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The future of electronic entertainment

here was a lot of talk of transition at both GDCE and the
T inaugural Edinburgh International Games Festival,
Development studios and publishers are already tuming their
thoughts to the next round of hardware and the inevitable
upheaval it will bnng with it, without any firm date for the
Introduction of PlayStation3 or the successors to Xbox and
GameCube. But even before the new platforms arrive, this
industry seems to find itself undergoing & period of
turbulence. t seems like there's a new developer going to the
wall every month, and Nintendo's bedraggled stand at ECTS

was a warrying image of an industry veteran still playing by old
rules and struggling to keep up.

Nintendo isn't alone. The most obvious recent high profile
casualty of the videogame industry's disregard for reputation
was the company’s erstwhile console competitor, Sega. Since
the demise of the Dreamcast, Sega has been rather modestly
preoccupied with adapting to its new multiformat reality, It has
managed to produce moments of indisputable creative
briliance such as Rez and Super Monkey Ball, without ever
really delivering the commercial biockbusters that every
publisher needs for financial sustenance

As Edge revisits the company, it finds an organisation
attempting to redefine again, endeavouring lo maintain the
quality that's made it the hardcore choice, but reaching out to
the massmarkst gamers that companies like Electronic Arts
apparently so effortiessly attract. But befora the next wave of
hardware is introduced, surely the industry actually neads 1o
work out exactly how much anyone knows about reaching

out to the massmarket anyway, Therefore in this issue,
Edge locks at Erotic Photo Hunt In the interests of the
common good. And rather enjoys itself,
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046 The Touching Game
Who needs post-pub gaming when there's in-pub

gaming? Edge gets all touchy-feely. And likes it

048 Inside... Sega
Edge fiies over to Japan to talk to the company's
top brass before doing the same back at Europe

062 Part of the Process
Preproduction: the second part of our dissection
of the nuts and bolts of game development

072 Audience with

William Latham
Computer Artworks’ creative director talks openly
about his views of the videogame industry

080 Collector’s Series:

Sega Mega Drive
For many, it's the darling of the 16bit era, with
games that can go up against the best from NCL
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Prescreen

03z
034

Transformers Armada (PS2)
Broken Sword Hil:

036
037  Gregory Horor Show (PS2)

Prince of Persia The Sands of Time
(PS2, GC, Xbox)

S.TALKE.R: Oblivion Lost (PC)
Bujingai (PS2)

Fu-un Shinsen-Gumi (PS2)
Phantorn Dust (Xbox)

Time of Defiance (PC)

Nebula Echo Night (PS2)

Rogue Ops (PS2, Xbox, GC)
Ghosthunter (PS2)

Resident Evil Outbreak (PS2)

Full Spectrum Warrior (Xbox)

Ford Racing 2 (PS2, Xbox, PC)

038
039
040
040
041
041
042
042
043
043
044
oag
045  Prescreen Alphas (various)

Procuction of Edge
Hardware: Powsr Macniosh G3, G4
Software: QuarkXPress, Adobe Photoshop, Macromedas
FrooHand, Ot

Helvetics

A '-..wnﬁu--.mm
Primt=d in the UK by Southermerint. Pocle. Dorset

Future Games: the first choice for gamens

Edge iz brought to you by Fulure Puliisheng Lid, the
makers of PC Garmar, PlayStation? Offcial Magazine-LiK,
The Official UK PlayStation Magazino, NGC, PEM2, MAX,
GamesMastar, PShext

Edge recognises all copyrighls i this asus, Whems
passibie, wo have acknowledged the copyrighi holder
Caontact us if we havis failed 1o crodil your copyright and
we will bet happy (o correct any oversight

“Looks like we're shy of one horme,”
“ho, you brought two oo many.

Edge s ihw negistened trade mark of EDGE Inferactive Maiia inc. Uked undor loonoo

Regulars

Frontend
London Games Week; GDCE; EIGF

- Qrectony/rovembes

the ‘to be this good takes ages’ issue

018 Out there
Edge’s EIGF experience; ‘ERSE’ magazine; Talcum powder
022 RedEye
Education, education, education
024 Trigger Happy
Beg, borrow and steal, but move on
026 AV Qut
Nagoshi-san wants to make factual-based videogames
028 Biffovision
Is Nintendo the new Sega?
076 Subscribe
Money off and free delivery — how can you resist?
078 Back issues
Quick, before they sell out
111 Retrotest
It's 1989. Edge reviews Golden Axe
112 The making of...
Pitfall!
116 Reset
E64 put through the rememberiser
117 Recruitment
Your chance to work in the games industry
126 Inbox
Your opinions on the world of videogaming
130 Next month :
X03: let's see what Microsoft has up its sleeve
Testscreen
092 Magic Pengel: 104 Colin McRae Rally 04
— The Quest for Color (PS2) (PS2, Xbox)
L I 096  Jak ll: Renegade (PS2) 105 Chrome (PC)
: 099 Pokemon Pinball: 107 Pirates of the Caribbean
il Ruby & Sapphire (GBA) (Xbox, PC)

P 100  Conflict: Desert Storm i 107  Tiger Woods PGA Tour 2004
ull'w,_ i (PS2, Xbox, GC, PC) (PS2, GC, PC, Xbox)
il "’» 101 Warhammer 40,000: 108  Unlimited Saga (PS2)

i A, Fire Warrior (PS2, PC) 103  Tom Clancy's Ghost Recon:
101 L o. Uine 102  Tron 2.0 (PC) Island Thunder (Xbox)
S— 103 Homeworld 2 (PC) 109 Alter Echo (PS2, Xbox)
109  XGRA (PS2)
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News and views from e-entertainment’s cutting edge
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London Games Week needs to learn from Expenence

Sony’s consumer event adds impetus to ECTS and GDCE, but the leading UK

trade show still hasn't quite returned to its former glory

|l |
Hm!

d

B = lmp

. 1,,.

