten years getting them for free?
Who wouldn't lose their enthusiasm when the,
played their 45th ice hockey game, or struggled to
find somathing new and insightful to say about yet
ancther generc action hercina?

I've been there; the toughest thing | ever had to
do was write a 6,000-word review on MotoGP2. Six
thousand words on a motorbike gamea?! | couldn't
get beyond the fact that all the reader nesded to
know was that, &) it was a game in which you raced
bikes and, b) it was not bad, but not very exciting.

“Frankly, game journalism needs fresh blood. There are too many 30-
something writers around, who really should move on to something new”

than sver. Onie last fact: yes, there are loads of
jdentikit games out there, but there always will be.

So why the cynics? The double-jointed finger of
blame can be jabbed In two directions at once; the
gaming press and the intermet. It's a given that the
latter will always bresa a culture of wry contempt;
such is the nature of man when hidden behind an
glectranic wall, Unfortunataly, and | fully accept my
share of the blame in all this, game journalists have
forgotten how to enjoy themselves. You overhear the
conversations at the press launches and jollies; it's
just incessant moaning. About their jobs. About the
garmes they have to play. About h
Whizzo PR is a fat idiot, and doesn't know what
he's doing. it wouldn't be so bad i they confined
their opinions among their peers, but they seem
determined to force them upon their readers (and
again, I'm well aware that I'm at risk of becoming
Daddy Hypocnte).

w so-and-so at

What | should've realised is that, to fresher eyes,
MotoGP was brand new. Somebody out thers had
never played a motorbike game, and did want to
hear about the replays, and the funing screens. And
it was them | should've been writing for — and as.
got out before it was too late, Before the
sism consumed me, and | became unable to
write a review without slating some other game, or
company, or individual. Consequent ing gone
cold turkey for a couple of months, 've begun to
enjoy games again. Without nsking being glassed by
some balding, pot-bellied wordsmith at the next

CTS, I'd suggest a few of my peers took a similar
long, hard look at their career curve, lest they find
themselves venting the same recycled bile in another
ten years, Games? They're for the kids realky.

cyn

=

Mr Biffo is a semi-retired videogame journalist,
His views do not necessarily coincide with Edge’s
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{GC, Xbox, PS2) Vivendi Universal (PlayStation2) SCEE (Game Bay Advance) Ninterido

{PC, Xbox, PS2, GC) THQ

Incoming electronic entertainment from across the globe

It's time to forget about those damned statistics

0.70.GI 2 (Xbox)

SWAT: Global Strike Team
(P52, Xbax)

Chrome (PC)

Cail of Duty (PC)

Xyanide (Xbox)

Spider-Man 2 (PS2, GC, Xbox)

Katamari Damashi (PS2)

Dragon Quest Vill (PS2)

Dance: UK (PSone, PS2)

True Crime: Streets of LA
(PS2, Xbox, GC)

Warhammer 40,000:
Fire Warrior (PS2, PC)

Tony Hawk's Underground
(PS2, Xbox, GC)

Star Wars Rogue Squadron [l
Rebel Strike (GC)

Star Wars Jedi Knight: Jedi
Academy (Xbox. PC)

Prescroen Alphas (various)
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TOGEZ

From Software reveals some early glimpses of its
follow-up to the Xbox’s most beautiful fighting fantasy

R

-

Appropriately enough for a game so beautiful, the most immediately noticeable alterations are
aesthetic, with the game’s demon-killer able to make use of some devastating magic tricks

| equels 1o successes have a
hackneyed tight-rope to tread: how

= to presenve the virtue of the old

te. And when the

ginal is something as

without letting it
strength of the ori
nebulous as 'atmosphere’, as was the case
with the first O.TO.GI, then the challenge is

unusually delicate.
The mechanics of the first game are likely
to be preserved almost intact. The combo
system of the original functioned with perfect
balance — sustaining axtended aerial

compat
and funding the shopping trips that enabled
you to upgrade and repair your weapons.
Edge sees no need for it to be altered.

What main changes there are seem to be
cosmetic. The slender frame of Raiko the

dermon-killer gives way to a figure even more
ragile, but if anything the swiring beauty of

the destruction he unleashes is even more
furicus. Magic effects shimmer with equal
measures of deli d devastation.

Once again the game is grounded in the
elemental nature of each level, as stone, eart
and wood are all equally demolishakle, It's ar
effect which is compounded by the dramatic
weather effects which lash and swirl around
the action. The wildness of the extenor
locations contrasts even more strangly with
the luxuriously burnished glow in
the interior settings. The level of detall in the

furnishings is extraordinary. Edge never
thought of itself as'a vandal, but it can't wait
to reduce acres of lacquer and margustry




“Edge never thought of itself as a vandal, but
it can’t wait to reduce acres of lacquer and

marquetry and inlaid ivory to chunks”

and inlaid ivary to so many rubbled chunks.
Other recurning locations include the ships
which were the setting the eerle protection
missions of the first game. The sequel sees
them transported to a luminous mist which
reinforces the sense of other-wordly isolation
which the original conveyed so powerfully.
Often Prescreens are an exercise in
deferred gratification. The start of a long
hopeful haul, which will end months later

either in disillusionment or delight - or, on

, in bewilderment as games vanish or

morph into something less palatable. But for
once, anyone tempted by these screens can
satisfy their craving almost instantly, since the
PAL release of the original is schaduled for
September.

Indeed, Edge concluded its review of that
first game with a downbeat assessment of the
likelihood of the game making a European
appearance, It's delighted to have been
proved wrong, and hopes that sales prove
encouraging enough to secure PAL
plans for its spectacular sequel.

Formal: Xbox
rer: From Software
r: In-house
Origin: Japan

s2: TBC

Sega's plans to bring the original O.TO.G/ to European audiences has restored Edge's faith in
humanity. Hopefully the same can be expected for the sequel, which is looking just as good



- SWAT: Global Strike Team

An FPS in which the player takes the role of an elite police officer in a dystopian
future, and resists the urge to shoot captured criminals in the back of the head...

=
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The blend of recognisable cityscapes and futuristic detail makes for atmospheric and believable
environments. Combined with the complexity of the lighting effects, the result is solid and almost tangible

WAT hasn't had the simplest
genesis. A canscle interpretation of
the successful PC strategy FPS, it
began development as an Xbox-only title, but
instructions from on high have seen it tum into
a P52 release too. its was an awkward
transition to make, but the conversion has
seen most of the game's graphical flourishes
survive the transition to the less powerful
systern. Importantly, these include SWAT's
impressive dynamic lighting effects. Rotating
celling fans cast atmaspheric moving
shadows, while moving between areas with
starkly different lighting brings an effect

“Tottenham Court Road is hideous and instantly
recognisable. And the satisfaction of shooting
would-be commuters in hooded tops...”

Hii simulating your character's pupils adjusting to

|l'

the light. Artificial lights can also be eliminated
by the player, providing cover for stealthy
assaults, but this is no Spiinter Call,

Indeed, players approaching the game like
they would its pensive, PC-only older brother,
are likely to find themselves bewildered by the
pace. There's no opportunity for strategic
route planning through the levels — indeed, the
locations are wholly inear, albeit well
disguised - and directing your two team-
mates is mostly limited to simple 'unlock this'

The detailed work put into the lighting is
enhanced by mask and smoke effects

034 EDGE
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or ‘open that” commands, their combat

Al pleasantly similar to Halo's cooperative
model. While those who wish to take a
cautious route through each level will make it
through unharmed, the score-based
competition (disappointingly, the only onling
aspect the game will afford) depends on
players clearing the structures in record time
with maximum efficiency.

What of the environments? Edge had the
opportunity to witness the developers
adventuring through several, including a
robbery at a large, very well air-conditioned
bank, and an assault on what appeared to be
the plush headguarters of sorme middie-
eastern terorist organisation. Edge’s
favourite, though, was the London
Underground, in which your brave team lake
on a group of Cockney temorists in a station
'loosely based’ on Tottenham Court Road. It
appears that time hasn't improved London's
public transport system one bit; it's guite
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hideous, and instantly recognisable. And the
satisfaction of shooting would-be commuter:
in hooded tops...

But you don't have to shoot them. Each
enemy has a justice meter which appears as
a radial bar around the crosshairs when
they're targeted. The bar represents how
resistant they are to being arrested. Mashing
the button — or shouting (see Talk time) -
causes it to fill, and when it's full the target w
drop to their knees. Different targets have
different leveis of bravery, and they're
influenced by external factors oo, like how
many of their immediate team are stil
breathing. Using a stealthier approach can
help your arrest rate, too: approach a persor
from behind, point the gun at their backs, tel
them to sumender and they will,

Once a target’s dropped the player has é
certain amount of time to reach them and cu
them, a case of targeting them at close rang
and pressing a single button. But it must be
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,' ! The possibility of restraint means that the game’s
f it mements of violence have an even greater impact
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TAKE DOWHEH [~ RESTRAIN

Talk time

SWAT is compatible with SOCOM's
bundled headset, and also with the Xbox
Live equivalent. This means that you can
issue simple commands to your team-
mates via a smart voice recognition
system; order them to break down a
door and they will, allowing you to
concentrate on the fine art of shooting
people in the face. Or, if you're more of a
responsible law-lovin' cop, you can use
the voice comms to arrest digital felons,
by shouting “Policel Police!” until their
resistance falls to your stern commands.

Although some of SWAT's visuals are reminiscent of the kind of cursory stealth-by-numbers that plague
many current gun games, differing objectives fully integrate a more cautious approach into the game




Chrome

Format: PC

Fublizher: Gathering (Take 2 Interactive]
Der

Techlanc
gin: Poland
: September 18

Planet-hopping, double-crossing and smart-talking, this Polish mercenary FPS might be the
nearest thing the genre ever gets to Katherine Hepburn and Spencer Tracy

Both your own and enemy bullets do realistic
damage to the things around you, regardless of
whether it's a tree or your lycra clad partner

Human Shield
The strict realism of the game extends to
the raq doll physics of enemy corpses,
stoundingly lifelike — rather a
nce strictly

Nevertheless there is plenty ghoulish fun
to be had in reanimating your opponents

with some wel

the game encourages st -
behaviour - see-sawing a corpse off ihu.
railing of a sniping tower may be
entertaining, but it looses you vital cover.
In a game where enemy fire can prove so
destructive no defence, however gory,
can be ignored.

[ ] ure, youcan jump, |
knife and shoot everybody.
| you special.” So sneers Carrie
brawn-addled hero of Chrome, the
gorgeously named Bolt Logan. But by putting
these words in her mouth, Techland has

n & gauntiet to FPSs in general,

thrown o

and its own in particular.

The Chrome is solid rather than
special. The game is sat across a systemn of
remote and lawless moons, where shady
mining corporations compete for scare
Chrome

deposit essential component
in nano-technology. C sed as a tactical
FPS, the game does everything it can to
ENcoLrag e and metf play.
Enemy fire is lethal: if caught between two or
more lines of fire it can be aimost impossible

to escape death - a predicament made sven

tougher by Healtex packs which replenish

health gradually rather than all at once.
Enemy Al, however, is satisfyingly normal.

lw
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Troops find it as hard as you do to determing
the source of fire when under artack.|bl_.'_ once
they have identified your position, they then
split and circle behind you. Nor are you only
under threat from men. Many planets are
home to varied wildlife — some placid, others
galloping through the undergrowth to deliver

fatal blows to your ankles,
Where the game hopes to i
rest is with the nano-implants w
available as the adventure progre
sophisticated than simply fitter, stn
gives the naked eye the power to zoom
anather strengthens your
il and dramatically improve
ccuracy. Use comes at a price, hoy r. The
more implants you have active, the greater the
on your o-circuits. Overload them
and they blow, dimming your vision and
zapping your health. Switch them off in time,
and your circuitry cools. While their use needs
to be limited, it's a frustrating system. The
current burst of use is too short, t

aove the
become
. More

aliminate

sooling
period too long. Combined with the slow-
release nature of the healing packs, toa much
pent hunched behind boulders,

20 while your gauges ref

time Is

counti

Expect six multiplayer modes,

lassic deathmatch to mc

pture-and-defend ¢

needs to tweak the timings of the implant
stemn, address difficuty lev

As well as taking advantage of enemy gun emplacement, Chrome also allows you to commandeer
vehicles. Early signs are that these will satisfy in terms of both firepower and handling




CalofDuty i

What's the sequel to Medal of Honor: Allied Assault
going to be called? Well, that depends on who you ask...

Dggest

sl

o

Duty 1o be, and, surs
its a unigue one
f Ele
Medal of Honor

. Twenty-two of the

developer

ping

ries jumped ship to form

During the Stalingrad level some 300 characters end
up onscreen as a ingly endless prog! ion of
Russian soldiers marching forward, attempting to
storm the ruins where the enemy is fresly firing from

truct

e conflict, the Infinity Ward's ambition is to

of tha EA part of som g larger; when you storm the

beach as a Russian soldier, there are

hundreds of oth

Oldiers ighting

among the mc |8
FPS, and almost certainly use more virtua
actors than any other game.

C Bvel ncensd N an

f Honor is.not darker,

¢ liustrated by the closely with you, providing

outlook (rm co
intr lood), but the emphasis attacking the most cbvious thr
he war wasn't won by a haro, but by heroes never direct it, because you're not in charge,

You're just a soldier, every bit as disp

your comrades. Possibly more so; Ca

is a brutal ga

e
M
i I i LU
; J ver to progress, so parallels
with this and Activision's other WWII FPS, the
reaction shooter Retumn to Castle Wolfensteain,

are few and far between. Instead, consider

a

e with short

attention spans, o

Actmisior

and this is pres.

e YO
The game uses the Quake Il engine for the =
” ; Hanar. biaoer. bri - i
attention to detail evident in its 24 missions Honoar, bigger, brig The level of atmosphere is generally pleasing although pre-scripted sequences - a particular Medal of
(some of which appear more linear than others) ooKs as promising as that suggests Honor trait - appear to form part of the mould. Still, nothing wrong with that if done properly, of course
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P her Playlogic Intemationa
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Mutating spacecraft, pre-pubescent witches, body odour weaponry.
Prepare for some decidedly offbeat Dutch hardcore

f location ideas d

o

the art dire

of !
. The ple
multipla

alfe

am)
missile launchar, which c d up by
holding the button for more devastating ef
B
nostalgia for A

Rer

ut there's more t

Jaryvare

Progress into later stages of Xyanide sees a
gradual transformation towards the game’s
interesting organic approach to level design

k& pheromaones, that

e of therr

The n take
realm created by

Lgh to

have a Mech design, but later

While visually competent, at the time of writing the
game'’s engine draw distance does suffer during
sections when the view shifts to behind your ship

n mind though. Ar

may well earn X

5 to deserve




Formal: PS2, Xbox, GC

SocerMEn2 ==

e Summer 2004

With great power comes great responsibility. Treyarch takes another swing at
at a Spider-Man videogame for the next-generation consoles

decidedy dull, but rather on the

ion of the

3 @ clear indi

s :
W s i

ervironment

You can also venture ¢

jorwn theare,

points which yo hen spend on

your attack and manoeuvring skills, Spider

Man's combat repertc

At street level you can interact with vehicles in just
about any way you'd wish to as well as engage in
stopping random crimes that may occur around you

Day and night cycles as well as weather are included. The game will ship alongside next year's ‘Spider-
Man 2’ film and includes all of the Marvel characters featured in the movie and some guest appearances

041
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Ever wanted to be a kleptomaniac dung beetle? Namco announces
plans which will finally allow Edge to live the dream

n alien prince with a head like a suppository amves in an
urban utopia to plead with its globular king. It soon : -
| becomes apparent that the only way the young prince can
accomplish his mission is to roll a glue-ball around town until it gets
realty, really big. That old chestnut, eh? : JUBSINARIEE e
Anything smaller than the glue ball that touches It becomes i
attached, and as the ball grows bigger, it becomes possible 10
agglomerate bigger items still. Should your ball be subject to any shamp
shocks, collected items may be shaken |oose from your ever expanding
girth. A range of special moves - although Edge reckons that any
movement at all from a sticky lump coated In furniture and watarmelons
qualifies as special — will enable you to tackle tricky cbstacles.
Early word suggests that Katamar _ : o f
Damashi is very much concept lead o2 - 1 e ‘!:j'“'
(nevertheless it was one of the more ey m
interasting announcements at the recent
PlayStation Meeting 2003) — meaning that
Namco doesn't yet have much of a
game to fit round its eminently unusual
premise. But Super Monksy Ball has shown
how accessible and rewarding simple
analogue control can be, and there's no

It's not yet clear if the controis treat the ball as
perfectly round, or if its physics are affected by
the shape of the objects that encrust it

At last, a sure-fire way for picking up men (top). ;
And, provided your ball's large enough, you can doubting the appeal of the siapstick

pick a car too (but that's later on in the game) charm already on show.

Dragon Quest VI —

Feverish speculation over a single shot of a menu screen?
It must be early news on the new Dragon Quest game

— 7 flevel 5 ever allowed itself to do anything so boorish, it
‘ would have a stranglehold on the charmingly illustrated RPG

L_ market, With Dark Cloud 2 under its belt, and True Fantasy
Live Online forthcoming, Its selection by Square Enix to take over
developmeant of the new Dragon Quest is a clear endorsement of
the popularity of the developer’s style

It has brought a vibrant freshness to the series, ensuring that the
transition to full 30 does justice to the character designs of
Tonyarma Akira, And while the visuals are heavily stylisad, they
allow for a more sophisticated level of reallsm — or at least of the
kind of RPG realism concermed with opening wardrobes and
peeking in people’s bookshelves

Longterm fans neadn't worry that the

'[!HHHH|1'Hli.'|5iii. - | 11TV

iy il |

new direction is indicative of any profound
shake-up of the Dragon Quest formula. The
game design is still being oversean by Yuj

Horii, and the seminal tum-based battle
system looks little changed from its
predecessors. The game's focus will not

be as field based as screen shols suggest -
nine dungeons are planned.

The gleam of the sun is more than just
atmospherics. The game is said to feature some
form of real time system, with aspects of the
world changing as night follows day

Edge looks forward to sesing more of
this unlikely alllance between old skool
and new wave,

Although still lined-up in traditional style, battles
are now much more dynamic, with characters
leaping in and out to deliver their blows



 PSone, PS2

Dance: UK I

Foeess October

Aimed specifically at the teenage girls whose appetite for PlayStation dance games is
as fearsome as their vocabulary, Dance UK aims to live up to its name

00002400
L

00006500
W

Its real distinguishing feature, haweaver, is the planned expansion

s. Every couple of months, starting from the rel

game, compllation COs of new tracks will be relea

as will extend the life of the game.

xd, which Bigben

hog

00003500
e

ol After extensive focus grouping, Bigben discovered that

a little too militanistic, a
ad the ‘
refiance on the diagonal, creating routines . ih il U
which required Edge to sas

many girs found current dance title:
o

litthe too square-dance. In response, it has i

ay its hips a little

00001500
y than it has become W BRILLIANT!

n

Well, Edge doesn't know about "brilliant’ but it's
certainly been left impressed with Bigben's
venture into typical Konami territory. So more
of a case of ‘very promising’ at this stage

’
After extensive research Bigben has introduced
diagonals into the traditional four-way structure.

000020'00
*
An eight-way mat is on its way from the publisher

L4

mit: PS2, Xbox, GC

Redagse: November 7

Previously in E112, E12f

Luxoflux’s GTA clone nears completion, with things looking in
reasonably good - if predictably familiar — shape

an't be easy trying to recreate an immensely comprehensive

ice City and Include a substantial number of

game such as

A

o

't seem particularty

phased

Wh

tside-flavoured vice city offer over (s

obvious rival, you ask? Well, Edge would need more time w

on current form both ghoo nd driving dutie

You earn points (for upgrades) by completing
missions as well as general crime fighting. Edge
isn't too sure about the attempted rape incident it
witnessed though - it feels misjudged and
unnecessary, particularly in a game with a less

visiting the

but of the three, this is perhaps stylised visual approach than Vice City's
the least convincing element and currantly )
remains a little ¢ ||- a1 Fould The game offers a branching storyline - so far
(== 3 = ur ¥ 2 e S IE

Edge has spotted three possible routes through
the game. Expect a comprehansive hip hop score

2 time left for ge

eral Impravament.



mat. PS2, PC

Warhammer 40,000: Fre VWarmor e e

Hefsass: September 26

ily In E121, E124

Kuju's Trial by Fire approaches as release date for
its Warhammer 40,000 firstperson shooter nears

| ith the game's rele

Vars e |

the tension. It's shightly disap ng though, that the game

matches EA's World War |l opus in the restrictive linearity of its

lewel design. There's also littke evidence of the subtly nuanced Al that
was promised earlier In

Halo-denved rechargeab

e's development. To pensate, the
ield feets pretty fimsy = almost unfairly so
at times, though this does heighten the sense of tension.