W g L0
II]H"""'““ M *HW"

m

Rt

"Iu-

"
§ 14 b

[LTTYTToN

Il (110

Aol

-

Photograpty: Marin

he decision to agglomerate ECTS,

GDCE (see p10) and The PlayStation
Experience under the London Games
Week banner was vindicated by healthy
attendances at all three events, which
took place at the end of August at
London's Earis Court. While the collective
branding revived ECTS, it didn't really
answer many questions about the long-
term future of the trade show; although
the big names were back, it was still a
smaller-scale event than it was during its
heyday — apparently occupying even less
fioor space than even recent years. But
the real focus has clearly shifted towards
the PlayStation Experience, which, like
last year, was an unquestionable success,
demonstrating the continued dominance
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of Sony's gaming brand.

As with last year’'s ECTS, the smaller
size of the trade show element allowed an
opportunity for the voices of more minor
companies to be heard. Once again there
was a sizeable contingent of companies
offering disc repair services or in-store
storage solutions, and independent
retailers sat alongside academic
institutions on the show floor. The Korean
delegation provided the originality and
quirkiness with which it has staked its
ECTS reputation in recent years
demonstrating a motion sensor table
tennis game for example, and, in the
absence of Erotica Island and Hooligans, it
was up to Postal publisher Whiptail
Interactive to provide the shock and awe
with its band of second-tier glamour
models and musclemen.

Also as with last year's show, mobile
gaming remained on the periphery of most
attendees’ interest, in spite of the efforts
to attain recognition over the past five
years, and in spite of the presence of both
Nokia and Vodafone. The N-Gage
continues to provoke the ire of dedicated
gamers, and the company’s stand did little
to alter this (though it's worth pointing out
that it has yet to really court public opinion
in advance of its launch). Vodafone,

EDGE ihm

s of Erotica

o
meanwhile, launched its mobile gaming
competition, but its live! Arcade
probably went unnoticed by the
majority of showgoers.

One new addition was Games Market.
Backed by TIGA, this consisted of special
meeting rooms set up to allow
independent developers to meet with
publishers at the show for a fraction of the
usual cost of exhibiting. Reports did reach
Edge’s ears that the organisation of
Games Market needs 1o be improved next
year for it to fully justify its inclusion, but it
was a welcome addition given the
continual run of bad news for independent
developers in recent months.

Another novelty was the return of
several big name publishers who have

Island and Heoligans,
Wi Ili:’l.["n_‘] interactive

Is and musclemen”

shunned ECTS in recent years - though
this was largely because their presence
was obliged if they wanted to avail of the
PlayStation Experience next door.
Electronic Arts returned after a six-year
absence, for example, showing off a range
of sports titles and Soul Calibur Il.
Vivendi's stand, meanwhile, was
predictably dominated by queues for the
Half-Life 2 cinema booth, in spite of the

007 >




Budget range, Play It, relied on the tried and tested formula of fast cars and latex-clad girls to impress attendees, while Korean developers
relied, as ever, on quirky arcade peripherals. Sony simply fell back on its strength in depth and characteristically sophisticated branding

fact t

its near clean-sweep at the
ards on the second day,

“Such was the demand that opportunistic
youngsters could be seen hanging round bins
trying to procure discarded entry pases”

The real reason for this pron

ounced

yr presence was the PlayStation
| it

pubiist
Exparien

‘Fun Anyone?’ brand

by San

3, USe

Queues snaxkeo

Earls Court, the everit w

The entrance queue for The PlayStation Experience and the ECTS bar proved the most
popular parts of London Games Week, Expect a full report from the latter next issue
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ar coverad, a point

pinned by the number of families in

dance, A dedicated kids' saction
=atured gamepods surrounded by ball-
pools, while adult areas came complete

with 1D checks, A recreation of an NBA Jam

coutt and stacdium terrace housed the

sports sactions, while a music and dance

Calibur il drew

attencees by the

the likes of 'C
le a merchancisa booth sold
nas, t-shirfts, bags
designed to adom the PlayStat
main stage. gaming celebrities like Hideo
Kojima were joined by mainstream
celebrities like Sinead from Fame Academy

{performing a bit
beatbax, Killa K

was one obvious loser in all this,

it was Nintendo.
t Nintandt

e enfrance

like London Games Week &
quality of software, but the sc ication of
branding and marksting - a fact clearly
understood by Sony. The sight of a rain
bedraggled, half-empty. paim-tree adorned
Nintenda Lorry was a pretty miserable one

but depressingly indicative of the company’
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f waning ) the financial realities of globa Bigben's Dance: UK was prominent at
! ECTS, though over at the Experience,
Sony's Sing was more prominent. Edge
: managed to hold itself back in a bid not
likes the youthiu ndustry's ability to do so. to embarrass the queuing youngsters

entertainment. The future of Lc

t as any, and with Lc

singly decrepit public transport

system), alternative e



Edge wins GDCE’s ‘Are You Game?’ panel

And in less important news, the rest of the conference was
dominated by discussion of the next hardware transition