But the game’s biggest drawbacks are its murky palette and a
rather uninspiring arsenal. One of the biggest challenges players face is

actually ne ronments and

gotiating
acquinng targets a

stingL

t a backdrop of

Fire Warrior maintains a frantic sense of tension,
but it isn't without problems - the most
significant being a rolatively weak arsenal, which
features some poor visual/aural feedback, and
the game’s dark visual hue, which makes it
difficult to make out what's actually going on

these two aspects are fairly fundamental, it's

unlikely that they'll be sorted before the
game's release; it just remains to be seen

| . 0 iah th i The Halo-style rechargeable shield doesn't quite
whether they'll outweigh the game's work effectively because it's too lightweight in

other, undeniably encouraging aspects. the face of enemy fire and some fairly limited Al

Tony Hawkis Underground

i n E127
After the refined, though ultimately lacklustre THPS4, the birdman returns in a
better thought out, more appealing and genuine sequel-worthy venture
M nuwr|[|- I =
| | ‘ = finest skaters? Well now you can embark on a skating journey

3 Nobody looking to grind your way up
world's rail of respectability. And it really can be you, co
game's facem g feature and extensive body

'

M

moves (there are six exploitable facets to these) and should your local
area cease to provide you with a challenging
ride, you can always hop into a car (or a

number of other veh

1) and explore any of

Throughout the game the pro skaters act as your
mentor. Expect the usual familiar faces to be
joined by some new arrivals for the franchise.
Obviously the game keeps the genre-leading
THPS engine and Edge is hoping the change in
approach can revitalise its interest for the series

online play in the form of n

Before and after. Okay, not quite - the face
mapping system is advanced, although probably
not enough to manage this kind of transformation

1 support and downio

045



Star Wars Rogue Sauaadron lll: Reloel Strike

Factor 5 showcases its forthcoming GameCube title and
Edge is left particularly impressed by some clever film encoding

The speader bike sequences through the forest
evoke the velocity of the ‘real’ thing beautifully.
But Luke made it look far easier than it really is

in the Rogue

he latest press outing for the second

er what wa

Squadron series reveals a few m
seen during May’s E3 show. By now y
of the game: 13 missions involving fligh
on foot as Luke

COMPONE

ground combat (ncluding covert operations rur
Skywalker, Wedge Antilles or Han S
X-Wing, Snow speeder, AT-ST, the M|I~-n-nu1|
speeder bikes. This last craft offers an identical feel

1 and nde impenal
ng of speed as that
seen in 'Return of the Jedi', and as with most other elements of the

game Is pleasingly atmosphenc.
Typing of the films, the game uses digitised sequences from the
onginal trilogy as its cinematics betweean missio
finest encoding Edge has seen, At a time
when episodes 'V, V' and W' are still not
available on DVD (and if you don't happen
have your LaserDisc prassings at hand) iB's

5 and it's some of the

e ming 1o see the films on a cathode

24 wa

ray lube in such a high resolution format (even
if only in snippet form).

Edge still hasn't been let anywhera near
the controls so & gamepiay appralsal remains
out of the question. Nor is it cumrently possible
/er the many bonus and

to disce

surprise elements Factor 5 promises.

StarWars Jedi Knight: Jedi A Acace

It's back to school for LucasArts as the latest Jedi Knight
title does little to atone for its predecessor

ViSL

characters right down to their lightsaber hilt. Nevertheless, in spite of

raising hopes that it might ator

3 Academy to be little

Equally irita

to judge by cut-scenes that give Luke Skywal
Yavin the feal of an Enid Blyton boarding school = mainly in the

shape of a breathlessly excitable and
inevitably hasty fellow pupil
substantial problems arise from the

return of flabby platforming action and floaty,

players with mx

ciude the ability 1o nde Tauntauns, and wisld

two ightsabers, or double
Entertaining enough, b t & return to

the briliance of the series’ earliest titles

046

ed| Academy showed a fair amount of polish at E3, with
nal demonstrations emphasising the game
and the ability to customise the appeararn
e for Jedi Knight I, closer inspection

than a return to the

s Jedl Academy on

ed hghtsabers

shck

fairty plentiful

15 the abifity to pilot an

Fislaase: October 17

Previously m E128

Developer Factor 5 continues to push the
GameCube to the edge of its technical abilities,
and as such manages to extract some of the
best visuals yet seen from Nintendo’s console.
The multiplayer modes should prove popular

Jedi Academy is certainly more polished than its
predecessor, but it still suffers from the same set
of fundamental flaws; namely a fairly inadequate

implementation of thirdperson control and a fairy
uninspiring display of level design technigue

—Hw—--tw'lgm No-vmoﬂxm
Previously in E12!

Still, the game certainly looks the part, and
characters have access to a range of lightsaber
fighting styles inspired by the movies



| m / \Iphas This month’s announcements and updates...

Metal Slug Advance Painkiller

Format: PC, Xbox
Publisher: Dreamecatcher Games

Devaloper People Can Fly

Since Edge’s visit in E124, Argonaut has been Peter Molyneux has big plans for this movie An all new game, Metal Slug's first handheid It doesn't look like the most complex FPS ever
fine-tuning the wake physics and perfecting the studio simulator. So big, in fact, that Edge outing since the Neo Geo may let you play as made, but Painkiller's ginormous bosses have
Live set-up (including a coop mode). Also, a suspects the project will need scaling back a a girl and collect stat-enhancing cards, but to be seen to be believed. The never ending
publisher announcement is now imminent little. (You'll find more detail in Equip PC) the action, style and humour remain onslaught will have you reaching for the Anadin
Monster Hunter Castlevania: Lament of Innocence Broken Sword Ill: The Sleeping Dragon

Format: PlayStation2
o sher: cm.“
Devoloper: In-house (Production Studio 1)

fl

Edge is currently chasing more details on this Castlevania and 3D have never mixed well, but Revolution Is in the final stages of checking the Ubi Soft has announced that the PS2 is to get its
online-friendly, impressive looking new title Konami hopes to end its camera woes with fixed, details and tweaking the presentation for the own shot at online squad combat, incorporating
{shown originally at this year's E3 in video form). moving and side-on perspectives. Plus whips, game’s promising advance into 3D. Expect a full voice command systems, 31 multiplayer

It's a big dragons, big weapons extravaganza switches and holy water, of course more detailed investigation next month maps and two distinct singleplayer campaigns
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An Unreal Tournament 2003 mod, 9-11
Survivor is unlikely to find many

supporters but Edge is more interested
in the questions such projects provoke

A g

firstperson shooter at 2

ar, @ curious Edge

O n seeing
demo day

{ about

uation in which lots

died. Its response was that this

ethereal, bringi

might otherwise never know.

No space for complex moral debate
here; is it disgusting to base a
h

or could it t

Jame aroun:dd

Id Trade Centre,

o

destruction of the

n as a tribute? Could it

show v
shifting
those events,
those to who
to recreat
for free as it is to make money from the
thousands who died in the D-Day landings?
Edge doesn't v th s = It just
asks the questions, and provides you with

some facts
9-11 Sun

2003 mod which traps

vaor is an Unreal arment

layers on random

?.8¢

3y out, and gamers have to

ether to perish in the flam

v themselves from the uppe
Luck decided who li
World Trade Centre
‘and [so it will in8-11 8
Misguided? Hoax? Possibl
tions it pr

al

site reads,

y all three, but

the ¢ wokes are still
unanswered, Read more at

www. kinematic.org/21 1.html




Score Wars

Cheats, continues, walkthroughs... any fool
can cut corners and follow a recipe. Back in
the golden age, only points meant prizes.
Arcade culture may be obsolete, but hi-score
gaming is alive and twitching...

i record holders

1 @ mobile freakst

v of gaming

» MemDers dropping in an major

lo compete before paying audiences. They were salaried

ind, for each venue, they would all be

are of a 5,000 {E3,137)
Walter Day, Twin
consuftant. “We had
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-old pinball de

nE Jarvis,

asked by Willams Blectronics to conceive a videogame, Aftar

under pt

compulst toying with various Space Invader

‘Life’ magazine (top) first brought these gawky teenagers into the limelight. A
few years on, Steve Sanders, Billy Mitchell and Robert Mruzcek stand in front of
the machines that made them stars, and prove that fame is not debilitating

der —a technically groun

ght comi

i s
Exidy's Star Fire was the first coin-op that
wrnd (ames
allowed players to input their initials, but there L GaTies
were tears as soon as the plug was pulled particulary i

Table toppers

Fancy your hi-score chances? These are the guys to beat. Twin Galaxies (www.twingalaxies.com) only
ccepts scora perfarmances submitted - In full - on videotape. A note from your mum will not do..

Donkey Kong Pac-Man Defender Asteroids Robotron
947,200 3,333,360 76,377,300 41,336,440 348,691,680
Steve Wiebe Billy Mitchel Bert Jennings Scott Safran Brian King
Redmand, US Florida, US North Carolina, US Pennsylvania, US Colorado, US

The much publicised ‘perfect’ game The longest-standing record sir A long-standing marathon

(256 levels, every bonus prize, manage 1o reac )00, the game  Twin Galaxies began keeping score. performance on one of the most
‘kill screen’ ( biue ghost, no lives lost). Two wards an extra life for every Safran was 15-years-old at the time hectic games of all-time. Pity tho
doesn't give the player enough time Pac-freaks have been there, but subsequent point scorad - and then November 13, 1982), After having poor synapses. Prospective hi

to finish, Twin Galaxies estimates a
theoretical maximum score of
around 1,084,000

clocks back to zero
you to do it all over again.

Mitchell did it first — in July, 1999
("l ungerstand the behaviour of the
ghosts and am able to manipulate
them into any corner of the board

| choose").

0,000 for

his game verified, he disappeared
and Walter Day spent years trying to
track him down. Sadly, Day found
out last year that Safran had died in
afall in 1989,

scorers with lives to lead should
consider the Tournament Settings
(difficuity five, five lives, no extras)
world record of 838,475




The spirit of competitive classic gaming lives on
Join them...

how about W
Day realised that, despite the global popularity of Twin Galaxies — www.twingalaxies.com
Search the scoreboard, watch the record-breaking game
videos (more to be added soon), chat to the record breakers
on the forum. The number one authority on hi-score gaming.

videogames, no one was really bothering to verify and

25 such as '‘Compl
himself up as official scorel MAME Action Replay Page — hitp://marp.retrogames.com

Pretty much the MAME companion to Twin Galaxies’ arcgde
hi-score documentation. It helps if you know
flots of f;&'lng with
massive competitive commur

The Llamasoft Lieague - w masoft
A friendly, vibrant forum has sprung up off the back of

Jeff Minter's recent re-emergence. The "We Are The Lieaguse'
thread hosts an ongoing ten-game 50N cycie which
takes in classic coin-ops (via MAME) and occasional re
computer games (Spectrum, C64, Atarl). It's currently
running a keyboard-shattering ‘summer season' of
Track 'n’ Field/Hyper Sports.

ZEImE our nelwork o

at 1o ook

ip of, mostly, expert gamers who k

out for = point-leeching, bug exploits, stc.

Scorelord -

www.theurmow. freeserve.co.uk/zzap/scorelord/scorelord.htmi
Ex-'Zzap 64'-ers will recogni ordon Houghton's
alter-ego as the lofty chronicler of the C64 el
accepting submissions and plenty of recon
the last few months (IK+. Paradroid, Dropzone, £
Mutant Camels).

Arcade Perfect - www.arcadeperiect.com
An excellent, forum-based site currently beginning a
MAME-based classics tournament,

and make a littie mone
) Gregory Erway even rememb:
gamers to train up less skiled

Shmups - www.shmups.com

Hardcore shooter fans' forum. Generally accommodating
and full of gaming tips and hi-score comparisons.
Features an accompanying fip site of Shmups members’
gaming videos.

>ade brought in all the Laser(

Cinemarcade - http2//www.cinemarcade.com/arcade8d . htmil
No competition here, but this site features ‘Arcade "84',
a must-see film of a fiy-through a US mall videc-arcade

S In 1980 Eugene Jarvis (top) and Defender (the circa 1984, it incorporates actual footage from the games
The fun wouldn't first game with memory back-up) rocked! and it will make you sob for the good old days ke a
i i and crashed Meanwhile, ‘JoyStik' ran the first hi-scores gin-addled grandad.
Tempest Joust Galaxian Space Invaders Star Wars
1,728,329 107,216,700 389,770 48 480 300,007,894
| Hector Vazquez James Vollandt Pemry Rodgers Perry Rodgers Robert Mruzcek
us California, US California, US California, US New York, US

Probably the most reachable classic  The longest verified marathon worid Rodgers Is a key golden-age Notoriously tricky to referee, due to

world record around. A recent player  record. Achieved in 1885, Vollandt gamer, and many of his other the 10,000-point roll-over. Rodgers almost 200m poi

managed close to 1.5m poinis spent almost 68 hours playing — scores sfill stand. The first 300.000 chief (very risky) tactic is to pick off Mruzcek's secret?

starting from Leve! 9. Vazquez began  without using the classic cheap trick points of this score were gained on the invaders at their lowest point for only part of you tha

his game at Level 81 - which yields of pterodactyl hunting his first life a higher score. wall is the central a f
a bigger bonus Thus, you can make it Ic you

are aimost touching a wall when you
actually are not... plus you avoid
getting hit in the process.”




Console nation

The pressure on developers to produce shorter games with reduced lead times has arguably led to a
rasurgence in hi-score gaming. Here are a few modern games capable of keeping obsessives up at night.

Console

Ikaruga
Format: GameCube, Dreamcast

Normal mode, three lives, no
continues, At the time of writing,
the highest Net Ranking score is
34,303,820 ('CCB', Japan), though
‘WIZ' scores higher on the
Appreciate DVD.

Metroid Prime
Format: GameCube

Henru Wang had a completion time
of one hour, 46 minutes verified by a
Twin Galaxies referee in May of this
year, Wang subverted the sequential
nature of the game by using
strategic bomb placing to exploit
unfareseen shortcuts,

Crazy Taxi 1, 2 and 3

Format: Dreamcast, Xbox Forme

Twin Galaxies’ chief referee Robert
Mruzcek is putting up his own
money to anyone who can achleve a
pra-set score in four sections of the
game. One of the 'Crazy Bounties’
offers $100 to anyone who can
achieve a 400-yard or more ‘Crazy
Jump' in Dreamcast Crazy Tax/
(current record - 380.52yds).

as a natural habitat for gamers. As home

consoles grew in popularity

cuiture of purity and imme

iNncorporate iving room-fnendly concepts

-

game, cheat modes, customisable

difficulty settings, etc). The thrill of one-on

one muitiplay ing led to the rise of

beat ‘em ups and, eventually, firstperson

shoaoters. The notion of playing a game for

Grand Theft Auto llI
t: PlayStation2

In April this year, Texan Mike Mormow
finished the entire game in two
hours, 47 minutes, six seconds.

Super Monkey Ball

Format: GameCube

Thanks to the inbuilt replay function,
SMB has an enormous cult following
on the net, with several sites devotec
to videos of staggering completion
times. Some of the best we've seen
include — Monkey Target (five rounds
help on, wheel off) - 7,000,

Beginner Level 10 - 11,376 total
score and Master Level 10 - 11,400
total score, Watch and weep at
Maonkey Ball Video Central
(www.ajshakesby.co.uk/smbvids).

appeared on PC, featuring arcade-perfect emulation

five iconic |

fliams coin-ops (Defender, Stargate
Robotron and Sinistan) - and one curiosity (Bubbles). The

20/30-someth

g nostaiga rush was dizzying bul gmimicky

mes played fine, but the scale

For gamers weaned on Galaxians 1997

fian engineer, Nicola
an M5-DOS program callied MAME — Muitiple

Arcade Machine Emulator — which could read data from

was a seminal year. A reclusive

Salmona, v

various coin-op ROMs and, more or less, perfectly emulate the

“Multiplayer gaming led to the rise of beat 'em ups and
firstperson shooters. The notion of playing a game for
score and score alone seemed increasingly outmoded”

score and score alone seemed iIncr
outrmoded and one dimensional,
When the PlayStation appeared in

1985, Namco's Ridge Racer featured a

playable version of 1979 shoo

on the loading screen. Soon after, C

Eclipse’s Willams Arcade Classics

By all accounts Mike Morrow can finish GTAII
in less than three hours. Which is probably
why he didn't get round to re-decorating

gameplay (see The MAME game', E115). Salmoria released
the MAME code as open source and, with the internat
fliourishing, it was pounced on oy programmers eager (0
expand its portfolio and add W

dows/Mac-friendly frontends
What began as a documentation project quickly turned into an

online phenomenon. As more classic coin-c

acame

mers tinng of the flashy emptiness of the ikes of

omb Raider sanes were introduced to thousands of

th

g, stripped-down games where score was
asure of sxill.

and snapshot functi

evive the spir

gaming. Vast

munities built up around

agues. The MAME Action Replay Page (MARP) operates

a ranking systemn based on MAME score recording files. There

s, and an ongaing 'Olympiad’ str:
dings on behalf of their

y. MARP is a litte aloof and often seems bogged

standardisation,



TLoZ: A Link to the Past
ormat: SNES, GBA

o
o
@
o
o

&

bypass of some
Gems. Practise on the GBA
n, refine you
sell finishing the SNES version,

your

re as status symt Thro

2-gaming section, piayers

0 expiolt competitive angle

have sought
5 N otherwss

=5 (time trial, fast completion, cc

Viewtiful Joe

Format: GameCube

LIFEPSITSTI 1 3
¥Fx

Despiie the lack of replayable levels,
Viewtiful Joe is definitely a score-
galore game. The k is to save
after each level and repeatedly play
until you get the magic V' rating
There's also a practically infinite
aspect to stylishly dispatching the
bad guys — more chaos, more
combos, more scoring, Check the

F-Zero GX

GameCube

Format

an scrapped due to a
ades to link up

& the import action

with, but, onc
steps up, expect plenty of online
hi-scoreage. Start at
www.fzerocentral.com

Wario Ware Inc
Format: Game Boy Advance

P

n

Seprrmty

yihing. T
Planetgamecube.com forums have
an ambitious hi-score and to
start you off, take a shot at Edge's
‘Metroid' game record - 214

Tony Hawk's Pro Skater 3

Format: Varlous

then you can ¢
great. Those that
points in one run are true masters
Of course, many have exploited
badiy thought out bits of scenery
(ke the baggage line in THPS3) to
score the real cores (think
20m in ut there's

 impro nt

always




< 058

kade is a
& run b o UK Video Arcade
3ir beloved machines played by
rather than languish in dusty
re 100 game ding rare
stuff like a O of Tron kiosk), 55 on displ t any given
moment, Membership is £50 a year, which antitles weekend
visits and = coming soon - evening events, There are also
growing rumours of Retrokade hosting a Twin Galaxies-branded
UK Classic Gaming Champlonship.

Also try: Arcade Mania (www.arcademania2003.co.uk)

members-only @
Collecto

2m workshop

ne, with several mini-tournaments
on is vast - around 150 mac

ar) annual

The beauty of an online hi-score table is, the minute you
get a hi-score, you can check your ranking on many level
— among your friends, nationally, internationally...

exploited for a hi-scor

LIy and practice,
The Net Ranking password system Ir

the GameCube versi

n of karuga looks to

thar form of hi

be the baginning of a

As anline console
ore sophisticated, dirsct

Aming 15 1 IFTUNE away ror

online score table can give a game a
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God, and it's a rare day when

wish it were

y enshrined in game
design that no one even thinks of them.
| The First Cut Is The Deepest

No player, under any circumstances, should

be forced to sit through the same cut-scane

twice, Even if it's really, really pretty. But by th
SAMe measure, No o ;
designed so that a pla
Edge pr
1 problems. The first button p

inadvertent’

Knock Three Times

rates should only ever take o
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I Please, Make It Stop
When a game saves, and what it saves, and
how often it does so are some of the most

critical tools a designer has 1o control the
pacing and challenge of a garme. Edge lsn't
asking anybody to mess with that. But it
~ should be possible (o suspend a game at any
point, and pick it up from the same point the
next time you play. Edge appreciates that this
is far from simple to implement, but as games
become bigger and gamers become busier, it
needs to become the norm naot the
exception. Game Boy games that ship
without the Sleep mode implemented are
especially vuinerable to Edge’s wrath,

IV Cruel and Unusual

Don't punish failure with frustration. One of
the signature features of a good videcgame is
that defeat re-doubles your determination to
succeed. Every knock out, spun out, timed
out or wipe out ought to ignite in the player a
desperation 1o try again. So why put 17 menu
selections between them and a restart? One
button press — possibly two - Is the most
Edge s prepared to tolerate between itself
and a second chance of victory.

V It's Behind You

Or rather, it isn't. If you give camera control to
the player, don’t require them to be
cinematographic perfectionisis. They may

VI The Sound of Silence

Game music has the potential to convey
atmosphere, emation and information to the
player. But it also has the power 10 infuriate,
enrage and bore. No matter how good
music will always wear thin before the game
itself does, because even the most fixed of
gameplay pattarns Is altered on sach
occasion by player action. The song,
however, remains the same, and 50 the
playsr must always be able to turn it off,

Vil Choke Chain Training

The point of tutonals is 1o provide an
opportunity for experimeantation and
farmiliarisation within the gameworid. Edge
doesn't appreciate being hectored and
buflied and harassed. Don't time players, or
penaiise them for trying out a few extra
buttons, or force a restart just because a
player dared to deviate from the script.

Vil Out of Your Hands

One of the most delicate tasks a game
designer faces Is configunng an Ideal control
scheme, but Edge can see no persuasive
argument for denying players the chance to
tweak it for themsalves, Games that put
salect where you expect cancel or that offer
16 useless presets are shooting themselves
In the foot. Or, more precisely, games that
don't give the choice of whether or not to

IX Previously on Edge’s Sofa
Thera's nothing more frustrating than having
to give up on a game simply because you left
it for a week or two, and can't remember
where to go next, Games should always
offer a way of refreshing your memory on
your last few in-game accomplishments.
Edge would like to make clear that this isn't
tha same thing as a flashing, shrieking
nagbot that you can't switch off and won't
stop teling you where to go even when
you're already going there.

X The Ten Commandments:
The Final Proclamation

Edge has had It with colons, and the
simpering subtitles that trall after them.

No more Bland Franchise Foliow-up: The
Verbing of the Noun, One game, one name —
a simple enough equation and one which
thers is never any justification to break. If a
seque! is fresh anough to deserve a name of
its own, then give it a name of its own. Ifits
loyal to its originator, then proudly trumpet
the fact with & number and leave It at that.
Heck., it's good enough for E128. Or
should that be ECXXVII?
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What was your best game of all time back in 19937
Street Fighter 11? Defender? Fat Worm Blows a Sparky?
Edge looks at where games have come from in the last ten years
and provides the definitive list of the best games of all time by genre.
Turn the page to see what'’s top of the hit parade...
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The Legend of Zelda: A Link To The Past

Still as fresh in Edge's mind as its delicious
creamery colours. Close your eyes and the light
warld and the dark world slot together like sheets of
the most beautiful Lego ever conceived. Plenty of
games contain puzzles. Only A Link to the Past is
nside one.

SNES
Nintendo
: In-house
1991

Castlevania: Symphony of the Night

First time through it's engaging and intricate, but
there’s a secret at the heart of Symphony that
makes it unigue. After defealing Richter Belmont it's
possible to invert the castle by triggering a special
event. This transforms the structure and allows the

player to achieve over a 200 per cent rating. Genius,

PSone

r; Konami
oper: In-house
2 1897

Perfect Dark

An FPS adventure that continually varies its
demands on the player, offers superlative (and
refreshingly inventive) gadget implementation and
has time for extracurricular dutles such as a co-op
mode, minigame challenges and one of the most
comprehensive set of multiplayer options around.
1: Nintendo 64

Rare

Foms

ser: In-house
se: 2000

s there another game that’s capable of evoking the
depth and range of feeling engendered by guiding
Yorda through her exquisitely modelled home?
Edge would be hard pressed to think of one. Viery
few games have quite the capacity to leave such a
yawning emotional chasm in their wake.

ormiat: PlayStation2
sher: SCEE
veloper. SCEI
Relsase: 2001

Grand Theft Auto: Vice City

Drve-bys accompanied by the caterwauling Kate
Bush and drug drops in the rain enhanced by Jan
Hammer, there are few games that resonate so
deeply with so many players. Vice City improved on
the original by letting the player buy properties and
supperting the action with evocative music.

Formmat: PlayStation2

Rockstar

oper: Rockstar North
3. 2002

< 066

Super Metroid

The awful scrichity creaking on the opening screen

still makes Edge shiver. The game unfolds with

masterful precision. Exploring Zebes enhances your
mability, weaponry and knowledge, increasing your
mastery of the world in perfectly judged increments,
until at last you stalk its

For NES
Pu Nintendo
B : In-house

1994

The Legend of Zelda: Ocarina of Time

Find yourself whistiing the Song of Time walking to
work, or see potential rupees in thatches of grass?
Ocarnina of Time is one of those games that infects

your imagination. Epona, Lonlon Ranch, Fairy

Fountains, the Lost Woods, Kakariko Village: Link's
first 3D adventure remains the most enthralling.

Format: Nintendo 64
Pubiisher: Nintendo
Developer: In-house
Felease: 1998

Shenmue

In spite of superficial RPG stylings, Shenmue is
defined by Ryo's exploration of his expanding
anvironment. Genre justification aside, it ranks as
one of the most absorbing and edifying videogames
ever created, even in the face of play mechanics
that, viewed dispassionately, ought to be quite banal

Format: Dreamcast
cr: Sega
Developer: Sega-AM2
Release: 2000

Resident Evil 0

An archetypal example of the interweaving of
narrative exposition and topographical progress
that characterises the best adventure games. It
marks a retum to the more considered approach
that gave way to an unsatisfying acticn-oriented
emphasis in later episodes in the series.

Format: GameCube
Publisher: Capcom

Developer: In-house
Release: 2002

Metroid Prime

Even if you gouged the game out of the middle,
Prime would still recommend Itself: the gorgeous
mapping system, the glory of the visors, the
convincing decay of a civilisation. But the game
remains, each new ability calling out to your inner
Magelian, each new weapon sating your inner Rambo,
Format: GameCube
Pul ar: Nintendo

Developer: Retro Studios
Release: 2002

rie coridors with confidence.
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Beat'arnq):mmmstsmmwnm:ﬂmcmemQWEMam@asmaarmgeaspmsibie.vwﬂan'mlheai
'em ups are confined to 'arenas’, Edge also takes into consideration scrolling beat 'em ups and titles that stress combat over other gameplay components,

game has shay
Capcom'’s "91 beat 'em up. O rr“ourae the game's
more than just an influe the dozens s0le
conversions still hold up today as an accessible
referance point to judge any fighting game by.

Format: Arcade, SNES
Capoom

= In-house
1893

Overlooked and underrated, Virtua Fighter 3tb's
/18 its strength. it may not have the wealth of
me accustomed 1o

), but the

mplementation c
and ¢ }"‘ nd eevation m

M Ups ever made

Bringing th
this tim
could possibly require, was ||I-¢G some kind of
fighting fantasy. And though the sprites looked
warn next to Guity Gear, It didn't matter; the game
played as fresh as Ryu's first fireball.

Format: Dreamoast
Capcom
2 In-house

2001

s interrupted Edge'’s
s has to be something
3ion L1F"T n, crunching

special. Spm--:
sound samp
deliver a tw
This &

Format: PS2, GC, Xbox
er- Rage

pert In-housa
se! 2002

time slows ar ra Zooim:
Joe's impo 1.:IL.|\- maaty Im‘: detona
fragite skull. "Viewtiful' may not be a word, but you
know it when you fesl it.

r"dl’l‘w[ a

Street Fighter Alpha 3

1, Byu, and fnends depe
and instinct. As wide as it ), Crawfish’s
handheld conversion confirmed l"w game's merits.
Some cite the Saturn version of A.'pha 2 as atighter
experence, but this remains Edge's favourite.
Format. Game Boy Advance
Fublisher; Capcom
eloper. Crawfish
e 1998

Marvel vs. Capcom 2: New Age of Heroes

Although it shifts the emphasis from the precise
rhythms of the Street Fighter series towards a
histrionic visual style and bombastic Hyper
Combos, this retains Capcom's judiclous sense of
balance and featur on of
some of Capcom’s best beat "em up characters.

prehensive

Format: Arcade, DC

senes that, like
ty with complexity
combat

DU, COMDINES acC
Stunning graphics and mult
anvironments are cosmetic touches, but
interplay of different fighting styles that impresses.

the

Fermat. Xbox

Publ

o Microsoft Game Studios
e Tecmo (Team Ninja)
se: 2002

The original title probably represented a superior
technical achievement, but Soul Calibur Il is the
belter game, featuring a similarly densely-packed
Dlayer game and a mora finely haarr—
game, which r
ch rather then rote-leame

a

al. GC, Xbox, P52, Arcade
Mamco

er! In-house

2002

impe

ced, so dynamic: the move
daliver overwheliming combinations, but not the kind
of tortured strings as In Takken. It requires patience
practice and skill to become a true master.

at Arcade, PS2
sr! Sega




” Ill ‘ Platform: its not just about timing jumps across chasms; platiorm games demand that players expiore, negotiate and then concuer enviranments, whether they
be on the sea, in the air or in lava-filed volcanoes. It doesn't matter whether you're controiing a ball or a man with a jel-pack, platiorm games share the same values.

Marble Madness

It's almost unplaya

e, of course. Whatever the joys
ol MAME, n¢ ||||I|\J transfers so poorly to a claltery

0 But -1| it pulls you back with the
ours, the sinister
{'s judicious dose
d rank, utter crueity

i Arcade
Pu ner “Tﬂﬂ

per In-house
se 1985

Pilotwings

A beautifully balanced, defightfully different game

that rema s playable and uniguely rewarding as
the day it was released. It was, even 13 years ago,

a particularly brave project which now serves as a
(those able to think beyond
s potential of videogaming

remingder I

ommercial ley

t SNES
Fublsher: Nintendo
par In-house
o 1990

Yoshi's Island: Super Mario World 2

Arriving In the SNES' latter years, this Super Mano
World sequel missed a lot of gamers, Like
F’.'ltl vings before it, it makes use of Super FX
/ 85 ay of uding ingenious
while delivering one of
ast platforming expenences 1o date.

R

Format: SNES
Fubksher, Nintendo
¢ In-housa
1895

Super Mario 64

A playworld full of possibilities, Super Mario 64 is
still the shining example of sandbox design. There's
never a moment when a star |s not ’\b'alnable and

y. That it still betters every other
T game on the market says everything

Format: Nintendo 64
£ = Nintendo
In-house
& 1096
Jet Set Radio Future

Having dispensed with the time constraints
imposed in the Dreamicast original, the neon-urban
architecture leatured in Jet Set Radio Future offers
unbridied platforming joy, due to its dizzying vertical
50 d intricate use of space, and does s0 with
tly independent sense of style,

r Sega

per Smilebit
56 2002

<€ 068

The New Zealand Story

The magnificently iresistible set-up - Drat] My
friends have been stolen by a walrus! — drops you
into a world of painstaking pracision. It's tempered,
though, by the delightful parade of the snorkels and
sceships and swans which char
3 d clockowork

& the nature of

St

o

Super Mario World

It still remains the apex of 20 platforming, We could
mention its character, its vibrancy, its precision,
Super Mario World has all these, bul more; it distils
the best elements from the pravious games -
namety the er play mechani
; a mor

cs and secret

prehensive universe

r. Nintendo
In-house
a: 1991

NiGHTS: Into Dreams

Trademark Sonic Team though sadly not as popular
as the hedgehog creation that pr ed (and has
outlived) it by a few years, NIGHTS offers a
wonderfully distinct experisnce, :
anic that highlights th
mposed on the majority of tod

Eormat: Sattsm
- - Sega

r- Sonic Team
1996

Super Monkey Ball

A monkey, a ball, a goal, a maze, a single-stick
control system and hours of your life wasted
watching him fall, fall, and fall again. SMB's elegant
simplicity ts also its greatest asset. When you fail
you have no one to biame but yourself; when you
succeed, the relief transiates into elation,

Super Mario Sunshine

Edge knows it wasn't as polished as the previous
outing. It had bugs, repetition and those damned
invisible walls. But Sunshine remains a piece of
platforming excellence, full of tropical joy and watery
splendour, and the disappointment it induces only
comes because of the game it had to follow.
t: GameCube

Nintendo
¢ In-house

3; Sonic Adventure; Sonic The Hedgehog; Sonic

o . 0] VB %Eed

4 sa 66"

The Hedgehog &, Super Mant



Puzzle; Games that test the brain matter, but do so in a more confined play arena than strategy fites. Puzzie games also tend 10 test your refiexes and levels of
concsntration as much as your inteligence. This simultansous focus on visual-spatial ability and quick fingers make puzzle games unique.

While Edga WO

uid normally have gone for Namco?

Format. Arcade

Pubksher Midway
Ceveloper GCC/Midway
3! =e 1981

ular, Tetris' ‘one mare go
unigue sven within the naturally
eogames. Its beautitully
n belies the remarkable inge
Y, CU

arasp
alluirir
economic de
behind an unx

Format: Various

Pubkshar Vanous

pet: Alaxey Pajitnov
1885

It's like Tetris, but you have to think vertically instead

of horizontally, in order to set up death-defying

1gainst an increasingly punishing downward
o choose a defir \

use thay're all magnific

ik’s features a recog

Format: Mega Drive
Pubksnar Sega

Devoloper: In-house
a2 1993

of those games that shamefully few ever
Jice (Xi in Japan) Is a gem whose
commercial performance, like so many here, is
entirely at odds with the quality of the expe
dl, A crime given that it featurss one of the
modes around.

The bubble-gum visuals and cutesy music disguise
a complex and addictive number of puzzle games.
While onginel Mr Driller variants are available the
themed quests, including Drindy Adventure and
3 add vanety tothe c
yOU pop, you can't st

Format. GameCube
Fubksher Namco

w0 In-house
sa 2002

Deflector: Danki Blocks: Fa

Boulderdash 2: Rockford's Revenge

dlAAASD

MHIRY

One of the greatest exponents of cause and effect
gameplay, Boulderdash 2 does everything the
onginal did but adds even m

pricuts that
wr mind

ormat. Commodore 64
v First Star Software

e in-house
1985

You should buy an Atari Lynx just to play this (its
bound to be cheaper and more conveniant than the
coin-op). Seemingly harmiess, Rampart is the type
of game that worms itself info ye s and then
spends the next few hours p )
minutes. Turn-basad multiplayer in its finest form

In-house
1990

W do you puzzie, ¢
I.Jndsubledl-_ tf

nd boy do you fight.
e most vicious of the haad-te

:r‘n-': SOIT eth.ng truly epic r;ﬂl.{-f th
repatitive.

t‘lJ nclly

s pstensibly a shooter, but Bangali-o's puzzling
entials are clear. There's the thrilling power-up
hich your firepower Increases in
propartion to your proximity to enen and levels
hat are spatial conundrums, 1o be uniocked by

taking the cormect route, using appropriate ammo

Process in w

Format: Dreamcast
o Swing!

«: Treasure
2001

You'll never get those first five minutes back ag
That delicious, narcotic freefall while your brain
sprinted in a desperate attempt to try to catch up
with your thumbs. And once you know the game
inside out you'll still love it, becauss it loves games

as much as you do

Format Game Boy Advance
Nintendo

per In-house

Relcasa: 2003

DES



Racing: Left, right and accelerate, Althaugh most racing games use similarly styled mechanics, handling, visuals and responsivity have svalved massively over the
years. Whether you're piloting a kart, a plana or a flying elephant, the winning condition of & racer is that you beat either a clock or a rival in the guickest fime possible.

OutRun

Edge has yat to meet somesone who doesn’t ke
OutRun. Even those who dislike racing games
appear to succumb to its charm. Simplistic by
today’s standards, certainly, but it retains an
incredibly rewarding dynamic and a structure so
perfect you wonder why it's not copied more often

Super Mario Kart

Meario Kart is the embodiment of Nintendo’s
mullilayered appeal. On the one hand, it's a casually
enjoyable party game; on the other it's one of the
most demanding racing games ever, requinng
concentration, dexterity and guick reactions, 1o
shave seconds from your best lap times.

t: SNES

er: Nintendo

In-house
1862

Colin McRae Rally 2.0

Thera wasn't much to separate this from the third
iteration, but Colin McRae Rally 2.0 just wins due o
a more cogent game structure and greater handling
feedback. Edge has always been a fan of the series
and only hopes that the fourth game (due for review
next issua) will prove to be the best so far.

i PSone

7. Codemasters
o In-house
2000

Gran Turismo 3 A-spec

Yes, the Al is rubbish. Always has been. You've
missed the point, though: Gran Tursmo games are
about you, your car and the track. It's all about
explorng the limits of your machine and continually
pushing the boundari f your driving ability,
nothing else. And GT3 does that beautifully.

Format: PlayStation2

isher: SCEE

Daveloper: Polyphony Digital
Release: 2001

MotoGP 2: URT

Easily the best two-wheel racing game ever made,
but MotoGFP 2's Inclusion here Is not just for variety,
It nozes s and shows a technical mastery over
the Xbox which is second to nane, The handling is
elevated by cleverly allowing your rider to lean, and
aver Xbox Live it has no paer.

Super Sprint

Very few other racing titles have managed o
encapsulate the light-hearted multiplayer
exuberance of Super Sprint, and consequently, not
many are quite as much fun. If ever there was an
argument against the inexorable drive towards
realism, surely this is it

Format: Arcade
isher Atari

20 In-house

= 1986

Grand Prix Legends

Frighteningly realistic, GP Legaends punishes all
those that fail to take it seriousty. Yet, for those
prepared to meet the required ludicrous levels of
dedication and concentraticn, it rewards in equal
measure. Besides, the Ferran V12 GPL has the
best sounding engine of any racing game. Ever,

Developer: Papyrus
FRalaase: 1998

Excitebike 64

A little angular these days but other than graphically,
Excitebike 64 has suffered no other deterioration

To date no other game has captured the dynamic of
a motorcross bike so adequately. It's the Wave Race
of the bike warld, with challenging, imaginative
tracks and some of the best minigames yet seen.

Format: Nintendo 64
r Nintendo
er. Left Field
= 2000

Burnout 2: Point of Impact

The polar opposite of Gran Tunsmo, Burmout 2
forgoes tuning and tweaking and replaces it with
briliant seat-of-the-pants racing. The design
encourages you to increase boost by namowly
missing vehicles, adding to the tension. And Crash
mode? It's kept Edge up late on many ¢

SCASIONS.

Format; PS2, Xbox, GC
Publ r: Acclaim
Devetoper: Criterion
Release: 2002

F-Zero GX

Time has not been kind to F-Zero or F-Zero X, yet
the latest incarmation takes the personality of the IR
original and updates the courses of the sequel with 4§ T
Imaginative, not to mention hazardous, tracks. It'll : (i J -
make you scream and it'll make your eyes bulge 3
But mostly, it'll keep you coming back for mare.

Farmat: GameCube

Fubiisher: Nintendo

3 Sega (Amusement Vision)
a: 2003

Mans 24 Hours (DGC); The Need for Spesed (300

Championship; TOCA World T




Rhythm action: kick, punch, it's all in the mind. And in your bones if you're a true devotes of the form. The rhythm action titis distinguishes itsalf by asking
players to time their inputs to the beats and rhythms of music — often at startiingly quick speeds. Dance varniations of the form also appsal to the kinaesthetically gifted.

“Kick, punch, it's all in the mind
Chop Ma:

rhymed Chop
i Onlon, and PlayStation
broke into a smile. Like Space

ten accused of style over substance,

aming
on that PaF

Format: PSone
Publsher: SCEJ

In-house
o 1996

A game that lets you bring your whole CD
collection Iiterally into play. A tutorial so finely
nted that Edge still wa

ovar a Ihousar

it: PSone
SCEE,
NanaOn-Sha
1099
In contrast to the dexterity required of Dance Dance
Rewvolution, or the pr n demanded by the likes
of Gitaroo Man or Frequency, even the most ¢

handed malo
shaking Se

Samba is su

Format: DC, Arcade
= o Saga

sloper: Sonic Team
Folease: 2000

Frequency is a clear demonstration that it's not just
the Japanesa who can do rhythm action, And

despite being a game that could sit next
games ol ot ‘e ups without looking
pk a title that do
1o presant an inersection of action and rhythm

mat PlayStation2
. SCEE

r SCEA
Relcase: 2002

Respaonsible
gaming, DDA |s exactly what
and DDA MAX 2 |s the ultimal

or bringing a new demographic to
its name suggests,
ersion of the

Formet PlayStation2

e Konami
par. In-house
= 2003

Cool Cool Toon

Format Dreamcast

Publsher: Sega

s = In-house
pasa: 1999

SNK made a rhythm-action game
went, it would be baautilully craftec

50 the theory
1, intelligently

y elite to say

It's called “The Legendary Song', and rightly,
because it accompanies what amounts to the most
tional 5 battle ever designed. If you®
ved it ging it now 3 y
QUINE UNCOMIMQn levels of precision an 3 Thie ‘”\
but it rewards you by winning your heart forev

=t PiaySiation2
shier: Koed

per. In-house
oo 2001

Still the only game to use the DualShock 2's fac
button sensitivity for anything really inte

subject matter — conducting clas
to the ground. Myriad minigam C
of involvement made it more than just a cuno

it PlayStation2

When the beats are coming and your fingers are
nd. As

tapping, you cannct look away for one

visually stunning a

saquel 1o Frequ
slightiy Mo

mast inte

2t PlayStation2
SCEA

par Harmonix

Aelease. 2003
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RPGs: Although mary games now incorporate BPG elements, the main factor defining an RPG is the combination of characier/inventory evolution,
a quest-based namative, and an element of NPC interaction. For this reason RPGs often exact a huge emoational pull on players.

Rogue

Lest this be mistaken as a sop to nostalgia, it's
warth painting out that the ASCIl graphics of Rogue
might have dated, but its addictive nature and
playability remain undiminished — and uneclipsed by
imitators such as Diablo, With its random dungeons,
this is the definitive desert island videogame.

BSD 4.2 UNIX
aer nfa
Ken Armold and Michael Toy
& 19680

Ultima Underworld: The Stygian Abyss

This thoroughly involving RPG has it all: a cracking
plat, superb scenarios and problems that require
both exploration and inspiration. Viewed from a
realtime

nat many games lst you translate Lizard language.