Agidle from tutorials by the likes of

nVidia, intel, and the Xbox Adva

Technology Groy

platforms. Though the likes of Play sions, aimed at getting d

and Xbox2 are still some way off, a lot of A with sponsor Nokia's S

independant developers are finding it 5. But the real subst

difficult to cope after the last hardware

transition, and this year's conference
The Penn vs Molyneux deathmatch was
another of the conference high points

provided a useful opportunity to get to grips

with the technical and

difficulties place in a room resplandently

Nokia branding (featuri

such snappy but

compeling wvar 10 million

d year running, and

“The ‘Developer Deathmatch’ saw Gary Penn
savage Peter Molyneux for failing to include any ~ #ne cherea by Fronters Davia Bra
‘entertaining formal challenges’ in his games” herdwere wil bring wAthout Sllesing ery

hardware, and tha

1ate ihis.

el was followed by

m Naughty Dog's

=h will have been famillar to anyone wh
attended GDC earlier in the year, The main

thrust of Rubin's talk was that graphics

Edge isn't biased or anything, but GDCE's undoubted highlight was watching Edge assert the superiority of its gaming trivia knowledge in salatallls ging from Sports

the face of competition from industry heavyweights. Nothing to do with the fact that the questions were drawn from the pages of the mag Interactive’s Miles Jacobson discussing
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marketing (revealing the interesting f

retallers frequently insist publishers take out
additional in-store marketi

ng as well as
paying to have their games stocked at al) to
Microsoft's Laura Fryer who argued in her
talk (‘lt's o ame?') that the industry
needs to stop denigrating its medium.

But once again, it was left to Seamus
Blackley to point out some unpalatable

-}

truths. Indeed the major failing of the
conference was that it did little to
encompass the difficulties that are currently
blighting independent development —
particularly in the UK. In the weeks
surmounding the conference several further
development studios were closed down,
with both Attention to Detail and A
ntertainment finding ther
the cnly talk that really touched upaon
the structural inadeguacies behind this

recent wave of closures, was Blackley's
Business as usual'. Covering everything

Seamus Blackley was once again the
most ebullient speaker, on balance

from miscommunication between publishers
and developers, through the problem of
upfront design, milestone payments and
royalty-based funding, to the fundamental
failure of developers to truly understand their
audience, Blackiey was alone in highlighting
these deep lying problems. As for qolut'nn
these will need to be found by every
component of the videogame supp
Still, if there was an understated air of

7]

doom and glocm, it was dispelled by the
ast couple of sessions. First, there was the
'Developer Deathmatch’ between Denki's
Gary Penn and Lionhead's Peter Molyneusx,
which saw na holds bamed as Penn
savaged Malyneux for failing to include any
‘erttertainic hallenc
games. Next, there
game?’ pub guiz, which saw a
ndustry luminanes including both an and
Malyneux, as well as Richard Longley,
Searmus Blackley, Martin de Ronde, Julien
Merceron, Chns van der Kuyl and indeed,
Edge itsalf, wying to prove their supsrior
knowledge of videogaming trivia under the
watehful eye of Future Publishing’s Mike
Goldsmith. Obviously Edge won (assisted
by the fact that almost an entire section was
based on the pages of the magazine itself).

WITE

the ‘Ar

And although there was one plucky

audience mamber who managed to eclipse
Edge’s score, and walk off with Edge's
EyeToy pnze, It later emergad Nick
Ferguson had colluded with up to two

other audience members.

Some of the well-known faces put to shame by Edge's superior knowledge included
(clockwise from top left): Lionhead's Peter Molyneux, Vis Interactive's Chris van der Kuyl,
Jeremy Longley of Lost Toys, and Gary Penn of Denki (whose score came the closest)

on



Videogame industry the winner at inaugural Festival

Edge barely manages to refrain from heckling comedians and having its mind
read by mentalists to report from the first Edinburgh International Games Festival
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intendo’s Metroid Frime and SCEE's

EveToy each walked away with
accolades at this year's inaugural Edinburgh
International Games Festival (EIGF). At a
special awards party held to conclude the
event, which ran from August 11-18,
Metroid Prime scooped the Edinburgh
Intermational Games Award for Excellence
and Innovation — in association with Edge,
while EyeToy was the recipient of the
Games Players Game Award 2003,
sponsored by nVidia and voted for by
attendees. Another winner at the event was
Kaonami, whose Pro Evolution Series was
voted the best football videogame ever by a
braying, partisan industry crowd at the
conference itself.