Format: PG
Publisher: Origin
De per: Biue Sky Productions

1882

Chrono Trigger

It put you on trial for rudeness, cbliged you to race
jet bikes across the scarred earth of a future
dystopia and made Edge cry at robots. No matter
where you ge in time or space, Chrono Trigger's
rs have been there before you, stockpiling
surprises and delights.

mat: SNES
Square
In-house

For

Baldur's Gate lI: Shadows of Amn

Pemaps the most comprehensive RPG ever, its
debatable whether any other title can match the
scope of BioWare's achievernent; an evolving
narrative, a multitude of sub-guests, a rich cast of
MNPCs and amazing geographic diversity create a
sense of immaersion in the unfolding of an epic tale.

Farmat: PG

er: Interplay
Developer: BioWara
Felease: 2000

Neverwinter Nights

Yes, there's the Aurora Toolset, and the boundless
scope for adventure, and yes there's the ability to
DM garmes on the fiy, recreating the camaraderie
and emergent adventure of pen-and-paper RPGs.
But most significantly, NMeverwinter Nights consists
of an epic adventure that can vie with any other.

Format: PC
Pu Atari
BioWare

irstperson perspective, even before Doom, it
involved the player to an unprecedented degree. And

Dungeon Master

When other RPGs were trotting out the same old
tum-based, stat-heavy combat and overhead
views, FTL delivered a scintillating dungeon crawl.
The thormy puzzles are still pesress, while the dank
atmosphere genarated by those cracked walls and
bitmapped monsters live on in the minds of many.

df

Secret of Mana

Ten years ago, a lonely Edge often found it difficult
to convince strangers to come back to its cartridge-
infested flat after offering them the seemingly
iresistile prospect of some threeplayer action
courtesy of one of Square’s most sublimely

crafied roleplaying adventures, Bah, their loss.

Format. SNES
Fublisner; Square
Developer: In-house
Release: 1993

Planescape: Torment

With its tattooed amnesiac hero and deconstructed
narrative, Torment is arguably the most sophisticated
example of storyteling within a videogame, yet it also
incorporates the sort of multiple solution prokblems,
opticnal sidequests and ambitious guest structure
that any self-respecting RPG ought to aspire to.

per: Black Isle
Felsase: 1999

Phantasy Star Online

It's not about the single player, although Edge

dedicated many, many solo hours to it. It's about

the generosity and wonder that the beauty of Ragol

conjured out of its visitors. It was an unlucky hunter

who returned home without tales of the victories

and defeats that tumed strangers into friends.
Format: Dreamcast

wr: Sega

Developer: In-house

Raleasa: 2000

Pokémon Ruby/Sapphire

The gentle plink-plink as your pokéball closes over
a coveted creature still silences you. Holding your
breath as it rocks back and fore you try not to jinx it
by celebrating too soon, If every thousand-mile
RPG starts with a single step, then catching them
all still begins with that heart-stopping first.

Format: Game Boy Advance
Publ r; Nintendo




then shoot with deadly precision, Good reflexes are essential, as is the ability to think qguickly and interpret pattern and wave formations.
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Sports: Representations of real-world sports, such as snoaker, football and tennis are ohvious. But this category also includes extreme sporis, more leisurely
purstiits {suich as DoA Extreme Beach Volleyball) and futurstic sparts, such as Speedball, The only exception to this is rally titles, which fit more firrly in the racing genre.

Speedball 2: Brutal Deluxe

Futuristic sports usually fall down because of poorly
realised rule systems and over complex controls.
Speedball 2 kept things simple but still managed to
portray an alien game with brutal efficiency. It had
charm too, from the exquisite character animations
to the cries of 'ice cream’ it uttery drew you in.

Format: Amiga

Fublisher: Renegade
Developer: The Bitmap Bros
Relzaze: 1988

Sega Bass Fishing

It was through Sega Bass Fishing that Edge finally
understood the attraction of the sport — the thougtht
of catching something bigger and better next time
around proves a powerful lure. But at least in SBF
you know another fish is always almost a

certainty. .. it's one of Edge's favounte party games.

Format: Arcade, DC
Publisher: Sega

Developer In-house
Felease: 1999

Tony Hawk’s Pro Skater 3

It's difficult to point to the definitive version of the
Tony Hawk's series, but the third remains true to
origins while fixing control and visual issues with
previous outings. To assess its importance, not to
mention its excelience, one only needs to see how
many inferior extreme sports titles it's spawned,

Farmatl: PS2, Xbox, GC
Publisher: Activision
Davaioper: Neversoft
Release: 2001

Amped

We were sceptical that this could out perform
Nintendo’s 10807 Snowboarding, but it did. its
most impressive feal is gnvng players whole
mountainsides to play on, rather than just narmow
tracks with occasional detours. The fricks, controls
and structure are similarly distinguished.

Fomat; Xbox

Dead or Alive Xtreme Beach Volleyball

Anather title that prompted debates about genres,
the ‘sports' component alone is competent enough,
but it's the non-goal-oriented, involving, leisure play
and social interaction that surround it which really
stands out — for chipping away at established
notions of gameplay as much as for just sheer fun,

Format: Xbox

Fubdizher: Tecmo

Developer. In-house (Team Ninja)

Falease: 2003
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International Track & Field

Mot since bettered, /T&F has over the years been
responsible for playing host to some of the most
intense, competitive bouts of gaming between
members of the editorial team. Some play it safe
and do the minimum, others continually strive to
push the boundaries of virtual athletic prowess..

Format: PSone

Publisher: Konami

Ceveloper: In-house

Release: 1996

Mario Tennis

One of the few games that delivers on the Nintendo
promise. This truly is for everyone, as childish glee
in scampenng and walloping slowly hardens into a
competitive mastery of the dexterity, patience and
thoughtfulness required. Edge is yet to find a
human being immune to its charms.

Fermat: Nintendo 64

Publisher: Nintendo

Developer: In-house

Releass: 2000

Jimmy White's Cueball World

Mo snooker game has come close to matching the
ball behaviour and physics of Archer Maclean's
masterpiece. Those taking up the sport would be
advised to use this as a learning tool, so accurate is
the simulation. The fact that darts, billiards and
several pool variants are thrown in, is a bonus.

Farmat: PC

Fublisher: Virgin Interactive
Daveloper: Awesome Developments
Release: 201

Madden NFL 2003

The jury is still out on whether this iteration loses
some of the tactical depth so evident in the mid-
'80s versions but in terms of delivering the most
playable, enthralling, and comprehensive American
football experience, the series’ advancerments in
both Al and graphical power play a crucial role.

Format: P82, Xbox
Fublisher: Electronic Arts
Daveloper: In-house
Release: 2002

Winning Eleven 7

Edge is still discovering things in WE it's never ssen
before after hundreds of hours of 90 minutes. And
while Edge doesn't get the opportunity to indulge
as much as it would like, the number of magazines
where it's been a permanent post-work fixture since
launch attests to its durability, The latest is the best.

Format: PlayStation2
Fublizher: Kanami
Developer: In-house (KCET)
Felease: 2003




Strategy: Atthough the RTS has come to dominate the sirategy fisld of late. God sims, war simulations and management tities all expect a similar level of cerebral
input from the player. The use of quick reflexes is not exemnpt from this category, but the route to success usually requires planning and a calculated approach.

Yes, combat is integral, but Site’s real pull, and the
factor that made BBC gamers the smuggest kids in
school, was the emphasis on trade. it still remains
the most brilliant example of open-ended game
design and is not just here for reasons of nostalgia
No other space trading game has come closs

Format: BBC Micro

Publigher; Acornsoft

sloper: David Braben, lan Bell
Release 1884

Of tha two franchises that dominated the Initial
surge of interast in the embryonic RTS, Command
& Conguer might have more sequel Warcraft ff
remains, to this day, the best example of the form.
Uncomplicated, it boasts a delicately escalating
balance of unit power and some ingenious maps.

wt: PC, Mac

¢ Blizzard Entertainment
w In-house

o 1995

it may contain Square’s trademark super-deformed
characters, but don’t be deceived: thes is about as
hardoone as strategy gets. Blending head-hurting,
lurn-based combat with RPG levelling up better than
any other game in its class, FF Tactics demands
Kasporov-like concantration and dedication

Format: PSone
FPublisher: Squaresoft
glopen In-house
3 1888

The ariginal game was significantly enhanced for
the sequel to include player designed scenarios and
maps, Understanding terrain type and elevation is
crucial while plotting your strategy takes great care
and experienca. Theres g quite like taking out
a Tiger while hiding behind a hedgerow.

Fommat: PSone

Nintendo does chess. That's all this needs to say,
reslly, bacause beyond that it needs you to testify
Planty will, even if the idea of turn-based strategy
is abhorrent to you, Advance Wars pushes its
strategic hook into your brain from the start of the
first tutonial, and never, ever lets go.

Format: Game Boy Advance

biisher. Nintendo
Developar: In-house
Relanse: 2002

Dynasty Tactics

rs, Maxis'
- gy title Is mentally taxing anc
confrontation-free, preser

3 Urban sandbox in which to play, and an

infinite vanety of possibility, N
Format: PC, Mac
Publisher Maxis
s t: In-house

Relsasa: 1994

Although Civilization I introduced some considerad

additions to the forrmula, Civ Il presents the more

d challenge, and Is still capable of absorbing
ks to its progressiy

Accessible, but in

mat: PC
MicroProse
«: In-house
1996

elabora

pleasing the
Whather creating portraits pixel by pixel or
collecting furniture through a whole calendar year,

planning and perseverance pay delightful dividends

GameCube
Nintendo
per: In-house
Releass: 2001

Cther games may hav rved out the niche sub-
genra of the scldier-sim, but Operation Flashpaint
made it its own. Rolling vistas and expansive

eSS Cre

e reafism forg 3r ons

fell apart, and euphoria when they went 1o pias

Format: PG

P or. Codemasters

D oper: Bohemia Interactive
Releaze 2001

B, Dynasty

ation, and ti y in whic s both
lefield tactics and overarching s But its
combo system also introduces a level of cerebral

depth that can be matched by few other titles.

it PlayStation2
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Perfect 10?




perfect 107

Only four games in Edge’s ten-year history have received the
highest accolade, but what does that score mean? And more
importantly, how is such a momentous decision reached?

n Edge ten out of ten is
A something extraordinary; it's also

horrible. It's horrible because the
score is never given out lightly — it
involves debate, days of playtesting,
more debate and then a heated
argument. Of course, the reviewer usually
has the final say, the casting vote, but for
such a monumental decision everyone
gets involved. We just wanted to offer you
a glimpse of the theory behind the
process that occurs when something

magnificent, such as Super Mario 64, first
enters the games room.

Edge staffers have come and gone,
but it's testament to the strength of the
magazine's original remit — to comment
upon new games and technology in a
mature and llluminating manner — that the
editorial stance has not weakened. In
some respects the Edge rating system is
the backbone of the magazine, it's a
constant reminder of the philosophy that
underpins the editorial. Considered

progressive by some and harsh by others,

the rating system has at least been a
steadfast element over the magazine's
ten-year lifespan.

Steve Jarratt, Edge’s founding editor,

explains his reasoning behind the scoring,

“After several years struggling with review
scores, | knew that | really wanted to try
and have ‘five’ as a proper benchmark
average, with higher scores reflecting the
quality titles.” Think back to the
burgeoning new consoles and

EDGE #1728
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experimental delivery technologies and
you'll realise why it took so long for
Edge's first ten to come along. “| didn't
set out to make ten some sort of Holy
Grail," he continues, “but few of the
games we saw in those early days ever
really seemed to warrant such an
extreme, nigh-on perfect score (we
were still in the thick of new CD-ROM
titles, the Mega-CD and 3DO,
remember). Also, | don't think | ever
wanted us to be ‘harsh’; rather just
‘fair’. | was sick of seeing the ‘seven as
average' thing.”

It took 35 issues and three full
years before Edge awarded its first ten.
Many readers (some of whom currently
work on the magazine) never thought it
would happen. Super Mario 64 was
revolutionary and few would argue
that it deserved top marks. But that
word - ‘revolutionary’ — has come to
be a guiding principle for Edge down
the years, but it's also been a
controversial term.

As Edge is in a confessional mood
we'll let you in on a secret: in the mists
of time a chart used to adorn the Edge
office, it was there to remind writers of
what the review numbers signified. Two
equals appalling; six equals competent;
eight equals excellent, etc — roughly the
same sentiments as you'll find in our
Testscreen intro page every month,

The only major difference was that ten
did not equal revolutionary - it simply
said '‘Miyamoto'.

Gran Turismo changed all that.

If anything, it's the ten that caused the
most outrage (even more so than Halo),
but it also provoked Edge to question
its own criteria. While Mario 64 ushered
in a new age of 3D gaming, and did so
with astonishing confidence, Gran
Turismo was just another driving game
Or at least that's what the Sega zealots
would have you believe.

Edge’s four top-rated games are
very different, and fall into varied
genres, but they're linked by common
gameplay values. First, the game in

question must offer something
markedly fresh from anything else on
the market. This is where both Gran
Turismo and Halo have been criticised.
It's easy to pick apart those titles, to
suggest that Halo isn't revolutionary
because Tribes allowed the player to
commandeer vehicles first, or Gran
Turismo should have been a nine
because it was possible to upgrade
your vehicle in Super Sprint. This is
missing the point.

A ten out of ten game also
represents a cohesion of the best
elerments from other titles. It
apprehends great gameplay
components and takes them into
previously unimaginabie directions.
Gran Turismo's wealth of tuning options,
fabulous visuals and precise, realism-
influenced handling trumped anything in
its day, while Halo's blend of useable
vehicles, combat and cascading Al
remains the benchmark two years on
from its release.

Second, these games give you the
shivers. Perhaps not the most objective
way to judge a game, but all gamers
know it when it happens. That
transcendent feeling when something
so clever, powerful or imaginative
strikes a chord in the heart and mind
simultaneously. Some games might
provoke momentary elation, but games
such as The Legend of Zelda: Ocarina
of Time delivered revelatory moments
from beginning to end.

One racing game, one platformer,
one adventure game and one shooter.
Viewed by any measure they are
astonishing games, but they are also
genre epiphanies and enduring
exampies of videogame excellence.
It's not about perfection; all these
games have or will be bettered in
years to come. However, you can bet
all the games in your software library
that the titles they inspire would not
be conceivable without their
existence. That's what makes a
ten out of ten game.
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The Japanese import came in and was played
solidly for an entire week. As Edge's deputy
editor of the time, Tony Mott, says by way of
reflection. “If ever there was going to be a ten,
then surely it was this.” Super Mario 64 has
stood the test of time remarkably well. Even
by any objective measure it remains one of
the greatest platform games on any

systemn ~ a staggering achievement for a
game that has just celebrated ts seventh
birthday. It offers a playground full of
wonderiul challenges and minigames only
mared by some frustrating camera angles in
one of the later levels, like Tick Tock Clock.
Ever since the game was released rumours
have suggested that a Star Road level was cut
out due to time pressures. This is supported
by the fact that once Mario has collected all
120 stars, he can be shot on to the roof of the
castle, collect 100 lives and a double-jump
from Yoshi, but to no great effect. Still, you
can always start a new game again.

Don't think about how Gran Turismo

compares to modern driving games, think

about how it affectad the genre five years ago.

Back then the admittedly excellent Rage
Racer offered four tracks and limited tuning
options. Most non-sport specific racing
games followed the Namco (or Sega)
powersliding madel slavishly. Polyphony's title
comprehensively overhauled expectations,
not just of what the genre could offer, but of
what the PlayStation was capable. To put this
into perspective, Gran Tunsmo offered more
cars than the whole of the PlayStation's range
of racing games in 1997 put together. But it
wasn't just about statistics, the handling felt
so authentic that it was possible to apply real
racing technigue in order to shave vital
hundreds of seconds off lap times. Its legacy
endures. While the series has evolved over
subsequent iterations the game's upgrade,
collect 'em all philosophy has now extended
o a wide range of other videogame titles.

EDGE 128

Such was the secrecy surrounding the release
of Ocarina of Time — a game, don't forget, that
had been previewed for three years prior o its
release (and the game that is likely to still hold
the record for the most appeamnces within
the pages of the magazine) - that Edge had to
travel to NoA to play and review the game. lts
quality was instantly evident. There are few
who would question that this represents the
pinnacle of the Zelda universe. Here Link’s
world is more complete, absorbing and
imaginative than in other iterations. The
playing of melodies on the ocarina is a
magnificent touch - much more so than Wind
Waker's baton — and the overworld
successiully integrates the dungeons and
brilliantly realised lands together in a more
efiective manner. Ocarina of Time remains
one of the finest exampies of electronic
entertainment ever made and Edge can't
imagine a time when it will stop forming part
of its all-time favourite videogames

Back in November 2001 an email was sent to
the Edge team from the staff member
charged with reviewing Microsoft's big FPS
hope. The subject header was: “A definitive
list of the things that are wrong with Halo.”
The email was blank. With hindsight it's easy
to point out that Halo has weaknesses:
repeating Covenant architecture and
occasionally bland level structure, slowdown
during the Warthog finale, a trashily pulp sci-fi
plot and the Library, People hate the Library.
But did Halo deserve an Edge ten out of ten?
On this matter Edge has reason to be
cheerful. Halo stands as a monumental
landmark in videogarming. More impartantly,
it's still as fun and fresh nearly two years on
and one of the few games the entire Edge
team regularly revisits. fts infiuence is already
clear in titles such as Mace Griffin: Bounty
Hunter, Red Faction § and Killzone,
Regenerating shields and fewer weapon slots
are now a staple companent of most FPSs.
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Cheat or bug?

o thers's a bug in F-Zero GX, then? Fans of the series
S are wailing into their mousemats while simultanecusly
posting vitriolic dispatches an forim message boards.
{This is an ‘abomination!” rants one; others are rallying the
geek corp to harass the publisher with emails. "Make sure
you fitle your email to them 'F-Zero Bug', that's what |
titled mine, so they'll just see a bunch of emails that say
'F-Zero Bug',” advises one with formidable logic.

Thera's still much debate and confusion over this
'bug’. For those wha have bstter things to do than read
online forums, we'li encleavour 1o explain the situation.
Given the right type of vehicle It is possible to alternataly
press the left and right triggers plus the appropriate
movement of the analogue stick to make your draft snake
alang the straights and reach speeds In excess of
3,000Kph. This devastating mave can shave many
seconds off lap tirnes and even beat the staff ghost cars
by up ta 13 seconds on certain cotirses,

It sounds like a terrible oversight. But there are two
things to note about this phenomenon. First, it is not very
exsy to do. It punishes your wrists and fingers and only
works on limited parts of tracks. Second, Nintendo has
intimated that this is not a bug at all, but is an intentional
part of the game. Certainly there are precedents in other
games, for example Mario Kart 64 and F-Zero X, where
'standard’ technigues can be combined to Improve speed
and turning arcs.

In terms of Edge's F-Zerm GX revlew this proved
prablematic. We have always strived to bring bugs to the
attention of consumers, but the status of this 'bug' is still
uncartain. For the record, Edge found the snake technigue
unworkable and thoroughly enjoyed the game despita the
knowledge that it existed. As one forumite put it, “Just
don't use it, if you don’t want to.”

Which is hardly an ideal situation, but until more
clarification on the matter is received, Edge will treat the
technique as if it were an inbuilt cheat, the kind that is
hidden in many modern games, Luckily Edge will be
speaking personally to Toshihiro Nagoshi as part of its
forthcoming ‘Inside... Sega’ feature. Expect the full
truth to emerge next month,
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Star Wars: Knights of the Old Repub

Formet: Xbox (version tested), PC

shar: LucasArts/Activision Dewsloper BloWare Frice $50 (E31) Rsl=ase: Out now [US), 12 (UK), Dx

Several ‘Star Wars' staples appear in the
game, from blaster gunfights in starship
corridors to Tusken Raiders on Tatooine

r three years have passed since
asArts conceded that the

brand was no longer synanymous with

ar Wars

videogame quality, having fallen victim to the
company's post-'Episode I' emphasis on
quantity rather than quality. It was a brave
confession of gullt in a corporate e
In which admissions of liability are anathema,
and the company's subsequent strategy was
an apparently admirable ona, which would
see It entrusting its most valuable IPto a
handful of highly talented developers.

Vircrrment

“Itmatc hez‘ the
‘Star War

triumphant tone of the original
' trilogy yet also has the capacity to
evoke the darker, tragic descent of the prequels”

BioWare's most significant achlevement is that the Light/Dark side dichotomy fundamentally
affects the substance of the game, and player choice can dramatically alter the outcome

D86

50 iar seen

It's a policy 1
mixed results though: the de
efforts of Factor 5 with Rogue Squadron are
scant compensation for the likes of Obi-Wan
and Botnty Hunter, both dey
house, while Raven Software

enough

ioped in

s normally safe
hands dropped the ball with Jedi Knight i
But In Knights of the Old Republic, LucasArts
has discovared a stunning vindication of its
new oltsourcing policy, and a benchmark
that all subsequent ‘Star Wars' videogames

will have 16 live up to and ought to aspire to.