The Award for Excellence and

Innovation was presented to Nintendo's

Ray Maguire wasn't sligible for the,
Excellence Award, since it was released
after the judging process commenced, but
won over the audience of 'Go Play Games',
the public element of the festival, which
proved a sell-out success over its two
weeks. The event offerad members of the
public: the opportunity to get their hands on
some classic videogame titles across all
formats, as well as the first real public
unveiling of Nokia's N-Gage

The real meat of the festival though, was
the one-day industry conference which took
place at the Edinburgh International
Caonference Centre on Monday, August 18.
The success of the event was clear from the
size and wide-ranging nature of the
audience, as well as the guality of the
debate that it stimulated, suggesting that

“EA’s star-studded video promoting its next
Bond title featured a willing cast of A-list
celebrities who will be lending their talents”

David Gosen by the day’s host, football
commentator Clive Tyidesley, and was the
culmination of several months of videogame
playing by a jury panel assembled by Edge.
Freslancs journalist Bhianna Pratchett,
Denki’s Gary Penn, Jez San OBE, Mike
Gambie from THQ, Crash Bandicoot creator
Jason Rubin, Rebellion's Jason Kingsley,
Lionhead's Pete Hawley, Jeremy Longley of
Lost Toys, and EA's Louis Castle nominated
a sbe-strong shortiist from which Metroid
Prime emerged victorious, consisting of the
following games: Battiefield 1942, Eternal
Darkness: Sanity’s Requiem, Grand Theft
Auto: Vice City, tkaruga, Metroid Prime, and
The Legend of Zelda: The Wind Waker.
Sony’s EyeToy, represented by SCEE's

Delegates were given the opportunity to network and exchange ideas between sessions
during the industry day and during the awards party that followed in the evening

this year's conference s just the start of a
fruitiul association with the festival, And
though Tyldesley might have appeared a
rather strange choice as host, he proved
excellent value for money.

The day's events kicked off with a brief
introduction, and reaffirmation of the cultural
contribution of the videogame industry, by
this year's Festival Chair, Tom Stone of
Lego Interactive. The day's first panel
session then followed, featunng a
breakdown of the cument state of the
ideogame market by MNick Parker, who also
pointed to the evolution of marketing by
airing a fascinating array of TV adverts,
including one never-before-aired, stomach:-
churning example from Sany. Other
highlights of this panel included Ray
Maguire's stated determination to grow
Sony’s audience by appealing to the two
thirds of the population that doesn't
currently play games, and David Gosen's
assertion that disposable leisure time is
bacoming as important as disposable
income in determining the spending habits
of the current generation of gamers.

The afterncon sessions kicked off with a
characteristically engaging talk by Capital
Entertainment Group's Seamus Blackley —
who seems to be alone in his wilingness to
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were the (in some cases surprising) highlights before Edge departed the EICC to go and inexpertly heckle at Late'n’Live (see p18)

35, He went O

equally

vith particular highlights

agaming's falure to n

rail against ew with Shigeru

such as the

current reliance on milestones and Solid memories of

oyalties,

HIs most Iy

=ting po

1, backed up with [

Y C Willlams during an excellen

some faldy conclusive figures, hiat sion about game audio,

Free cocktails assisted the conversation
at the awards party. Edge had too many

The EA-sponsored ‘Hollywood or Bust' session (above) was entertaining enough, but Seamus Blackley (left), Danny Kelly and Clive Tyldesley



N-Gage readies for launch

Nokia mounts final push before its
handheld’s October 7 global release

W ith an emphatic presence at ECTS
and a 56-city tour of Europe, Nokia is

sparing no effort to conv
the N-Gage's worth. Edge’s first extended
ands- esled it to be
Ta §

nce the public of

n, however, has

-supported and flaw
ware fine-up is already
and Nokia has recentiy
3 deal with EA, although no
es have been confirmed. Online
senvices will allow for features such as the
download of demonstration walkthroughs or
ghosts to race against. Spectacular times or
moves can be recorded and uploaded as
global proof of your briliance. And Edge
found Bluetooth multiplayer reliable and
speedy to set up. it certainly beats
a spider-web of GBA link-up cables.

t are provided 1o

off being

Unfortunat
Edge was a sigr T
finished code. More fortuna

S Means
that there should have beer

the shortco

twitchy handling and unintuitive ments.

The choice of a porirait screen s stil
baffling — barring the unlikely event of a port
of lkaruga. MoloGP sits very happily on it
but Pandemanium becomes far harder than
the original, since you get less notice of
enemies or gaps. The ‘rocker’-style D-pad
is accurate and satistying. A central click
works as a separate button, and for once it
is possible to use it without squidging the
pad in all sorts of unwanted directions.

Nor do the gaming capabilities

compromise its other functions. Games
pause automatically when a call comas in,
and MP3 playback is of a high quality.
Uttimately though, none of this matters.
in order to change the game in your N-
Gage, you must power down the phons,
slide off the back cover, remove the battery
and then replace the game card. It's a fiddly
procedure, and it makes a mockery of
N-Gage's vision of smart-casual
professionals amiably blue-toothing
with strangers on the way to work.

It's a messy sight; Edge finds it bizarre
(and worrying) that it ever made it from a

brain-storming sketchpad into production

Through the Games Window

The next version of Microsoft Windows is being
designed to make gaming as easy as possible

Ml
These very early screens give some idea

of what Microsoft's new operating
system might look like

014

ithough Microsoft's next-generation
A operating system, codenamed
Longhaorn, isn't due for release until at least
2005, the software giant is already heavily
pushing its advantages. "The PC will be the
dominant games platform for the next
couple of years and at Microsoft we're
going to keep investing in gaming R&D,"
explains Dean Lester, general manager,
Windows graphics and gaming
technologies, during ECTS. “Games are a

critical part of the Windows

platform. Thay

help drive people to upgrade their OS, and
this will be a big deal for Longhom,”