It's & remarkable distilation of BioWare's

experience and excellance

aithough It's set years before

the events d ariginal tr

late the definin

mangages to encaps £
of the films more than almost any other "Star
Wars' title to date.

between the Sith and the Jedi. Like
BioWare's previous titles, the game

ics are based on Wizards of the
ser RPG rulesat,

which means thay're intuitive

T (L et

understandable by almos

Still, in Just one

played a videogame RPG

genra ap

ement rrm igh

can be wholly
IpEng iem upgraces is

L ile the game LiSE
possible to leave your NPC allies to their own
devices, or take direct control of them to

issue commands. It's even possible to tailor

heir Al scripts, so their automatic behaviour

can suit various playing styles.
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Lightsaber combat is satistyingly spectacular,
but the game poses problems that can be
overcome by a much wider range of strategies
than just a propensity towards violence
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This will be fairty famiiar temitory to
anyone wh ed BioWare's previous
fitles. Indead
episodes that are resonant of the developer’s
earfier titles, from NPC romances to
courtroom contests. Most important is the
ught up in a larger,
al-enveloping conflict betweean warring
he game a credible

Yare are various scenes and

overall sense of being

factions, which lends
and engaging feel
The

gin temtory of the games

any "Star Wars' fanboy, and to pursue a
similarty epic scope to that of the films

themselves. Thus thera's an unlikely but
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salistying plot twist in the middle of the

game, and themes of betrayal and sealf-
sacrifice recur throughout. Specific
resonances include a proto-Alderaan
sequance which sees the population of an
entire planet wiped out, while the game's Sith
l.ord nemesis, Darth Malak, is a mechanically
augmented villain who prefigures the eventual
menace of Darth Vader.

Perhaps the most significant
achievernent of the garme though, is that it
allows players to pursua either the Light side
of the Force, or the Dark side. Consequently
as 'Star Wars' die-hards will be pleased to
nate, it matches the tnumphant tone of the
onginal ‘Star Wars' trilogy yet also has the
capacity to evoke the darker, tragic descent

f the praquels. Nonplussed non-fans will
simply marvel at the emergent possibilities:
even the most simple decision may have the
most far-reaching consaquences as your
character’s actions determine which path
they will follaw,

Uttimately the outcome of the game
will vary depending on which path you
choose, but there are turning points and
altlernative outcomes throughout the game

that may produce a different resull each time

your characler

1 on an innocent

dancing girl to raise some much-needed

Or do they attempt to free her from
the contract? Or, indeed, do they do nothing

at all? Thus an optional sidequest might be

DE7 >



As your character's array of Force powers
and Jedi combat skills escalate, the game
does become slightly easy, but the real joy of
Knights is in discovering the nuances of plot

Credit cards

Of the three minigames included In Knights
of the Old Republic, the mast satisfying is
Pazaak. It's a bit like a coll

TIe Versior

ctable card

of Pontoon, The object is to
gs, numbered from o
&iming to reach a score as
without going over, Throughout the game

dr

losa b

characters can acquire extra cards for their
sideboard; befare each match, four cards
are drawn from this that can be played at
any time to adjust the score. And although

a pleasure in its own right, it's alsc a useful
source of credits and an aves
optional sidequests.

ue to yet more

< OB8

party, depending on your char:
sl worked system the

1, while adding

and

speciality, and it's not limited to the simple

y opposition of the Light and Dark sides

of the Force, While it's po

0 complete

the game In around 20 hours of play

equally concelvable that players will get
caught

up in the its abundant supply of

each entertaining in their own nght, while

solution. Talking to NPCs is rarely
compulsory, for ex
Sk o

e, but many

conversations pre

banefits or additi
are skilled in the computers m
able to hack into security systems, for

axample, unlocking

ors and disabling

droids, while characters whose skills lie in

other areas might be

1o da their dirty work for

able to reprogram

security droid

them. The ug

s the end of the game

y, but then this is a game that's

It might seem like an unlikely candidate, but
Knights of the Old Republic is compatible witl
Xbox Live and will receive content updates

designed to be experienced rather than
conguered, and lightsaber wielding Jedi
aren't sup ) find things difficult

BioV

compilexaty

Ans I

vare

Baldur's G

company has necessarly reigned in
O
But the upshot is a title that's more

its mo

lf-indiulgent dev

accessible, and one that's more likely to
attract players who wouldn't otherwise have
) of Inclination for corventional RPGs




Republic spans three cities, each split
into blocks. Working against several
other factions, the aim is to gain, and
retain, majority support in each

Republic: The Revolution

Format: PG Publishor: Eidos Interactive  Developer: Elixir Studios  Price: £86  Release: Out now

empting as it may be to attribute the

poor reception afforded to so many
long-delayed, overfy-publicised titles to a
combination of hype fatigue and tall poppy
syndrome, the truth is rather less sinister.
Projects ambitious encugh to tum heads in
their early stages are invanably prone to
development difficulties. Delays, cutbacks
and the appearance of unforeseesn flaws in
the original concept are all too common.

Few games have promised as much as
Republic: The Revalution. Elixir Studios'
Demis Hassabis previously spoke of
open-ended gameptay and complex
socio-political interaction with a living, free-
thinking populace. Amid talk of a milion
autonomous characters roaming the streefs,
and buildings rendered using several millien

“Gone are the extreme level-of-detall tricks,
while framerates crunch and falter all too often
on even the mightiest system configurations™

Gaining the upper hand

When attempting to recruit a new activist to
the cause or sway the opinion of a public
figure, it's necessary to win an opponent
over in a war of words, As with so many
other elements of Republic: The Revolution,

the conversation is played using a rather
abstract but effective points-based system,
one that will be easily grasped by fans of
‘Magic: The Gathering'
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palygons apiece, Edge couldn't help but
waonder how & single game could hope to
break new ground in so many arsas.

Four years on and Republic is revealed
as a more famifiar and modest proposition.
Most prominent Is the scaling back of the
Totality rendering engine. The game remains
handsome, the richly vanied architecture and
far depth of field throwing up some genuinely
inspiring sights. But gone are the extreme
level-of-detail tricks that were to have
brought every last pstal an a fiower in an
apartment windowbox 1o ife, while
framerates crunch and falter all too often on
even the mightiest system configurations.

The scope of the game has also clearly
been clipped, with fewer cities, fewer factions
and, most teliingly, a complete absence of
any direct character control. Republic has
been transformed into a purely point-and-
click based game of diplormacy, powerplays
and political chicanery.

And yet, although engendering an initial
sense of disappaintmeant, thase
compromises have probably helped create a
far more manageable game. The premise of
Republic also remains as compelling as ever,
The story, which casts the gamer as a young
activist, determined to rise to power and
overthrow the corrupt president of
breakaway Soviet state Novistrana, provides
the perfect springboard for a game of rare
inteligence and subtlety.

There are well over 100 different actions available to various character types. From political rallies, tc
concerts, army recruitment drives and debt collections, each is elaborately played out in realtime

Granted, this is ultimately another
sise In gathering, retaining and making
use of resources (in this case force, influence
and wealth). But the goal here isn’t to build
up stocks of all three. The trio play off against
one another, relate to every action taken, and
impact on the interplay with other characters.
Thus, the fight for power agair
factions becomes uniguely crganic

The ideclogy of the hero character, the
avatar, is inttially determined by the player's
responses in a crude pre-game question-
and-answer session. From therson in,
though, the bias changes based on actions
taken. Promote free enterprise and wealth will
become the dominant trait, use strongarm
tactics and your character will be perceived
as a dictator in the making. This then impacts
on the way other characters respond.
Recruited lieutenants may abandon the
cause if their ideclogies start to conflict with

BXE

15t saven rival

those of the avatar, and it's harder to bend
another character's will to that of the party if
they're opposed fo its radical stance.

In addition each city block has a bias
towards ane of the three ideclogies. Succee
in winning an area over and the reward is a
related resource bonus at the end of every
day. Resource points can then intum be
spent on further actions caried out by the
avatar and his party members. Even the
choice of actions available is determined by
the interplay of force, influence and wealth. A
lieutenant who works at the newspaper is
likely to favour influence and so have access
to a range of actions based on persuasion,
while a businessman might favour the use of
bribes and other financial tactics.

It's an intricately layered design that is,
unfortunately a little bewildenng in the early
stages. Il also necessitates a cumbersome

user interface — icons reguiring lengthy




Return to world vie
-—

explanation are always an annoyance. But

onfusion o
for the

pont-and-click system ul

transparent tool rather t

Sty

map. Observing a whole city alive with act

Previously in E7B, EBG, E99, E110, E112

Untortunately, sticking to the map view

also removes the sanse der, the

of epic

game devolving from waork

map display also masks much of the vanety

offered by the many

ons available

Jouplec a progress
well then all but fiatines, it's worryingty easy

to lose patience and interest.
In the
entertaining depk

and power broking. But while undeniably

Repubilic dc

ot spin, manipulation

fascinating, It's also very clearly flawed. Edge
o bition. But

can only plaud Elixir S

what promised to be

emerged as a mare curio. A shame

nary Nas

Six out of ten

T

g 1 Gatiwva Ulites
“ﬁl‘
i

Although ultimately unnecessary, Republic’s
3D portion is undeniably well implemented,
with rich architectural detail and an Al system
that fills the streets with elaborate events and
an ever-active populace
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Boktai

Formal: Game Boy Advance  Pubtishe: Konami  Davoloper In-house  Price: ¥4,800 (E25) Felasse: Out now {Japan), TBC (UK)

Defeating mini-bosses is easier with the sun shining bright. Should you encounter one in the
gloaming, Boktai always offers the option of a saving the game or using the GBA's Sieep mode

are's the answer to your guestion. You

can't. Nol with fluom tubes, not with
halogen spots, not with sun-beds, intemet
rumours persist that the glow of a barbecue
late at night will fool it, but the fact remains
that Boktal has to be played in dayight. Not,
you'll note, in sunlight. Kojima-san isn't quite
as prejudiced against cloudy northern climes
as it first appeared.

This isn't as bad as it sounds. Although
daylight effectively forms your ammunition,
the game will automatically bank light
anergy whenever you piay outside. Indoor
games can be fuelled by withdrawals from
your sunlight account or by summoning a
loan shark wha will refill your gauge at a

“Office-bound players will find themselves
holding their GBAs in the air, hoping a stray ray
will angle into their window and recharge them”

Boktai is a beautiful game in every respect. Animation is elegant and graceful, the levels m

designed with Escher-inspired intricacy, and the music is melodious and

092

heavy price. In emergencies, you can hunt for
the twinkle of light crystals, which appear
only at night, to top you up, Only for a
nandful of specific occaslans is external
daylight unavoidably essential,

Nene of which changes the fact it is the
key to this game. Once the sun-meter rises
above a dreary two bars, the world of Boktai
undergoes a subtle transformation. Enemies
can be dispatched by pushing them into the
fight from dungeon windows, and hidden
walkways and mystenous towers gisam into
existence. Just as plucky Jango holds his
Gun de Sol aloft to recharge i, so office-
bound players will find themselves extending
their GBAs in the air, hoping a stray ray will
angie in from the window and recharge them,

The syslam adds a whole new rhythm to
the game expenence: complets a dungeon
tucked up in bed, and you have no choice
but to wait for dawn to tackle its master.
Edge is altogether unaccustamead to pelting
downstairs to catch a break in the clouds.
But is there a game behind the gimmick?

There Is. Boktal re-invigorates almost
every aspect of the tired dungecn-and-

‘t‘ﬁ‘.ﬁil‘f“-ﬁ
“Lrmy h!m"-

items farmula, The game is utterly
uncluttered with RPG paraphernalia. Thare
ara no erands to run, no villagers to
interrogate, no armour to collect. Central fo
this simplicity is the magnificent Gun da Sol.
Constructed from four components, it can b
configured into dozens of combinations.
Lenses can transform stored lignt energy int
beams of heat or cold, and different barrels
alter the weapon's function from a lightsaber
to a shotgun to a guided-missile launcher, A
well as increasing your offensive capabiiities,
the gun plays a problem-solving role, melting
obstacles and triggering switches.
Kojima-san's trademark stealth s lovingh
f simply, implementad and the main thrust o
the game is sneak rather than storm,
ambush rather than attack. Your success is
rated by a scoring system - each dungeon i
broken down into sections, with rank
demandingly dependent on speed, times
discovered, continues used and light stored,
The game's end comes quickly, within ten
hours, but is accompanied by a breakdown
of your overall parformance which makes
replaying irmesistible. All weapons and tems
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remain

then finding the solutions 'wil
Immensely satistying

Not that the game s ever ponderous.
Jango pelts along at a bearable clip, and a
ttery of warps and shorlcuts &
voluntary backtracking. Enerr

paniciy, fon

up the familiar pattern of comdors and
chambers. Traps and mini-bosses provide an
opportunity to unleash any frustration built up
from tes

The nearest there
fauit is that th
text san

ummumlulmm HITTH Ry
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100 far away and nothing happens. And for

the steady [
of axplore, avaid ar 3 wears thin by the
finish. The inevitable roster of boss battles

et-down in a game

at being fresh,

all of Boktal's inng

that and the game are
that has worked so hy
vai Bsnu.--

shouldn’t be an

flawlessly, and opens up a host of
possibilities for future games, For its debut,
however, Konami has attached a game with
nd substance 1o stand

owWn ments

Eight cuit of ten

A huge range of power-ups offer Jango such
bonuses as super-speed or silent steps.
Planting them at the base of the great tree
allows you to grow your own hybrids

The final meltdown

Each dungeon must be compieted forwards
and backwargs. Once Jango has found the
immortal lurking at the core, he must defeat
him and drag his coffin back to the daylight
where his sunflower mentor will help banish
the undead flend for good. Finding a return
route for the coffin can be challenging,
especially since the uneasy compse has a
mind of its own. And if Jango leaves it too
long unattended it will start o inch back to
its lair, rather like a guilty puppy.
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-Type Final

Format: PlayStation2 Fublisher: SCEJ  Dewsloper: Irem

Price: ¥6,800 (£32)

Feleass: Out now (Japan), January 30, 2004 (UK)

o' all the taglines applied to software over

the last 20 years, 'Final’ isn't one to be
trusted. Perhaps indicative of current mood;
perhaps a deceitful attempt on the part of
Irem to drum up interest, one thing is certain:
in the eyes of publishers, the 2D shooter
genre is dead. Recent successes such as
lkaruga and Dodonpachi Dai-Ou-Jou, or the

forthcoming Gradius V, or bizarre past-mortal

Dreamcast outing Border Down, are of fittle
0 ne
supposedly dimensionally-challenged,

repetitive, irelevant slice of blasting action are

of an opinion that, commercially, simply
doesn't

count,

0 appreciate a

“To those gamers who can still smell the
silver coins on their fingers, this is dangerously
close to being the best in the genre”

So why the game? Irem itself has stated
that this last chapter will hopefully represent
the pinnacle of the genre. And given the
climate in which it fies, the temptation of an
all-encompassing swansong for the Bydo
Saga should make thase in the know rabid
with anticipation. But no more than half an
hour's play makes obvious the fact that thers

has scarcely baen any progress since1987's
original

The play is nigh-on identical, save for a
controllable ship speed. Shades of
Thunderforce V, Gate of Thunder and Sol-
Feace abound within the first levels, but the
similarity with both Last Resorf and Puistar
fadmittedly, A-Type clones) is borderline
plagiarsm. Not counting some of the most
crippling examples of slowdown ever, or
yenchant for regurgitating its
s and bosses, it is only the

Family ties

As if reinforcing the finality of the title, lrem
has included a collection of 101 ships to
unlock and employ. Following a family tree
of sorts, variation in boss and level
structure, plus the obligatory
playtime/progress input yields a new ship
each time you play. Four are password-

locked and many have only minor e
Irem’s glan

differences, if not zero use, but they remain
a welcome inclusion, nonetheless own set-

hardware that will convince most players tt

is a modern game. Those weaned ¢

Irem has rendered some wonderfully pyrotechnic displays of light and colour. Be warned,
though: it's possible to get lost within such explosions and wander into the path of stray bullets

no4

Those expecting screenfuls of fast-moving enemy flak will find themselves disappointed.
However, every bullet, particularly the slow-moving sort, is deadly accurate. Old-skool, indeed

of Honar or SOCOM will despise 5-Type
Final for everything it does.

But in truth, all of the above is exactly
what will light fires in the eyes of those that
know the genre so intimately. In fact,
omers only familiar with the works of
Cave and Psikyo may find themselves under
; able stress when attempting to gain

acecess lo lrem's archetypal game
mechanics: this is no twitch gameplay,

nstead a revisiting of the classic remote-

controlled Foree, rebounding lasers and slow,

emeal advancement.
Maturally, salf

for the spotting, be

e

referential inclusions ars
wel three's
obligatory behemoth ship; snaking cannon
fodder or the giant-mawed serpent guarding
the entrance to the fifth area. Equally, the
game's slowdown forms a welcome flaw,
being a staple part of nearly

all 2D shioc

great and poor alike — jList witness Konami's
switchable option for it in Gradius Il & IV to
be comwinced of its importance. Indeed, the
very fact that so little has been tampered witl
is testarnent to how faultless the original
blusprint was

Controling the RS (or any of its 101
variants — see Family ties) is deceptively
simple, Standard direction and rapid fire
suffice, but the ever-present Force is as
versatile as ever. Bolt on either front or rear a
a shield, use as a free-floating gun
pod/battering ram, or hold down ‘fire’ to
charge up for a devastating discharge
Different Forces allow for altered levels of
charge (up 1o a colossal seven) as wellas a
plethora of weapon variations, but sach
adheres to the oniginal trio of styles — forward
diagonal or vertical fire. Learning which 1o
use for each area is a skill and any wayward




Hitting different parts of level guardians causes area triggers (or ‘boss switches') to activate, These
introduce subtle changes - witness this once-green land as an arid shadow of its former self (above left)

e Lora

uch control systems, Irerm'’s reluctancs to

CISCONNec

tweak Is understandable. ns ort their fingers — thase who wil

in contac

with larger enemies =
ige tips 100 per cent, a screen-wide strika Conversely, the game's skin benefits from spot Mr Hell somewhere in that 101 = this is

can k = to the best in the genre,

3D makeover, a tenfold improvemeant dangerously clo:

dependent a grant
orce. on R-Type Delta's shuff

=suUed, again, the re
Irerm’s goal was 1o create "a shooter that

attered.”

on the combination of ship ar

Even alone, this mix is well-oiled enough

but the real

SUrpnse 15 just
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Jeff Minter would be proud of the trippy
Phantom Road (above) while the lack of
barriers around Sand Ocean (top) is
disconcerting to all but the spatially aware

F-Zero GX

Format: GameCube Putdisner: Nintendo  Deveoper: Amusement Vision

“rice. ¥6,800 (£36) Feiease: Out now [Japan). October (UK)

here were many that bought an import
T SNES on tha strength of F-Zerp alone,
even at the inflated price of £400. But while
the brand still has cachet today, there have
been so many super-fast futuristic racers that
it's difficult to get excited about another one.
And with F-Zero you know exactly what
you're going to get, but thankfully, this
doesn't stop the latest instalment being
utterly absorbing.

ad, there wil

Is hard, and though skill and patienc
| be many that won't
the stamina to forgive multiple deaths”

[ ]

—

Win a few races and you can begin constructing your own F-Zero craft. Thousands of
combinations are possible and the finished ship will even be christened with its own name

096

00'52"516

00°'52°518

the game is suffused with the 1

trademark touches, Speed, characte

control and imaginative course design maks
this the best in the serles. Take a ride around
Vegas Palace and vou'd be forgiven for
thinking you've fallen through a rip In the

of Super Monkey

s, huge roulstte

scanary and inta a level

Ball, Glant grinning clow

game. But whils the

familiar the

U must use

our craft 1o

mpleted the first
fiabla, but

unlike the onginal £
limited by the amount
tank. Run o
craft is vulnerable

t of energy, h

Leaming to boost etfectively is crucial,
then. All too often you may find yoursalf In the

lead on the final lap but woefully short of

e is tha key o sl

of the game is tha

championships
can go bac

k to shave

¥
ar fror

jour fastest lap times

! awless, The 29 other

racers are noticeably bunched up, so aven |f
you put in two and a half impeccable laps, a
small mistake on the final home straight can



out of your control. A random, unseen barge
or boost from a rival into the back of your
craft will make you plummet over the side of

the track to oblivion, This is not such a
problem on the first thre
Buby, Sapphire and Er

rampionships —

1 - but open up
amond cup by co

W Damers IS5

game IS hard, and though skill and patience

ded, there will ba many that

e stamina to forgive multiple de:
on some of the hardest tracks, such as Sand
Ocean and Phantom Road

| s
. 0009216

00’09 2118

thase minor imperfections F-Zet

GX has it where it counts. The i
of bhstering speed, responsive controls and

rivals with ganuine personality makes this one

of the most addictive games of the year, If
you're searching for a racing title with that
pne-more-go factor, look no further,

A Customisation mode also adds replay
5 can be won from
ther game modes a
o

other racers in the game (only C

compieting

e F-Z

Along with unloc

lcon, Pico, Samural Goroh and Dr Stewart

allable Initially) these ticksts can be

spent on parts t

© build your own

complete with player fashioned decals

0D2°'28°132

ull‘iiin
HET]

Those with F~Zaro friends will find the
multiplayer races enough to sate competitive
s. While some detall and scenery Is

ps along at the same startling sp
pected a radical departure |

Amusemert

Nintendo-c

Previousty m E116, B118, E125

i . 1!!H|‘ ’

The leaps of faith are even more frightening in
GX than they were in F-Zero X. Move the nose
down for additional speed, but only If you dare

Tales of the city

Story mode Is weird. You'd axpect it lo ease
you into the F-Zero GX universe, but it does
quite the opposite. A series ol nine tasks
book-endad with puerile cut-scenes, the
mode is extremely difficult. A typical

chalienge consists 0
through a canyon while avoiding falling
boulders. it's trial-and-ermor gameaplay from
another era, but not without soma merit. On
the default difficulty setting these missions
are tough, but on Hard they take hours of
practice. Luckily, it is possible to unlock
further chapters in the F-Zero shop

Cing a competitor




Freedom Fighters

Farmal. PS2 (version tested), Xbox, GC  Putlisher; Electronic Arts  Developer: lo Interactive  Price: £40  Felsase September 18 Previously In E123, B125, B126

dge can't fa

Russians inva

It the premise. Pesky

assemble commands can be given to
individuals as wel and targets
can be assigned either with a general wave of

the thirdperson hand, or the precise

ignator of the firstpe

son target.