Kay aspects of Longhom in this regard
include & new user interface which will take
full advantage of the 3D graphics hardware
found in most new PCs, Instead of the
deskiop being a single graphics surface, in
Longhoem it will be dynamically composed
anabliny
animations on a per-window basis, For this
reason, the minimum spec for a Longhorn
PC will be Directx 7-style 3D hardware with

features such as translucency and

32MB of wideo RAM and AGP4X, while the
mmended spec will be DX9-cl

S5

hardware with 128MB of VRAM.
Anather part of Longhorm will be the

stability and ease of use by only allowing
use of Microsoft-validated drivers. Similar
programs are in place to improve technical
issues such as patching and game
installation. “"Certainly for simple games you

should be able to run them direct
DVD drive ar have a silent install when yc

can put the disk in your PC and start
playing immediately,
in the background,” Lester says,
“Fundamentally we want to make playing
a PC game as easy as playing a

while the game installs

CoNsoke
Other issues being investigated in this
regard include defining a simple rating

2 game.”

em for deciding whether a game will

work on a PC, as well as the
standardisation of controlier design — itself
the reason for Microsoft's unexpected

iver model, designed to improve both

recent withdrawal from the production of

joys

cks and controliers.

“The combination of keyboard and
mouse is great from some games but it
dossn't work for driving and sports games,”
Lester reveals. “We're thinking about how
we can make the experience better. PC
controllers need to be as standardised as
on the consple.” More Longharn details will
be released at Microsoft's Professional
Developer Conference in October.

Microsoft took advantage of ECTS to
start evangelising the benefits of
Longhorn to the development community



IBM gears up for games

Big Blue’s low key approach at ECTS belies big ambition to
make 2004 the year it shakes up the videogame sector
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he company’s presence at ECTS was

confined to a single, smallish, mesting
room, but IBM was holding meetings to
reveal its large ambitions for growth in the
videogame space over the next couple of
years: Having identified a market
opportunity by conducting substantial
research last year, the company is building
up to enter the markeat fully in 2004, using
2003 as a 'seeding year’ to rsfine its
strategy. And although that strategy is still
partly under wraps, Jorgen Slings, the
company’s business development executive
for gaming, was prepared to share a

few details with Edge.

The main thrust of the company's
renewed interest in the games sectar is one
of infrastructurs provision. "As a game
developer, focus on what you are good at;
creating compelling games," argues Slings.
“Leave the infrastructure to [BM.”
Consequently, the company intends to
leverage its existing relationships with
development tool partners, such as
Discreet, AliasWaveFront, Avid, Softimage
and nVidia, in order to assist developers. In
addition to offering a range of hardware,
such as scalable servers, storage products,

IEM's decision to enter the videogame market follows intensive research into the market
opportunity, and the company is convinced that it can build a reputation as a videogame
infrastructure provider - particularly in the online area, though its aim is platform agnostic

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

and workstations, the company also plans
to launch a Games Laboratory in France
towards the end of this year, that will be
used by IBM's own gaming team and
development partners to test drive

their games.

Slings is keen to point out that the
company’s strategy will be platform
agnostic, but there's a particular emphasis
on assisting in the development of online
game infrastructures, The company also
plans to offer a range of services such as
the use of its WebSohere Portal Server for
hosting online games and the use of its grid
computing systems (recently tested by a
group of students from the University of
Wisconsin, who developed a derivative of
IBM's OptimalGrid called GameGrid that
allowed 80 players to participate
simuitaneously on a single Quake I map).

Perhaps the company’s most interesting
videogame project is the IBM Business
Integration for Games project, Accarding to
Slings, this will provide “a unifying API to
access intelligent e-business infrastructure
from the game environment.” Essentially this
means that revenue transactions can take
place ingame, raising the prospect, via
revenue sharing, of new business =
madels for developers of online fities.

Title Platform Publisher Developer Score
Star Wars: Knignts of the Qld Republic Xbox/PC LicasArs ‘BioWare 9
Winning Eleven 7 Ps2 Konami |In-house g
Boktai GBA Konami In-house 8
F-Zero GX. GC Nintendo Amusement Vision 8
R-Type Final ps2 SCEJ Irem B
Deawnhill Domination ps2 'SCEA Incog 6
Freedom Fighters PS2/Xbox/GC/PC Electronic Arts 10 Interactive 6
Mario Golf: Toadstoof Tour GG Nintendo | Gamelot liigliil]
‘Repubiic; The Revolutian PC Eidos Interactive Elixir Studios 6
Group S Challenge 5
Space Channel 5: Ulala's Cosmic Attack 5
Star Wars: Galaxies — An Empire Divided 5
The ltalian Job: LA Heist 5
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Tracking developments in development

My little console

Forget vector unit microcode, vertex shaders and single-transistor SRAM, the latest
console on the block is powered by a 16bit CPU and can be programmed in BASIC

www.xgamestation.con

onsidering the billions of dollars

required tc bring & game console
10 marks!, more than a few psople
were surprised when programming
guru Andre LaMothe anncunced that
hie was planning to release a new
systemn for Christmas 2003. But before
Sony, Microsoft and Nintendo get too
worried, as the tongue-in-cheek
name of his console, XGameStation,
suggests, LaMothe isn't looking for
world domination. Instead the author
of around 40 game programming
books starting with 1994's Tricks of
the Game Programming Gurus', is
atternpting to do what Sony kicked
off with its PlayStation2 YaBasic
project — get pecple interested in
programming consoles.

*My poal is to write a book about
making your own videogame system
from the ground up; build it, program i,
and plug it in and play. This is what |
was looking for when | was ten years
old,” explains LaMothe, who is
cumently tweaking XGameStation's final
hardware specifications, even down to
designing a custom 2D hardware-
acceleration chip, in order to hit his
target of a $100-150 pricepoint.

“It would have been so easy to
grab a RISC processor and a GPU
from soms manufacturer and have a
250MIP hardware-accelerated system,
but my main concerm is that 1 can
actually explain how it works and

Still in the final stages of tweaking, this
is roughly what XGameStation is
expected to look like when it's finished

Using a home-built assembler and
emulator, this Lulgi demo shows the sort
of graphical power users of
XGameStation should expect. The
emulated demo draws the screen using
16bit tile-based graphics with a sprite
foreground. PlayStation2 it ain't but it
doesn't look bad for a £65 machine that
can be programmed in BASIC

people wil understand and be able 1o
mod " he says.

One thing It obviously won't have is
a lot of power under the hood. For
inspiration LaMothe has looked at the
architecture of game systems such as
the C64, Atari 800 and Apple II, with
final performance expected to be in the
same order as Nintendo's SNES,

“My rule of design for
XGameStation is if the reader can't
understand each part of the design
ther it shouldn't be in there,” says
LaMathe. " want the users to learn
how to write really tight, small code,
understand of all aspects of computer
systarns from the electron to the
phosphor on the screen and get a
feeling of accomplishment knowing
somathing from A-Z. It's very relaxing
progreamming simple 8/16bit systems
whera you know what's going on. |
have no idea what happens when |
type, 'CraateWindowEx' in Windows."

The current component list for
XGameStation includes: a 16bit
Motorola 25MHz 68HCS 12 CPU;
sockets for additional processors
including a 16bit high-speed 8502 and
a ZB0 derivative; one reprogrammable
B4k-block game cartridge; serial 'O
supporting PlayStation comrollers as
well as PS2 keyboards: tlie/sprite-
based graphics with NTSC and PAL
output; four-channel FM sound
syrthesis; a bullt-in version of the
BASIC programming language; and

support via the SDK for Cand
assembly language.

It will also ship with a CD-based
manual explaning how it all works,
although LaMothe foresess two distinct
user groups. “It's designed so the
newbies will be able to plug it into the
TV and learn how to make games
using BASIC, while the senous hackers
can read the manual more fully and
learn about stuff like timing diagrams,
NTSC video output and computer
architecturs,” he says.

Various plug-in hardware modules
are planned, enabling mare advanced
users to up the power of their systems,
and tentative designs for XGS2 and 3
are baing sketched out should the first
release prove to be a success. When
released XGameStation will be available
through online distributors such as
Amazon and Lik-Sang as well as
on the XGameStation websits.

i ¥
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Although designed to help entry-level
progr s, XG: Station

also prove a challenge for hackers
who want to delve a bit deeper into
the system architecture




Fixing the breaks

Patches are the bane of PC gaming but Aardwork’s GameShadow
centralised patching service promises a simple and cheap fix to the problem

www.gameshadow.com

f developers did their jobs properly

there would be little use for
GarmeShadow. But sadly, or happily
depending on your paint of view, the
need for the newly launched service has
never been greater. “One developer,
who shall remain nameless, has just
released a game patch that was over
100Mb," laughs Tony Treadwell, the
jovial CEQ of Aardworks, the comparny
behind GameShadow. "That's not a
patch, that's a brand new game.”
There is a more posttive need for
patches though: support for games
whose lifespan is enhanced, particularty
by online play. There are over 20
patches avallable for Tnbes, for
example. This can generate a huge
array of compatibility problems for
players however.

“One instance where GamaShadow
works really well, is if friends are trying
1o play an online game togather bul
have different versions of the game
mstalled,” Treadwell explains. “Using
GameShadow, it's sasy to get averyone
1o the same version.” Another good
example is when players give up on a
game because of critical bugs, which
make it impossible to continue.

This is where GameShadow comes
into play. Trying to keep track of all the
available patches for your PC games

After logging into GameShadow, the
software scans your hard drive to detect
what games are installed, before
providing a list of avallable patches

B Madden 2004
® Delta Force
= Mall Tycoon

o Woifangtein - Enarny Territary

B Firates of the Caribbean

o Naveretes Nights
Vi - vin

8 Ghost Master
V090 - VIOI00

& age af Sall
ViD - VLA8

= Tharra Heiptsl
Any - Vionl

W Due W Gatache

Sy
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Log onto GameShadow and the first thing you see is the news screen of latest
games supported and latest patches released (above). Around 600 PC games
are currently supported under GameShadow, with more being added weekly

can be a full-time job, both in terms of
knowing what's avallable as well as
trying to get hold of it. For an annual
subscription fee of £20,
GameShadow promises to take

away the hassle, thanks 1o its
centralised, pro-active senvice.

Download and install the BMb
GameShadow client, and the software
will check your PC and provide a list of
the games installed and their current
versions, It will then scan the
GameShadow database, which
currantly supports around 600 games
via 11Gb of patches, and provide a list
of patches avallable for download via
your intermet connection, whether
broadband or dial-up.