Spreading these

mands across separate
system quick and
. Firstpe

NEMmOoraiil

mooe iS5 a

iNg) and ¢ iy precanous

solution which can’t be altered in the options

Your squad responds to these
commands with alacrity and common sensa,
which frees you up to lark around. They can
be relied upon to manage a frontal assauit
while you nip around the side and take out an
entire pllbox with your wrench alone, The
Russians, on the other hand, are dolsfully,
3y dumb. Shoot one, point blank, in
ht well spin round and

it he'

member of

Exagaer

stand manfully still ar

Compileting mission objectives is rewarded
with Charisma Points. The more you collect,
the larger your potential squad. Neatly, using
your own medipacks on wounded Russian
soldiers converts them to your cause

4 ignore you. While the
ted commentary

ism required to endure the

latter miaht be a soph
on the stol

brutalities of Soviet Russia, Edge isn't
inchned to give It the benefit of the doubt.
Their stupidity doesn't damage the game

imeversibly.

a blaster at heart, and the

disappainting. Few in number and limited in

style, none of them cffers

Jingo inferno

he visceral
satisfaction a game like this needs.

At a time when a tale of gung-ho
Americanism could be seen as horribly
crass, Freedom Fighters ducks out of the

The game's greal strangth, however, is
tion of pace and scale

Rather than inevitable deathmatches, the
squad-based nature of the game Is carried

the well-judged

From your hurmble dungarees-and-pistol through to the multiplayer maps. Capture the Rring) oy it ot ia msosthed
rom you g UUNYalees-anu-pist flag becomes a frenstic test of grenade patriotic zeal. Re-writing the history of the
beginnings, the expansion of your squad accuracy and tactical improvisation (above) tast 50 years (the Russians "win" WWI by

IMEANS MISSIoNS inter

dropping an atom bomb on Berlin) tumns
the US into the underdog, legitimising any
amount of fist-pumping. Each mission
ends with Cheis hoisting the Stars and
Stripes from the flagpole of each
recaptured building, and whatever your
views on regime change. t's hard not to

jon of

holler your delight.

0e9




Star Wars: Galaxies — An Empire Divided

Format: PC

The gameworld is huge, including large areas
of the film planets Naboo and Tatooine, as
well as planets from the rest of the franchise,
such as Yavin IV and Han Solo's Corellia

Morphology

While Galaxies was much touted for its
lovely 3D engine, it's only the player models
that are really interesting. Even online there's
a physiognomy engine to play with at
character creation time and there are
endless items that can be equipped from the
player's inventory. All the characters aven
wear underwear o protect their decency.
Ever wondered what Gresedo looked like in
his pants and vest? Now you know,

100

izr=n Sony Onling Enertainment  Devaloper. In-house  Proe S50 (£31) plus $11 (E7) per month  Asisase Out now (US), TBC (UK

W),WIMHJ“ i

Areas such as the cantina and the hospital become very important to healing players. Player death
is dealt with through clones, with players returing from the dead with only minor penalties

Freviously n E112. ENG

s very little to break that mould

Proceadings might be draped in “Star Wars
finery, but initial impressions are of a popular
game model that's now showing its age.

the films they're based on. Advancament
often seems to consist of simply bashing

space-rats and loot ng

This is where the EverQuest game model

It bores, it embarns atties

between players are dull and the g

Rebe-imperial conflict is largely
ving up a few matal bulldings.

Yet SOE he
commendable with this broken model and

done much that is

sasks to counter tedium with a wealth o

activiies, careers and professions. This

entertainers o rermove battle fatigue, budding

artisans need the skills of the wildemess

scouts to gather materials to make weapans

and armour. Groups survive in the wilderness

with meadics

o patch up wounds and

aate and modify a vast
3, from basic blasters,

with artisans able 1o

range of commoditi
to an array of personal droids.

With the garr

g thn
real opportur
Ting spaceship

add-on will bring a new dimension
as It stands, Ga foray into well-

trodden territory, Uitimately, PlanetSide and
e interesting

Eve Oniine provide




The ltalian Job: LA Heist

Format: PS2 (version tested), GC, Xbox Publisher: Eidos Interactive  Dsveioper: Climax {Brighton Studio) Frice: £40 Halease: September 5 Privously i E125, E128

P lease forgive Edge: at the time of writing, the
remake of the 1969 fim has still to receive a

clear from your first
ame is hampered by a
bunkum plot and a restrictve Story mode. A good
omes from the energetic
handiing and knock-about physics of the vehicles,
but there's always a chackpoint to reach, van to I air
follow or rival to race. It gets dull very quickly, | | Uik i
The Story mode is further marmmed by missions | '
that are generally grouped in threes. Pass the first
two but fall the third and you have to pump your
enthusiasm encugh to start the series again. it's the
cheapest way to extend a game's lifespan and is

id on the final seres where one
complete
strictions enforced by the
game improves. Free Roam gives you
unfimited access to the excellently designed LA
streats and rooftops, while Stunt mode also takes

15 takes over five minutes to

Climax has captured the vacuous, low-
rise essence of LA perfectly. Free Roam
allows you to cruise the streets and
search for shortcuts and extravagant
ramps. But why are there no added
incentives such as stunt scoring or
accumulators? A missed opportunity

A fun game at its heart, then, but some
wrong-headed design robs it of true spirit.

Five out of ten

Group S Challenge

Format: Xbox  Futlisher: Capcom  Developer In-house  Frice: £40  Fainass: Out now Previousty In E¥25

I 11 “,IH,||;I,| | i E dge expected Group S Challenge to take its
M""mwu' AMHin | o ; inspiration from Gran Turismo, but the extent
‘l. 18 o 1 ' . to which this game apes Sony's genre leader is

] : simply astonishing. The startup sequer

@very race is identical, as are — you'll no

>& before
oulbt
natice once you're moving — the HUD layout and

ography, as wel as the post- (and pre-, for
that matter) race screen. it shouldn't therefore

surprse you to leam that the replays are also a
carbon copy of Polyphony's

This last element immediatety highlights the
lack of finesse Group S Challenge suffers from
when placed alongside the game it imitates
although generally good, there's navertheless a
distinct lack of visual detall,

Significantly more damaging Is the fallure 1o
replicate GT's handling model. Even when driven in

The environments are well recreated but full race tnm, every vehicle feels ponderous and

can contribute, particularly during early
races, to the occasional soulless nature
of the events. It's also worth mentioning
the tortuous menu progression although
at least the garage screen layout is better
thought out than GT's equivalent. But in
every other respect Group § is beneath it

with overty soft suspension often resulting in an

for you, it's not a bad garmie, by any means
but the enjoyment provided is imited. -

2 rating: Five out of ten




Downhill Domination

Format: PlayStation2  Putlistier: SCEA  Davelopet: Incog  Price: $40 (E25)  Fislease: Out now (US), TBC (UK)

here's something very appeaing about hurtling
T down a mountain on a pushbike, and <|-L; it's
w a sport, Edge knew it wouldn't be long before
mare videogame interpretations hit the shahves
Downhill Domination doesn't take itself too
senously, but while it wins points for thrills and
comic excess, it recelves demerits for poor control
feedback and lack of handling nuance,
" ,lf- 1 r{ | . : It’s disappointing to find that a game so refiant

o ‘ﬂi i ‘ Uiy . upon fiding earthy mounds, avolding rocks and

i leaping chasms leaves the player fealing
xd from the environments, For all the

'?F'i'l;Ln.

ISasso
sansory feedback produced you could as well ba
controliing a futunistic hoverboard. This is all the
more galing because the courses have been
designed with imagination and thoughtfulness.
N transmit a tremendous sense of elevation and
unduiation; there are muitiple routes and you'll
spend much of the time searching for shortcuts.
The racing may not be gracious but t has a
frenetic energy: it's somewnere between a
practive SSX Thicky and a brutal Road
he best word to describe it? Menta

Trees are your enemy. On some
mountains there's so much woodland,
and your speed is so blistering, that the
game often feels a like a 128bit version of
the Spectrum favourite, 30 Deathchase

Six cuit of ter

Mario Golf: Toadstool Tour

Format: GameCube Publisher Nintendo  Doveloper. Camelot  Price: 850 {E32) Releass: Out now (US), 2004 (UK) Previously in E128

ario Golf might just be one of the finest
M games every made. It's the only explanation
Edge can think of for how it remains playable
despite having so very many things wrorng with it.
tantly derses you the angle

you need to satisfactorily ine up approach shots,

and freguently misses the moment when the ball

actually goes in the hole. The putting bar is so badly

calibrated that the better your previous shot, the

der and twitchier your putt becomes. Spin bears
C | ball physics, instead

g an ugly spurt as your ball slows, If you

e for more than three seconds (Edge has

timed it), perhaps transfixed by the ciuttered and

ihe screen, chittenng and dragging
banners bearing patronising tips.

But there is no denying that all you expect is
1 is fully featured, the courses evolve
harm and ingenuity and the range of minigames
/&. The question is whether or not you will
id-fashioned
thinking and the inept presentation to find &,

Whilst the various minigame iterations
extend the lifespan of the title, the ever-
present nagging of the boos is enough t
make Edge wish it had turned up early
and bombed the entire tournament

Is extensin

be prepared to dig beneath the

Six ouit of ten




Space Channel 5: Ulala’s Cosmic Attack

Fornal: Game Boy Advance Publisher: Atari  Developer: UGA/3d6  Prics: £30  Releass: September 12

he creative ramifications of Sega’s reshuffle

T aren't clear at the time of writing, but if United
Game Artist's design ethic Is going to be lost along
with his sub-division's name, then at least
Mizuguchi-san can take comfort in the fact that his
company produced two of the most beautiful
videogames of all time, Of course, there might not
have been a reshuffle if the games had been as
successful commercially as they were critically; and
that brings us here, to Space Channel 5 on the
GBA, and Sega trying to scrape the last dollars
from another franchise ill-suited to the tiny screan.

It's identical to the DC version, being 'Siman
Says' for rhythm-action fans, and dressed in the
sexiest space chic ever seen on a game system.
It's perhaps slightly better beat-matched than its
judgermental bigger brother, but the trade-off is
predictable. Ulala is still stylish, but it leaves you
pining for crisper graphics, better audio, mare
speech. Polish and beauty is the essence of Ulala,
and while this conversicn is superb, it's simply not
made for the small screen. It's large. loud
and beautiful, and that's how it should be.

Edge rating: Fve out of ten

Winning Eleven 7

Format: PlayStation2  Publisher: Konami  Developer: In-house (KCET)  Frice: ¥6,800 (£36)

l
il H i

Felease: Out now (Japan), TBC (UK)

Charging runs are even less likely to
succeed than ever. So the fleshed-out
trick options are crucial and revolve
around the D-pad or left stick, shoulder
buttons and the right stick (which, for
example, must be rotated 360° for the
Zidane turn). To accommodate these
additions, manual passing with the right
stick now requires an R3 press to execute

y

TR
-E'“|I'-'l' |

Since the game is so dependent on audio,
those wishing to take advantage of the
GBA's portable nature will have to
remember to purchase a headphone
adapter, or risk annoying everyone within
earshot with tiny, tinny chu chu chus

inning Eleven 7's new features are the most
W significant of any next-gen version yet. The
traclemark passing game is intact, but now the ball
can be advanced In more elastic and unexpected
shapes. WES's player movement and passing feels
scripted by comparison, In conjunction with a host
of new special moves, this change of balance helps
distinguish slower star players and comtributes to a
more rewarding singleplayer game than before,

Multiplayer benefits from all this, too, and its

options are more flexible than ever. There are more
teams, stadiums, training tasks and all-new
customisable variables — which range from a Libero
Grande option to an unlockable ‘Keystone Cops’
game speed from the inaugural WE shop. Master
League has undergone a maijor restructuring and
been extended and complicated further, while crisp,
racognisable player models, motion blur, in-game
replays and pretty additions to the animation library
are the most obvious benefactors of WET's FIFA-
baiting, graphical makeover. More of the same,
then, for those who don't care, but a whole
new world of compulsion for those who do.

rating; Nine out of ten
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When you are really in trouble, and the
invaders are looking right down your
throat, they cannot fire, giving you at
least half a chance...

The final frontier

As you'd expect from something
manufactured 25 years ago, when
processing technology was still at an
embryonic stage, Space Invaders
cannot even hope to stimulate on a
visual level today. Bul its gameplay
retains an earthy appeal, and playing it
now for even ten minutes immediately
reminds you of the varied approaches it
was possible to take when taking down
alien waves. As a nostalgia trip, there
aren’t many games to beat it.

retrotest

Space Invaders

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

s Atari’'s dominance of the videogame
world about to come to an explosive
end? Because the appearance of Space

SCORE<1> HI-SCORE SCOREX2>
Invaders certainly demonstrates that B B 4 @ B B B B

Japan is taking gaming seriously: e
Taito's cabinet is more sophisticated L
and compelling than anything coming
out of the United States right now.
Moving on a horizontal axis
across the base of the screen, you
control a laser base defending Earth
from wave after wave of variously-
shaped alien enemies. Rather than
simply going toe to toe with the
invaders, however, you have the benefit
of working behind four buildings
capable of absorbing the attacks being
spat from above.
However, each hit erodes the
buildings' structure, and as war
progresses the bombed-out shells
provide less and less cover for the player.
Play therefore becomes a cunning
combination of attack and defence, the
environment giving the game an essential
additional layer of strategy.
Your assailants maintain a strictly
regimented manner of attack, trooping
from left to right as a group, then
reversing movement — but, crucially,
having manceuvred further towards *
your position. As you pop members
of their ranks out of the sky, the

o ohoh A hhh A D
dAh Ash Axh Ah Axh Agh Agh Axh dxh Agh Axh
G G ey g A A dmh Axh deh dxh Ak
ML DR R R
L 2 £ £ £

—

advancing army gathers speed,
eventually reaching a frenzied velocity
which culminates in the viciously picky
procedure of removing the last warrior,
an undertaking that recalls swatting a
particularly annoyed wasp.

Playing Space Invaders can be
a thoroughly hypnotic experience,
your assailants’ movements
accompanied by grinding bass notes
whose simplistic tones recall John
Williams' classic ‘Jaws' theme music,
but with a techno fuzz all of their own. It
is an insanely intense experience,

CREDIT @1

S in Space |\ can be expedited by taking advantage of a
coding quirk that sends a bonus ship across every 14 shots. Cunning

=7 MYSTERY

especially when your adversaries are i 3 B FI D I H T S
almost upon you, your cover has all but
evaporated, and there are no more lives
left in the bank.
Space Invaders sets a new standard — 2 B P I:I I H T S

for arcade action. It will be interesting to
see how Taito follows it up — and even
more exciting, perhaps, to see how
Atari counters...
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The making of...

Future Publishing launched Edge as a new kind of videogame magazine. It went on to outlive
many of the hardware formats it covered and is still going strong after seeing in a new
millennium. Here, Edge rather self-indulgently looks back to the launch of the very first issue...
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reddie Mercury's 'Living on my

Own' was riding atop the

charts, having loppled Take
That's 'Pray’. Ex-circus performer Johr

are '_‘;‘.

just

Major was stil Prime Ministar

apparently going to usher in a new era
of videogaming. The PS-X was little

mare than a glint In Ken Kuta

while the Dolphin and the Xbaox hadn't

even progressed that far, Vic

hardware such as the Mega Drive and

SNES were supported by magazines

such as "SuperPlay’, ‘Mean Machines
Computer & Video Ga 1L

User'. What was ther

Web' was still in
of the current Edge editorial team
were variously warking hard In sixth
forms or universities around the
country. And, on August 18, 1993

Edge magazine was launched

multifonmat videocgame magazine

aimed at older, serous gamers
Underneath the masthead was a list of
the hardware formats that it would

cover: Mega Drive, Super Nintendo,

Engine, Neo Geo and

& brainchild of

ar Steve Carey and art editor
Matthew Williams, The rest of the
editorial taarm on the launch issue

consisted of deputy art aditor Rob

ginal format: Royal Press 80gsm,
280rnm x 210mm
ibkshor Future Publishing
= Carey, Jarratt, Williams,
Abbott, Wylie, Brookes, Andreas
D UK

e
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Abbatt, production editor Hamy Wyiie,
and two writers, Jason Brookes (who
would go on to edit the magazine from
E10) and George Andreas.

“Ewvery issue we'll be fighting to
ensure you're ahead of the field for

news and previews of videogames,”

read the editor’s introduction. “And

when we aren'l first with a game it's

Decause ot worth your time..., or

because we'll be bringing you the

whole story — no a handful of intro
screenshots and a mouthiful of garbled
rumour.” Inside, a range of pundits

heir predictions for the future of

mage

ogames, Including George Lucas
and Arthur C Clarke. The news pages
reported Commodore and Atar's bid
to enter the CD market, and the
Japanese launch of Pioneer's
LaserActive system, before managing
to fit the release schedules for all the
platforms an the cover into just two
pages (not something that would be

ossible in today's era of videogame
proliferation). Highlights included
praviews of Dungeon Master Il, Rise of
the Robots and Virua Racing, features
about 3D0 and the impact of Dolby
Surround and Gsound, and reviews of
Street Fighter Il Turbo on SNES,

Mortal Kombat on SNES and Gunstar

Heroes on the Mega Driv ich was

unfairly admonished for a lack of
secrets or hidden levels).

Reading through the first issue of
Edge, it's clear that the videogame
industry, and its attendant specialist
press, were both very different to the

corporate leviathans that later evolved,

Simon Byron, now working at
videogame PR agency Barrington
Harvey was editor of The Oneg'
("Britain's least-popular Amiga games
magazine") at the time. He describes
the period as “an extended episode of
‘Press Gang', though with a million
geeky Dexter Flstchers and no Julia
Zimbabwes. Kids playing Sensible
Socecer or Speedball 2 for a fortnight,
before thinking about what to put in
the next issue. It astonished me that
companies such as EMAF and Future
would essentially place huge financial
responsibility in the arms o
Inexperienced (in publishing terms)
gamers with, in our case, very littke
managerial guidance in terms of how
the magazine should progress.”

Paul Davies, now a freelance
garme journalist, who was working on
EMAP's official Nintendo magazine,
‘Nintendo Magazine System’ at the
time, concurs, "Everyons was
reviewing games from imported
Japanese or American games, and

craditing the supplier. Ove

S News
from Japan and the US was lifted from

Japanese mags ke ‘Weekly Famitsu’

and US mags like 'EGM'. It was every

man for himself, and some of the clder
‘personaliies’ were still helping each
other out when it came to exclusive
UK-oriented reviews, competitions,
and so on. It was a time of transition,

to be polite about it.”

Rock 'n’ roll
Perhaps it's because of 1

hH

af it was

also a period that was CLJrStir'I:] with
potential, “You have to remember that
this was the moment when

AITIes

wicl were suddenty the new

rock 'n' roll,” argues Carey, “Sony was
putting them into nightclubs, Sega
was throwing maoney around on
marketing like it was going out of

hi

£e

ion (though In fact the reverse was
true) and any hot new act that wanted
to signal cool had to know their
videogame stuff.”

And the exponentially improving
technology seemed unstoppable
“On paper, there were systems that
threatened to offer all the
sophistication we'd been promised by
The Future,” agrees Byron. “The CD-
ROM, for example, implied far more
than it ever deliveraed - but at the time
we were astonished by Rebel Assault
and The Seventh Guest's undeniably
impressive eye candy.” Which perhaps

explains Edge's decision to give guite



ting so much

erage,” recalls Brookes, with the

hindsight)
Future Pubi

ing,

hirthplace of

Edge, was itself an embodiment of

this turbulent slice of videagame

expansion due to the 16bit boom and

there was a feeling that Future

unstoppable. Personally, | felt thers

arm family vi
that time — it was quite innocant. |

can't believe thalt we didn't have

SOIm

internet =

of Edge. | remamber racelving the
nitial s for the PlayStatio
Saturn vi om our ‘Frenchm

Japan', Nicolas di Costanzo. | think

must have copled them out of “Weakly

t believing in the magazines

because his background was as a

me journal

Everybody knew aven

was quite tight-knit,

vicleogame industry was just

overflowing with potential. The

technology we have no

o produce

compared with what we had then; it
was being produced to film, there was

gital workd restingly

3h that probably made us think
more about what we were producing.”
What they were producing was,

y, “the result of &

aceording to

ns, many

the pub. Believe it or not, Edge was

never about manang r

distinctly remember being told that

very explicitly by Greg Ingham. It was

about making somsthing unbelievably,

NG

promisingly briliant. Futu
the time was pretty no-nonsense in its
launching; we didn't go in for focus

or any of that nonsense.
Edge, in pariic

the feeling that we were going to

ar, we had

produce a magazine that we loved,

and that the readers would respect

angd apprec 2h a chche

but at the time it seamed frash: if you

build It, they will come."

Ich it they did, When Future

Publishing had sold *ACE' magazine to

EMAP some yeal arlier, the terms of

the deal prohibited the company from
entering the muitiformat market with a

new launch for a certain period of

time. According to Jarratt, it was the

ed off the

end of that penod that kic

conception process. “When the
agreernent betwean Future and EMAP
allowed us to enter the muitiformat

market again, following the sale
‘ACE’, Grag Ingham and Steve Caray
asked me if | wanted to launch one

and | was really keen. | figured that if |

y into videog
age of, er, approacning 30, the:
there'd be others like me. At that time,
| was a great fan of a US mag called
Cinatax’, which is all about movie
special effects. That

inspiration for a mag which went into

as sort of the

maore depth in terms of how games

are made, the technical aspex

development issues — basically a mag
that treated games as a serious work
It came together pretty quickdy, and
though the initial idea was mine, credit
has to go to Jason Brookes who really
helped flesh it out and bring in the
impon/Japanese/hardcora culture.”
Or, as Brookes describes #

“Stevie J knew what he was doing. Al

that paint games were In an awkward
development stage — graphics, and

primarily FMV, were a |

from gameplay. But because
prerendered 3D graphics were so new
and interesting, we could get away
with it. Like all of us, Stevie J was a big

geek, He had this big list of technically
slanted features that included as much
cutting edge hi-fi and horne cinema

stufl as possible: He loved all that. |

nsible for selecting a lot of

ES for nciusion, and | think he

hired me because he wanted

someona keeping track of all the

If that makes the creation pro
sound suspiciously closa ta

mprovisation compared to the focus-

grouped market opportunities that

charactense today’s magazing
publishing industry, it’s probably
because It was. Initially it Involved

cresting a 1

the magazine,

and type of content that

the desig

would appear In the finished product,

along,” reveals Jarratt. “The only

approval process was batween us and

the publisher, Steve Carey. | had the
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who is a great designer and our id

together with his black and
white design.” Wiliams confirms this
impression of a meeting of minds: “Iit

was one of the easiest launches 've

ever done,” he states. "It just seemed
to be right for the time and Steve and
fi

really plu
Still, it wasn't entirsly without
problems: “Finding the right staff,
trying to get Brookesy to hand in his

copy on time, me having no real

experience of editing a mag of this

type, people not ‘getting’ it, st
with deadlines,” is how Jarratt recalls
them. “You know, the usual” And, as

per usual, they wers come,

The result was something vibrant
and new; something that captured the
zeftgeist of that aspirant moment, and
something that stood out from all the
other videogame magazines on the
news-stand, "As it transpired it was
launched right on the cusp of the
explosion of the videogame industry

into a milion dollar business,” relates

|

Williams, who was largely responsible
for the magazine's stand-out design. A
high cover price allowed the magazine
1o be printed on the most expensive
paper available, an attitude to

presantation that extended to

fery

part of the magazine. "It was most

celebrated for its high design and

production values,” recalls Brookes.

“We always went the extra mile to

s look nice ~ in the early
hat meant taking photo
transparencies instead of screen grabs
when we wanted to do justice to a

game's graphics. Matt Williams

un ood typography and pacing
really well - in particular, the use of

‘white space’. Of course, that meant

that fans of traditional 'packed’ mags

couldn't app git—"Whata

complete w

But we also had mare information

than arny other mag out there, | think it

y Upped the ante. There

just so much information to get your

teeth into, and a nice balance

n celebrating gaming’s history

via things like retroview, and

anticipating its future.”

Perhaps controversially for the
time, Edge was launched in a sealed,

d-be

apague bag - preventing wo

ers from sampling a copy at the
newsagents. And the launch was

accompanied by a marketing

paign that ostensibly appearad 10

‘As well as a

dis

Jurage readers,

strong team we had a pretty visionary

publisher in Steve Carey,” discloses

us]

kes. "He was bright, erudite

and, if | remember correctly, a big

bully. But | did admira the vision he
had for Edge - an authoritative and

damn stylish vi

ame magazine.

-

| think he came up with the
g uerill
bag, the bil

apparently, subliminal messages

a-style marketing — the black

ard ads, and

squerading as personal ads in
London weeklies, There was an
arrogance al play even then."

indeed, Carey describes this

arrogant vision as, “Instead of the ald

The Mews

‘New York Times' tag of "Al
That's Fit to Print’ it wz

“Only 1f We: Say It Matt

oing to be

" But this

apparent arrogance was quite a

carefully cultured one. *Another very

perverse thing we did was 1o seve

restrict the availability of the magazine

at launch,” continues

vou try and get a new ma

everywhere so it can be sesn and

sampled. Mot Edge. | think we put it in

only one in 15 of the nation’s
newsagents. On the first day it came

out, | was fielding calls from

types - |

perate

remember in particular one g

been into dazens of places looki

ically in tears. | think |

it, He was pr.
may even have popped a copy into

the post for him. | hope he's still

reading: he really made my day, | can

he reasaon for daing it was to

ate myth and mystique, and

brand creation,” explains Williams, “At
the time, brand creation wasn'ta

concept that re

lly existed, but we

3 an Impression

wanted

the magazine was essential.”

“The whole idea of the overprinted

sealed bag and the 'it's not

everyone' routine was to build up a

mystigue," agrees Carey. “We knew

we had the hardest of the hardcore

videogames players reading our other

mags, and we knew they were smiart

enough to notice what was
Th

we could cateh their attentior

ing on

y were the opinion formers, and if

others

would come al for the ride.”




But how did the rest of the

industry react to this brash, self-

obwvious from the off that Edge would
need to position itself radic

10 su

It clict this by |

Iisall deliberately

ormirant

one among Edge’s co

petitors

The thing that con 15 all initially

guys liked the look of it. Edge was

different from ar

out there. Clearly mors mature

Mothing like what the rest of us were

doing, so we didn™ let it concerm us.”
Damaged credibility

This was not an attitude that lasted for

ong, however. “When we started to

wea started 10 see coverage o

gameas

n development that we fell we sho

varnishing, Ar

that aidn 't rety on symmetncal gnds

and primary

lours Nk we also

got a bit fed up with the industry

Y Smiths

That wasn't the case, of course

n it, meraly

to purchase."

Paul D

people within EMAP were dismissive

of it, this expensiva mag that came In

used to amangng

peopie like H

Lincaln, or Tnp Hawkins, Actually we
didn't «
when Edge

Bnders we were stras

out Trip Hawkins, but

WING

phone to Rare, crying, and being told,

‘Well, you didn't ask, Anyway, it's

being hurt."

Byron recot

to get thel
explains B

duped - a
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was s0 highly regarded that I'd often
find myself as the only journalist invted
to NDA-protected presentations and
private demos,” he continues. “For
example Steve Jarratt and | were the
only journalists in the world to see the
pre-production PiayStation hardware
up and nunning almost a year before it
came out.”

Part of this favour and patronage
was because the industry itself was as
keen 10 reposition videogames as a
respectable form of entertainment as
Edge was. ‘It was so heartily
welcomed by the industry; it really
apened doors for the rest of the
group,” explains Willams, "It was a
calling card. | think it had such an
impact because the industry wanted
to justify its existence, | think thay
wanted to see themselves in it, and it
was where you go o first to find out
what’s gaing on in videogames. it
became a focal point for the industry,
and the letters were really good, and
when it evolved into an outlet for
made an affort to design adverts to
of the mag's influence, since they
knew that we probably wouldn't

take their ad if they designed a
shit one.”

The evolution of Edge's
recruitment section s Just one
aexample of how the magazine has
developed 10 encompass the seismic
changes that have shaped the
videogame industry over the past ten
years. The magazine today Is very
different 1o the one that launched in
1983. “Initially we gave too much
space 1o dodgy FMV adventures at

January 2001 having won praise from
various guarters, including ‘Time'
magazine, 'USA Today’, The Wall
Street Journal’ and ABC News. "It's
certainly true that many people dislike
Edge and its atfitude and influence,”
concludes Byron. “But had it never
launched, | do think that the standards
of specialist press journalism would
have remained as poor as th:.-y were
when | was doing it." Which certainly
looks like a compliment.

“Developers made an effort to design adverts to

look really nice, since they knew that we probably

wouldn't take their ad if they designed a shit one"

the expense of really good, playable
20 stuff,” says Brookes, *| think the
mag's increasing retro slant these
days acknowledges that to some
extent. And | have to say, | was
probably responsible for the aver-
concentration on specifications in
the early days. | couldn't ghve a crap
about stuff like that today —it's all
become so meaningless.”

As a testament to the
achieverments of the handful of people
who put that first issue together, it's
worth noting that, of the magazines
around a decade ago, only ‘CAVG'",
'Official Nintendo Magazine',
'‘GamesMaster' and '‘PC Gamer’
remain. A sister magazine to Edge,
‘NextGen', was launched In the US in
January 1895 but closed its doors in

Having gone on to bigger and
better things, the members of the
launch editorial team that Edge spoke
to are justifiably proud of thelr
achievement. “When | see it on news-
stands here in Australia, | still feel
immensaly proud that | played a part
init,” deciares Carsy, "even though
that was sometime in the last
millennium. How could you not feel
proud? Just last week | suddenly won
new respect and admiration from an T
lawyer down here in Australia,
because | played a part in the launch
of Edge.”

Brookes also looks back on the
pericd with satisfaction, "It put a
traditionally maligned pastime Into a
cooler perspective. It educated pecple
rather than feeding them & diet of
hype. And perhaps best of all, it really
started to question why we should be
accepting garmes of such a pitiful
standard — back then, 90 per cent of
games were unplayable.”

But perhaps the last words ought
1o be left to the magazine's launch
editor, "I wanted to make a mag that
catered for serious, passionate
gamers,” finishes Jamatt. *A magazine
that would outiive the vanous
hardware generations; that was a
showcase for the very best that the
industry had to offer; and a mag that
sold about 100,000 copies a month
with loads of advertising. Well,
three out of four...”



Tales from the Edge

A round-up of some of the stories that weren't fit to print

Mo animals were hurt in the production of this cover
The high production values that go into Edge's
covars are the work of an art department that
operates like a well-olled machine. But in ten years
there has been the odd occasion whem things
haven't quite gone according to plan, as Edge's
arstwhile art editor, Terry Stokes, explains. “On one
occasion we decided o use a fox an the cover, and
have it wearing fiying gogales, with the Star Fox
gama reflécted on them, as if it was playing the
game. | briefed our photographer, and over the next
couple of weeks he let me know that he'd found a
toy shop in Birmingham that supplied cuddly toys,
and an antigues market to get hold of some flying
goggles. Things were all going to plan. When | went
to the studic | was met by a very pleased looking
photographer. And there it was. It looked like a cross-
eyed Roland the Rat complete with flying goggles,
hat and scarf. | was speechiess. It was okay though,
because our photographer had a back up plan

"The next thing | knaw, | was stood In front of a
thawing fox that had been in our photographer’s
freazer for the last two days, complete with
goggles, hat, scarf and a bullet-hole from where it
had been shot in the head. it tumed out that he'd
8sked his cousin, who was a hunter, if he happened
to have a real-life fox that could be used for the
photo shoot. While our photographer was cracking
its limbs in an attempt to make it iook like the fox
was holding a joypad | had to axpiain we wouldn't
De abile to use it..."

We could be heroes

Edge magazine has provided some unique
opportunitiss for its staff to meet their heroes. For
Matt Wiliams, those heroes were Malcolm Garrett
and Peter Saville, who designed the ‘Never Mind the
Bollocks’ cover. “They were like gods when | was at
college. But when Malcolm Garrett wrote a book
called Tha Hyperspace Lexicon’ about multimedia
and interactivity, and the magazine was featured in
the book, | eventually got to meet him and we
chatted about Edge, which was really cool "

For Jason Brookes it was Shigeru Miyamaoto, *|
was once at a private CES party on a river in
downtown Chicago with a load of people from Rare,
Alias and Nintendo. There were no ather journos
there so | spent most of the night sitting under the
stars with Miyamoto-san smoking all his ciggies. The
poor guy probably just wanted some paace.”

And for Paul Davies, working on ‘NMS' &t the
time, it was Jason Brookes, “At Space World 1935 |
remember seaing Jason Brookes casually chatting
with Mivamoto and thinking ‘how the,.. what the...
7" and being obsessed with Jason's Incredible
igging prowess ever since. In fact, |'ve got a better
one: the time that Jason went to the African Rally
with Mizuguchi from Sega. Or maybe | just imagined
that... My trophies at the time were books about
Street Fighter costing me £30 from the Japan Centre
Jason's were Kutaragi-san's business card... before
he invented PlayStation probably. Maybe it's about
time | dropped this obsession with Brookes!”

The One and only magazine of the year

Edge wasn't welcomed In all quarters when it
launched ten years ago. In a brazen display of the
sort of self-promotional skills that were eventually to
eam him Edge's ‘press release of the year’ award In
2002, Simon Byron, then editor of ‘The One' decided
to take a stand. “The industry’s sycophancy when It
came to the press's goody-two-shoes new boy did
rankle. Plus, it was always banging on about its
suCcesses in this award and that award: so | decided
to poke a fittle fun at it We ran a cover flash which
declared: “Magazine of the Year - See Inside!” Sure
enough, in the news pages, we reported brisfiy on
Edge's inavitable triumph at the InDin. The
implication, obviously, was that we'd won Magazine
of the Year, as we should have. It was a bit cheeky,
but all good-humoured. We heard that the Edge boys
took it in the spirit it was intended. "Amiga Action’,
however, threatened to take us to court if we ever
tried ‘passing off' again. We told them to pass off
themsaives.” Indeed it's an episode that stuck with
Steve Carey, Edge's launch publisher. His reaction?
“Cheeky bastards.”

N

11 ]




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

The hlstory of The Future of Videogaming of the format, ¢

or bittersweet reading. Edge launched with designers to
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ertain

ive, rather than ‘'merely” er

features on the CD-32, the Jaguar, and the 300, The years may not have bean kind to such
™ Chanmnb fac $
e plus sidebars on the Saturn and the FM Towns novelties as Voyeur - the CD-i's first interactive
Marty, While healthily sceptical about the prospects mavie, ‘starring' Robert Culp and Grace Zabrinksi -
ol some of the hardware, Edge displayed but other features don't date Edge auite so much
i boundless enthusiasm about the potential for FMV Tabloid hysteria about videogame addiction? t}ClL]c.

that the new 12cm CD format offered, unvelling an onling strategy? A disappointing Mor

‘Wllﬁu i ‘\

| A leature on the making of Microcosm focused Kombat game? Plus ¢a change
IIIﬁ substantially on its “stunning” 400 seconds of CD Testscrean intro, however, sees Edge alreac

film footage (although Reset is unconvinced by its lamenting the prevalence of sequels and re
sas of the day: “Not exactly

aplaying

Dctober 19 designers’ quality assurance: "Microcosm probabty

mputer graphics than an

done in the same time

“How did you make the helicopters shinyT™ Edge kays
for its trademank style of informed, incisive and Tves

Streat Fighter il Turbo (SNES, 810), M"ﬂs. -'(N—:n {SNES, E 105
b-\nm-r Mega-CD, 7/10; Ra baw | 7

el Kn.\;.‘lf {Mega Orive.
DC E 10k, Sunsat Riders (SNES, 7/10}
co the Dolphin (Mega-CD, 8/10}; Inca (CD-4, 7710

r'.---..',.-u.- Sns.in
(Neo Geo, 7/10)

Chris Evans helps [inx the
CD-32 2 The often
forgotten FM Towns Marty
1. Living the future with
Edge's first competition
prize 4 Psygnosis' Chris
Moare in his costume for
Microcosm's FMV intro

“The uitimate beat 'em
up.” Ten years on and SFil
Turbo still makes Edge's list.

Is it just Edge, or does
Trip Hawkins look terrified?

Rise of the Robots: “With
graphics like this, who
needs gameplay?”

Crystal Dynamics'
founders promise basic
cinematography and no
window dressing. Poor Lara.

1, Not one, not two but
25,940 polygons per ship in
Slipheed Microcosm's
admittedly very shiny
helicopters
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It's a truism of magazine production that the quality
of a magazine can be judged by the quality of its
letters pages. Over the past ten years, Edge's
readers have provided cne of the mast consistently
entertaining parts of the magazine. Herg, then, is a
summary of the highpoints (and lowpoints).

Congratulations on producing such
an excellent magazine! This sort of publication has
been a long time coming, with the newsagents’
shelves crammed full of magazines which seem to
be written by children for children.

Stephen Brealey, E2

As | see it, we are on the brink of the greatest
advancernent in our industry. | cannot recall such
enthusiasm, caution, disappointment and general
ignorance all rofled into one ever before. Come on
software publishers, it seems as though you are
biaming us — the consumers — for the apparent flop
of CD technology. Take a step back and then
reconsider. Ever since the dawn of the potential of
CD gaming we have been promised cheaper,
better quality products. But so far, where are they?
It's not that good games are no longer being
produced. Rather, the software giants are running
scarad from a sign saying ‘Vacancies — CD
bandwagon, space still available'. If floppy disks
are piratable, STOP PRODUCING THEM! and
invest in CD technology and CD games before you
are left behind.
James Grant, E2

Your ‘Game Over’ feature argued that as
seemingly more and more new games fall into
specific styles of ganres, the development of
ground-breaking games is drying up, “The amount
of real innovation in the industry is decreasing year
by year," you gloomily canclude. | disagree, and |
think there are a couple of significant points in this
debate that you fail to mention here.

Firstly, | belisve that the constant churming out
of formulaic estabiished genre games serves a
useful purpose. Just take a look at what's

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

[}
: Communicate by post:
: Or email:
edge@futurenet.co.uk

happened over the last three or four years; the
period in which you claim this stagnation has
reached crisis level. Since the arrival on the scene
of Sega and Nintendo's consoles, the vidzogame
market has exploded through the roof, It's made it
into the big time.

Is this caincidence? Of course not. Consales
have taken videogames from the small-time hobby
pursuit of a minority to big business, larger than the
Compact Disc industry. Seemingly overnight, Sega
and Nintendo knocked down all the barners of
techno-fear and stigma that had previously kept
the home computer industry anchored in the
backwaters of small-time.

Their consoles are cheap, simple to plug in,
sasy to understand and — as part and parcel of this
approach — it's bloody obvious how to play the
games. The beat 'em ups, drive "em ups and
shoot ‘em ups that you dismiss as stagnating the
market are the very same games that are providing
antry-level appeal to newcomers.

I'm nat for one minute going to argue that Sonic
on the Mega Drive is a ‘better’ game than Ultima
Underworic! on the PC, but it's obvious which
game is going to sell the idea of videogames to the
average guy on the street, It's these games that
provide the first tentative step into the world of
videogames for a whole new generation, a
generation who will — in time — progress to
becoming more discerning cart buyers or PC
owners, or Edge readers and 3DO owners.

Neil West, E3

| can’t understand why pecple are taking
about interactive movies, because it will never
happen. A film is a linear story and will always
remain so. The sooner the softies and everyone
slse realise this the better, because then maybe the
huge potential of CD-ROM as a format can start to
be used property. CD games will be no different
from games today except developers will not have
to worry about memaory and disk space, and
games will only be limited by imagination.

A Lang, E5

Recently | borrowed a book from my
local library entitled ‘Computer Games'. It was
printed in 1980, and as well as including tips for
the latest games, such as Pac-Man, Space
Invaders and Missile Command, it gave an
interesting insight into what the author thought
computer games would be like in ten years' time
(1990). It was generally very accurate — "home
television games with picture-guality graphics,
colour handheld games with interchangeable
cartridges, fourplayer games and digitised speect
being examples.

One of the other points was: “By the year 200
it will be possible to play computer games agains
people living In other towns and cities, through th
use of an attachment for your home television
console." | think PC-based modem games have
been around since the mid-'80s —am | right?
However, the book was 15 years out of date on
the subject of modems.

The point is that videogames seem to be
constantly getting better, with flashier graphics ar
more memory all the time. | recently read an
interview in which the boss of Sega Europe
claimed that it wouldn’t be too long until games
appeared which weren't controlled by your hands
but your mind. lsn't this taking things a bit too far
Matthew Withers, ES

EVQ!’Y time a spanking new pisce of
hardware is announced, you go potty over it The
as soon as something eise is proclaimed, you
almost immediately switch your allegiance to

the new machine.