*I think there are two key groups of
people who will usa GameShadow,”
says Treadwell. “There's the hardcore
who have so many games, it's
impossible for them to keep on top of
the situation, and there's those casual
gamers who don't even know what
patches are.” Of course, Treadwell
admits that many in the first category
will take the attitude that they can cope
very well by themselves. “That's fine,” he
says. “If you want to sit in a queue on
FileShack or another of those sites,
that's up to you. We're trying to speed
up the process.” And it's not just about

speed either, Neat additions 10 the
senice include an alerting feature which
informs subscnbers when new patches
are released, as well as the abiiity 10
patch games over a LAN; crucial for
gaming cafes and the like.

Currently undergoing a soft launch
in the UK - evaluation coples of
GameShadow, which ara five-patch or
14-dlay limited, can be downicaded
now and are also being covermounted
on PC magazines — the next big step for
Aardwork is the US markat. “The nice
thing about the technalogy is that we
can franchise it," Treadwell says.
Indeed, a two-year deal just signed with
US game hosting concem GamaSpy,
will see a co-branded version of
GameShadow marketed to GameSpy's
18m registered users. “The beauty for
companies hosting patches on their
servers is that thay have the backend
sstup. Alweneedtodoissnapa
branded user interface onto the client
and make sure the URLs are pointing to
the comrect places.”

Other items on the to-be-done
list include expanding the service to
handle files associated with gaming
such as graphics and soundcard
drivers. “Yeah, wa've got a big
queue of stuff to be done,” says
Treadwaell,

"
]

Using the version management console, the version

state of each of your i g is d d,
aswellas a plete list of the patches, their size
and a readme file concerning their functionality

D17
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Howard Read’s Little Howard. Edge wanted a
picture of H-Bot, but he's not returning our emails

daniel kitson

Edge’s Edinburgh Adventures

International Games festl
ic indis
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Matsurm nterstella 5555: The 5
a brriliant visual score to Daft Punk’s *
‘Ski Jumping Pairs’, a &
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presence falt there. \ ning Edge-
Howard Read,
and his
H-Bot 2000, a stand up comic — from the future! — that fils the

silence after ea a
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progucing an aw

k up Daniel
What's your favourite vi me?"

jently, An awkward pause

‘More of a question. But

seeing as you asked, Metal Gear Sofid 2." Ah. Ok. Thanks.

Nat a traditional heckle,” replied Kit

@

|
N&'ym t so many of the technological
MEO S of computer gaming have been
solved.the next big frontier is narrative,
which is where someone like me can come
in and have fun. It's really exciting to see the
| technology develop to the point where we
can now talk about plot, drama, characteri-
zation, emotion, and conseguence in
games. As a writer and creator of imaginary
worlds, this is the field I'm fascinated by,
and | plan to spend a lot more time .
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One man bends over, while another holds a racquet®
Now, come on sport fans: what happens next?




=s Exclusive! New HP Game Reveale

US: Imagine you're a young girl, and you've just been told you're
being sent to camp. Imagine the fear that it n e something
temble; imagine the & 1when you find out it's GAMES camp.
Then im. /hen you see GAMES stands

1 the disappo

for Girls' Adventures in Mal

» going to leam
/, isn't being a kid contusing

1ake videogames! Cri
t all this double-biuff acronym-based wordplay?
, the eight and ninth-grade attendees at the University o
llincis Summer School managed to produce several Netlogo

e, Harry Potter and the M)
y of game st timeless tenets: hiding a
rudimentary game d 1show,

ladlies. See all the projects here: www.wie.uiuc.edu/games

amic behind

UK: Another day, another homebrew development competition
This one, though, being sponsored by PC boutique Alienware,

g laziest one-man-

has a srmart enough prize to

d other such good stuff Edge only pretends to
of Dark Basic, Cartography Shop 3, 3D
o, and Texture Maker, The game must be produced

exactly pressing, sither; entries have t
ame must be

oen

I by The Game Creators.
course — but if you're lacking that,
Edge suggests a management game where Aliens have to put
out a market-leading magazin time and under budgst

SCit Genius Girl K:

DNA strands in Edge’s hair!

Free-scoring Edge's Master League record: P14 W1 D11 L2 F1 A2
Hacking Mz

Shotguns that fire fike tanks? Warthogs as grenades? Hurrah!

heat clay Fl
They don't. They just.make you not want to work, ever

Get 1 View yde for games
Why send to Edge when you can get higher scores elsewhere?

ers Shutdown

Tink, Taurus, Loco Latino and Alec Empire: thanks for the memories




= - Japan: Hey, its Minna no Golf Oniine. Again,

Developing

MEDIA

Author: Jessica Mulligan & Bridgette

Publisher: New Riders
ISBN: 1 5827 3000 0

golf i not a sport for anyone.”

A - |
[ “You see, this area doesn't appear that hard but in !
fact... you need an effect like this and...”