One example of this is the 3DO. In the first fev
issues you went mad over |t. Then the Jaguar wa
announced, and as far as Edge was concerned
the 3DO was dead. No sooner had the PS-X and
Saturn been revealed than you started drooling
about them, and the Jaguar was suddenly defun:
I'm willing to bet that after Saturn and PlayStatior
have appeared, you will lose interest in them and
start touting the Ultra 64.

When is Edge going to stop becoming seduc

“The beat 'em ups, drive 'em ups and shoot 'em ups that
you dismiss as stagnating the market are the very same
games that are providing entry-level appeal to newcomers”




by desirable new systems and start giving
existing machines a fair chance?
- Simon Grierson, E12

'Here are some basic facts about the
differences between programming in pure

I assembly language and C.
Fact 1: painstakingly coded assembly language is

| almost always faster than the equivalent C

- program.

- Fact 2: anything that can be programmed in C can
be programmed In assembly.

- Fact 3: championing the use of pure assembly

language earns you loads of street cred from
frainspotter types who then write to Edge to show
how well informed they are.
Fact 4: assembly isn't worth the hassle.

It is possible that if you dug out an eight-year-
old Amiga C compiler and started writing C as if it
were BASIC your code could be ten times slower
than hand-coded assembler, but a modern
optimising C compiler such as Watcom 10 {the
nearest thing to an industry standard on the PC)
produces code that is at worst 50 per cent slower
than the equivalent assembly code and at best
slightly faster! Jon Ritman, Noel Wallace and the
anoraks are probably jumping up and down
shouting, "bollocks”, but here's why...

Decent compilers can spesd up code by using
tricks like ‘pipelining’ (allowing certain instructions
1o execute simultaneously by placing them in
strange unreadable orders), load-store models
{simple instructions work faster, making the code
larger but faster and harder to follow) and code
alignment (re-ordering instructions so the
processor can read them faster). Admittedly, an
assembly coder could handle thesse considerations
while simultanecusly remermbering which variable is
in which register, and solve any programming
problem and maybe only take about four times
longer than a C programmer, but the real problem
is that the assembler zealot would probably be
coding up the first algorithm he could think of,
while a C programmer could be using his brain to

Bullfrog's Glenn Corpes, now at Lost Toys, offered
Magic Carpet to back up his argument for the
superiority of C over assembly back in E19

think of more elegant, faster and/or smaller
solutions. Then there's the debugging. The
assembly will be at least twice the size of the C
and immeasurably less readable.

Don't assume that | don't know what I'm talking
about. | wrote the engines for three pure assembler
games — Populous, Powermanger and Populous Il
—and convincing myself that assembler is not
worth the hassle has been a long process. Magic
Carpet is entirely written in G except for my
palygen routine and about 200 lines of other
graphics code which are highly optimised
assembler, While the game is running it spends 96
per cent of its time In these routines. If Bullfrog
decided to convert the 70,000+ lines of C code to
140,000+ lines of assembly for the sake of a
20-30 per cent speed increase on the remaining
four per cent of the runtime, the best we could
hope for would be a ane per cent overall speed
increase, a couple of debugging suicides and a
1999 release date!

Glenn Corpes, Head of R&D, Bullfrog, E19

Are the PlayStation and satwrn (at the
equivalent of £290) really massmarket products?
Since the yen seems unshakeably strong against
the pound and the dollar, what realistic chance do
Sony and Sega have of establishing a global
massmarket userbase?

Sega should have stuck with the aborted
Jupiter product, made it compatible with the
Mega-CD and scrapped Saturn and 32X,
Impressive as the PlayStation is, Sony could have
made it cartridge based for £100, with games at
around £50. When Nintendo's Ultra 64 arrives at
$250 (£157) it will be competing directly with the
32X, Saturn and PlayStation. Although cartridge
games are expensive, it just wouldn't make any
sense for Nintendo to price its software above the
level of present SNES cartridges. it may also be
worth pointing out that even Virtua Fighter on
Satum CD costs the eguivalent of £50. What game
are Sega and Sony playing with the consumer?
Igbal Shaikh, E23
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For the last three months I've noticed a bias
in your magazine towards Sony's PlayStation. In
E25 your lead story was about the

development of the ‘Saturn 2'. We were toid

that the machine is being developed due to
shortfalls in the technology used in the Saturn,
that "aithough Sega is making great efforts to
improve the quality of the Saturn's 3D, the

system may find it tough gaing in 1996," and that
Sega has “conceded internally the Saturn will face
tough competition from the PlayStation and will
not be able to mateh the onslaught from the Ultra
64 in 1996." The whale tone of the story was that
Sega was panicking, and developing a new
machine pramaturely. In fact, it was a perfact
advert for the PlayStation, and no mention was
made of the fact that Sony, too, is working on a
new version of the PlayStation.

But what's this | see? An advert for the official
PlayStation magazine from Future, to be launched
this October. Could this explain the team's
enthusiasm towards the PlayStaticn at the expense
of its major compstitor?

James Reader, E27

| am sick and tired of hearing about Shigeru
Mivamaoto! When will the press wake up and realise
he is a producer! He is not a games designer, an
artist, or a programmer. He is a produger, yst the
press, time and time again, gives him the credit for
nearty all of Nintendo's success.

Mr Miyamota is an awesome producer, there is
little doubt about that, No other game producer
has as many hit titles, but a producer is not the
creative force behind a game. It's the artists,
programmers and musicians that make a game.
Gregg Tavares, E32

The games industry is at a crossroads.
The technology is at last capable of producing
movie-like results, and developers are being
courted by giant entertainment conglomerates,
but some people are confusing this with their
own abilities and their customers' expectations,

“Mr Miyamoto is an awesome producer, but a producer is
not the creative force behind a game. It's the artists,
programmers and musicians that make a game”
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Wing Commander [V (there are others, but this is
an obvious example) is placing tself head-to-head
against real movies, but people can see good real
movies for a few quid on a 40-foot screen with a
big surrcund-sound system, or for a simiar price
from the local video store. Why would they pay
£60 for the privilege?

We sell gameplay and no amount of artwark
can substitute for a well-crafted game. However,
we cannot ignore the legacy of Hollywood totally.
They have many years of experience that we can
and should be learning from. They have the ability
to tell a story and immerse the viewer using the
subtleties of lighting, camera movement, sound
and character. Personally | have seen too many
cut-scenes in games which suffer from poor
lighting, jarring shot construction, grim animation,
and too much waving the camera around just
because they can — or worse, to show off a
nice piece of modelling.

We aren’t Holywood, and shouldn't try to be,
but given that intros and cut-scenes are probably
here to stay it is our duty as developers to make
them look as good as possible within the
constraints we all work under.

Drew Northcott, Microprose, E34

The joke iS over. Stop publishing this idiot
known as Chris Crawford. When was the last time
he published anything worthwhile? Balance of
Power? Nice try! I'd rather a hideous virus take
over my machine than install that piece of crap!
This man has no worthy contributions to make to
the gaming industry, Chris, if you're out there,
come back to us babe. Or better yet, stop
mourning the fact that you have never had a best-
seller and stop dissing those who have,

Edge should fill its pages with qualified
developers and not this blow-hard, egocentric,
self-proclaimed game guru, | maan, let's face it, the
Atari 2600 has had better games published in the
last ten years than this guy has - and there haven't
been any. Besides, what does this guy really know
about next-generation gaming? If Edge thinks he's

a respected figure in the gaming community,
you're dead wrong.
Mike Nichols, Boss Game Studios, E34

Ten out of ten for Mario 64... so it's the
perfect game then? | remember quotes like “six out
of ten is still an above-average game.” | just don't
sea that any game can be perfect, or be so good
that it warrants a perfect score. Did you really think
about the grade or are you just trying to recreate
the hype that accompanied the PlayStation and
Saturn? Ask yourselves these guestions when
justifying this perfect mark: will everybody love this
game? Will you be playing the game forever? Is the
difficulty curve so perfectly set so that even the
worst gamesplayer will develop with the game and
complete it? Is it worth the money (Edge may get
games for free but the rest of us don't)? Will it, at
the very |sast, live up to everyone's expectations
and in most cases surpass them? Will no other
game sver better 17 Will yvou stop playing all other
games in the genre due to its perfect nature? Wil
you stop playing all other games just because
they're not Mario 647

In giving a game a perfect mark you forgo any
excuse thal 'this is just our opinion' as to deserve
this grade the game must be liked by all. Mow, I've
seen Mario running and yes it does look nice but
my jaw didn't hit the floor. To be honest 've always
found Mario games too repetitive — will this be any
better? In a year or so, who knows, | may write
back and say what a life-changing event Mario 64
was, but | doubt it. The perfect game does not
exist! Stop thinking you know it all, and start giving
us the grown-up attitude that Edge startad with.
Sam Maxwell, E37

In E38 YOU meantioned that Jefi Minter and
Richard Miller are working en a new Atan chip.
Then you end the article with the sentence: “Don't
they ever give up?” If Nolan Bushnell had your
ignorant attitude he would have given up after
Computer Space. You wouldn't have a magazine,
Thomas Holzer, E40

Super Mario 647 What a load of rubbish! Still,
good job Jeff Minter didn't take Edge’s \idvice or
we'd never have seen the likes of Tempest 3000

UK gamers have nad to wait about six
months after everyone else for the N84, When it
does arrive, it costs more than anywhere else in
the world. There are only three games avallable.
The screen display is crippled with borders and it
only has an RF lead with mono sound (does
Nintendo still think everyone in the UK has old-
fashicned wooden tellies?). The final kick in the
teeth: it goes and cuts the price by £100 after tw
months! | know this is the norm in the business,
but after only two months? This is a cheap short-
term strategy and not worth the £200,000 or so
profit that has initially been made. Nintendo is
definitely going to have to spend more than that |
buy back the loyalty of UK gamers.

Gary Lee, E46

| am always reading in Edge that the mos
important thing about a game Is gameplay. So wi
is this nat reflected in your recruitment section?
While there ara hundrads of handsomely paid
positions for 3D programmers, Softimage gurus
stc, thers are only a handful of {relatively) poorly
paid places for the supposedly most important jo
of all - the game designer.

| am at university on a renowned computer
animation course, and while most of my peers
are concerned with rendering times, | am not.
| am far more interested in the whole concept
behind & game, but | don't see any real
oppartunities for a graduate that Isn't a master at
C/C++. | am thinking of getting & PC and MNet
Yaroze just to give myself & chance, and am
working hard to leam C, as well as developing
game ideas. Is this the way to go? Have | a chan
when | leave university, or have all the games
designers already been found?
Jack Griffin, ES5

The nuMedia section has lost its way.
think the music reviews suck — they're just very o
of place and the music is very specialist, to the
paoint of being obscure.

Neil Aubin, E56

“To be honest I've always found Mario games too repetitive.
In a year or so, who knows, | may write back and say what
a life-changing event Mario 64 was, but | doubt it”




Among its other significant achievements, Elite
can proudly claim to have inspired the most anal-
retentive email ever received by Edge magazine
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Ron Picnic, E67

Congratulations on your ‘spui 0s
story [News, E70] - it was the best April Foal |
read, and it convinced quite a few of my friends
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“Sony doesn’t care how crap games are for the PlayStation.
It seems to be concentrating on quantity rather than quality,
and that’s why we get very few great games”



Mr 'l'rung, | am a PlayStation owner and
would welcome the opportunity 1o explain the
virtues of this excellent (if slightly dated) console 10
you with the help of my friend, Mr Baseball Bat.
Nick P, E76

| await with interest evidence of young Mr
Hassabis' Infinite Polygon Engine and the changes
to humanity's understanding of the laws of physics
that it will bring about.

| have been working on something which
may also be of interest to you. | call it the
Infinite Monkey Engine. | have developed a
method of ensunng that all in-game characters
will react completely realistically to any situation
with which they are presented. | have achieved
this by creating a number of independent agents
equal to the number of possible situations which
can arise within the game. | call these agents
monkeys, At each decision point for a
character | simply locate the monkey which
has been presented with the character's
particular situation and apply that
monkey's actions.

As the game environment becomes more
complex, | increase the number of monkeys under
consideration, Ultimately | will have an infinite
number of monkeys to choose from, camying out
an Infinite number of actions. It's inevitable that one
of tham will be found to spew out a column of self-
senving claptrap on a monthly basis. He will
rightfully be declared Monkey King and worshipped
by al. Good for him!

Actually, an infinite Polygon Engine is easy — ail
you need is sither an infinitely slow framerate or an
infinitely long preprocessing time. Or maybe just a
good marketing department.

G Ushaw, E79

Let’s face it, everybody loves reading a 1100
Best Games' feature, but nobody ever agrees with
thermn - a wise man once said, “Opinicns are like
arseholes ~ everybody's got one.”

MR, EB2

The Initial claims made by Demis Hassabis for
Republic’s ‘Infinite Polygon Engine’ aroused the ire
of coders, who proceeded to give him a hard time

The ‘Size Matters' aicie in E2 raised
one of the most relevant and interasting gaming
Issues for some time. | would regard myself as a
keen gamer and devote as much lime to games as
Is possible, considering | have to fit career and
drinking into the equation, You made me analyse
which titles | find myself returning to, Titles such as
Tekken 3, GT2 and Mario 64 never gather dust for
good reason. Despite their size and complexity,
they are all easily played In bite-size chunks: a few
hours at a time. Titles such as FFVIll and even
Zelda 64 require days at a time to really get into.
Make games as big as you like, but they need to
be easy to return to.

David Walker, E84

| wonder how marny pecple have
respanded to your first PS2 reviews. As many as
those who have been complaining at your alleged
PS2 bias? Never mind, you know you'll never win.
Nathan Baseley, EB6

It seems to me that Phil Harrison's
arguments in favour of a "new methodology”
['The future of PlayStation2', E85] do not really
bear close scrutiny. What he says, in essence, is
that in order to maximise the polential of the PS2
coders have to come 10 terms with a 'synthesis’
programming medel, No doubt this Is true but it
does not mean that the synthesis model is a
desirable method of programming.

The traditional methodology (as employed in
PCs, Dreamcast, Xbox, and probably Dolphin tog)
is already far in advance of PS2's capabilities. The
current nVidia-class GPU coupled with a decent
CPU and a hatful of RAM easily outclasses the
PS2. The bottom line is that the PS2 is a weird
machine that requires a welrd approach to
tap its power.

And for all Harrison's groovy techno-babble, the
P52 remains an eccentric middling performer. The
difference is that unlike most funny bits of kit,
there'll be a PS2 in every damed living room in the
world. It is this that attracts the developers, not the

'opportunity’ to blow their (and our) minds with a
new methodology.
Jake, EB6

And | thought you had sometring against
Sega. How wrong | was. Reading EB4 | am
convinced you have a grucdge against all the
cansoles that have ever been released.

Ronald Kattevilder, EB7

It seems to me that PlayStation2 is in some
danger of becoming the next Sega Satum - the
kind of statements that are being made at the
moment by prominent developers are eerlly
reminiscent of the eriticisms of architecture and
feature set that buried thirdparty support for the
Sega machine, and | wonder if software for the
machine will be so forthcoming once initial
commitments are out of the way. Xbox, on the
other hand, is looking very much the modern
PlayStation. Could history be about to repeat itself
Joshua Evans, E88

Jake's letter in esé missed the
fundamental point behind ‘the synthesis model'
This type of mathodology is essential if three-
dimensional videogames are 10 massively Increase
the complexity of game environments.

Graphics power and CPU power now massive
outstrip the performance of memory, while there
will never be sufficient memory available 1o
accurately model complex environments without
Imposing limits on the player area and the
player interaction thersin,

It is because of this that | belfieve the PS2 has
the most promising potential of any of the next-
generation game boxes. Xbax's geomelry prowes
Is relatively specific and locked Into the rendering
pipeling, so that even If the X-chip lives up to its
specs it will not be as well suited to pushing
dynamic geometry, a imitation of nVidia chips.

The PS2 architecture is no bodge job (unlike ti
Saturn), rather the first attempt by a consumer
manufacturer lo encapsulate the

“And | thought you had something against Sega. How
wrong | was. Reading E84 | am convinced you have a
grudge against all the consoles that have ever been releasec



Apart from Gran Turismo 3 and Metal Gear Solid 2,
what has the PlayStation2 ever done for us? Apart
from Rez. And Ico. And Grand Theft Auto lll. And...

ideas espoused in Diefendorff and Duby’s
dynamic media machine.”
Gary Moran, EB8

| think the reason many people are
disappointed with the capabilities of the
PlayStation2 is not because the machine itself is
underpowered, but that the promises made by
Sony were so extravagant. The company set the
bar way too high with its prerelease publicity and
the P52 couldn’t possibly live up to the
expectations that people had.

Bul the PS2 |s still a good machine, The reality
is that the P82 is in the same league as the
Dreamcast — a little better in some areas, a little
waorse in others. And what's wrong with that?
Paople wouldn't feel so disgruntled if Sony hadn't
exaggerated the PS2's abilities to such an
outrageous degree.

It's time to come back to Earth and appreciate
PS2 for what it is: a terrific console that will provide
good-looking games ~ at least until Xbox and
GameCube come along.

George Miralles, ES0

In response to Gavin Hodgson (inbox.
ES0), who laments the apparent failure of Nintendo
to grow up, | would say to him and anybody else
that you are really fooling yoursalf if you believe
there is any such thing as an aduit game, apart
from Who Wants To Be A Millionaire?

| mean, let’s be honest, is there anything
particularly grown up about pretending to be a top
secrel spy, infiltrating a secret lab? Ask Jenson
Button how grown up he finds the latest Formula
One games with their really realistic graphics.

Dan't gat me wrong, | love videogames, but |
don't kid myself into thinking they are something
more than they are, My girffriend and the majority
of my friends see nothing particularly adult about
me spending hours on a game trying to get the
Mitsubishi Lancer with all the trick bits.

Let Nintendo keep making its fantastic, fun
games so that | don't have to woarry about

Wi

whether I'm an adult or not; I'd rather be a little
elf chap who has to save a princess.
Jamie Barker, E92

| am concerned that Edge might have
unwillingly positioned itself so that it is unable to
report on the next big gaming revolution. | am
talking about handheids — GBA, Wonderswan
Color, that Ericsson/Lynx thing, WAP, etc.

Many industry types are expecting this to be the
next mass market for gaming — perhaps on a scale
never seen before, but Edge might not be there.
By setting out your stall as being on the cutting
edage of new techinclogy, these 8- or 18bit,
relatively low-tech devices do not fall within your
chosen area. If PlayStation2 suffers from a lean
first year you might need something
gaps until the next, next generation comes
along in the autumn.

Mat Taylor, E93

to fill in the

It would be interesting to be a fly on the

wall of the Sony Computer Entertainment
boardroom, and to watch a bunch of executives
sweating over how to rescue their $300m
marbund videogame system. The sad facts
behind the inevitable failure of PlayStation2 are that
Sony has learned nothing from the corporation it
helpad topple: Sega.

The arrogance show by Sony is almost a mimor
image of that portrayed by Sega at
the Saturn. It produced an underpowered, over-
expensive black box in the belief it had such a hold
over the gaming public it couldn't fail.

GameCube will succeed because Nintendo
makes amazing toys. That is what this is all about.
With the forthcoming Gran Turismo 3 and Metal
Gear Solid 2 aside, there is littie eise on the horizon
for PS2 owners. Even the massmarket casual
gamer appears to be ending al romance
with videogames. Perhaps with the now-iranic
thirdparty assistance from Sega, the PS2 may have
a chance, but | wouldn't bet on it.

Chris Meyer, E100
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| know people call for a more adult
approach from Nintendo, but what exactly
doing behind Maric on E100's cover — a sp
plurmbing? And them being brothers as well...
Pjaggers, E102

5 Luigl

If software prices were around the £20
mark, interest in videogames would see the largest
upheaval since the introduction of PlayStation,
There's also the matter of what affordable software
pricing would do for originality in games. If |
wander into a record shop | frequently find myself
taking a chance on a CD that I've never even
heard of. But equally frequently | leave videogame
shops empty handed because of my reluctance to
pay the ridiculously high prices.

Essentially | end up buying the genres | know
| like — which is the curse of the industry. It
inevitably deludes publishers into thinking that this
Is what gamers want, If software prices weren't so
high then I'm sure that | along with many others
would be willing to take maore risks on a game
that | might otherwise have overlooked. And as
gamers snap up these more obscure titles,
publishers would be able to create new
franchises and IP. So if the videogame industry
really wants to play with the big boys, it will have
to introduce cheaper pricas.
Matthew Thompson, E117

What a great time it is to lave games. Please
Edge no more letters from whingers going on
about how games are no fun anymore, etc. After
over 20 years of serious game playing | can
honestly say | have never had it so good. A
smorgasbord of great games to play and amazing
machines to play them on.

Duncan MacBeth, E120

Possibly the greatest procfreading
mistake of any magazine, ever. Edge, | love you
dearly, but | think your production department
needs a swift 7 up the 7.

Constantine Butler, E125

“Let Nintendo keep making its fantastic, fun games so that
| don’t have to worry about whether I'm an adult or not;
I'd rather be a little elf chap who has to save a princess”
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