DAN

SIMMONS

Author; Dan Simmons
Publisher: Gollancz
ISBN: 0 575 07260 1

has taken his insplration for "lliurr

g af high culture with speculative sci-1

s Chaucer and Keats-ingpired novel

this time, Simmons combings three separate

Site: The Real Getaway Tour
URL: www.geocities.com/the_real_getaway_tour

et Websiate of e monith

“Playing the The Gataway on PS2 wasn't enough,”
says the biurb on the front page of The Real Getaway
Tour, “They hat to do the missions in real fke.” Which

| doesn't imvolae ludicrous and dming Bnd iIndscrminata
kiling, tharédully, but instead lots of photos of London
and its virtual Team Soho-created countamart, The
promutional languade and the links at the bottom - one
t0-buy the game and one 1o the official site - make
Edge 5 ittie sugpieaus that this is something more
than a fan project. but even if it's SCEE marketing then
it's a mems thats worthy of sttantion,
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n the evening of June 25, Aaron Hamel, a
O 45-year-old nurse from Knoxille,

Tennesses, was driving on the |-40
highway, through nearby Newport. His cousin
Denise Deneau was in the passenger seal. The
pair wers on their way back from a day out in the
mountains. “We were driving down the interstate,
back from a great trip,” Deneau later told ABC
Mews. “My cousin sald, ‘Look at those flowers,’
and then all of sudden through my window came
a buliet. The heat was so much | could feel it. On
my lap, | saw broken glass and lots of blood. |
thought | had been shat.”

But she hadn't. The blood belonged to Aaron,
her cousin, the driver of a car now out of control,
traveling at 70mph against traffic. Imagine that:
covered in blood and glass and God knows what
else, in a speeding vehicle you have no way of
stopping. And, when the car finally, fortunatety — if

il

fortune can be considered in a situation ke ths -
grinds 1o a stop against the guard rail, imagine
looking to the driver's seat and seeing blood
gushing from a wound in your cousin's temple.
Head shot. Instant kill, isn't it, kids?

On August 28, 13-year-old Joshua Buckner
and his 16-year-old stepbrother Wiliarm pleaded
guilty to the reckdess homicide of Aaron Hamel,
Joshua had stolen two .22 calibre rifles from
his parents’ closet a week before the shootings,
and hidden them in nearby woods. On the
evening of June 25, the pair headed off to a small
hill with line of sight to the 140 highway. Their
intention was to shoot at the sides of passing
trucks. They were bored. They'd been inspired by
Grand Theft Auto.

On September 5, Hamel's family filed 2 lawsuit
against Take 2 Interactive.

And it's now Septermber 9, and after four days
of weighing up the arguments RedEye still isn't
sure they're doing the wrong thing.

Being defensive about these things comes
naturally to the videogame community. As a
player of videogames, which is presumably
what you are if you're reading this, you find your
hobby altacked from all sides, often via geek
cliché, and often through the all-videogames-are-
vickent route. And it's likely you'll probably be guite
practised in the art of defending yourself by now:

videogaming is a creative medium just like any
ather, it's no different to watching a film,
videogames are a developing artform, Rez,
yada yacda yada..

And it is never good to be in support of
censaorship, no matter what the medium. We live
in a free society <o we don't ban expressionism,
be it through music, fim, art or videogames.

We just hope that people make the right choices:
that they pick up Britney and discard the Jim
Davidson DVDs, that they read Nabokov and not
the 'Daily Mail', Or more than hope, in fact; we
have to educate,

So, Grand Theft Auto is a great game. It is
also clearly marked as an 18, or at least as clearly
marked as a DVD fiim s, and it is ilegal for game
stores to sell the game to custormers who are
underage. That said, most parents aren't aware
tha ratings system esdsts for videogames. Which

REDEYE

A sideways look at the videogame industry

might not be that damaging, since RedEye's
watched a GAME employee point out the symbol
on the back of Vice Gty to a confused
grandmuother, a policy which, in theory, shouid
place the weight of responsibility firmily on the
buyer. But even if that policy was universal, which

marketing guys! And, while we're at it, we could
make some effort to stop individual publishers ¥
targeting inappropriate games al young
audiences. Such as Take 2, for example.
Videogame magazines are, by and large, for
kicls. In fact, Edge is the only wdeogame
magazine for adults, yet it's one of the few that
hasn't run a Grand Theft Auto caver. Many, if not
maost, magazine covers will have been put
together with the blessing and aid of Take 25 PR
and marketing department. They are, to all intents
and purposes, full colour front-page adverts for an
18-rated product, aimed directly at under-18s
RedEye doesn't know if the situation's the
same in the States, but i itis, and it comes up in
court, he'd be interested to hear Take 2's defence
against accusations that it's been pimping an adult
expenence to minors. He woukdn't mind hearing
some UK magazine publishers doing the same,

too, since from where RedEye’s sitting there's a lot
of people covered in Aaron Hamel's blood

That's the thing. It GTA didn't exist, RedEye
thinks Hamel would be alive today, which is the
kind of stark and binary argument that quistens his
instinctive defences. Of course, US firearm culture

“Until the videogame industry starts to behave with some responsibility
and maturity, its defence against instinctive litigation is weak”

it's obwviously not, the problem isn't really that
non-gamers don't know the ratings exist. It's that
many of them don't feel there's any reason for
them fo exist, because these are just videogames,
just biip thop bloop and Pac-Man and just
something to shut the children up for a day.

And that's where we nesd to educate. How
about a campalgn funded by the industry as a
whole, aimed at a global audience who don't yet
recognise that wdeogames can be nteligent,
emotional, mature, excting, dangerous and,
above all, for adults? We could run a smart seres
of adverts — print, posters, TV and radio spots,
everything — that not only convince people to think
twice before buying kids in the early teens Rape &
Murger il: Go Get 'Em/ but also promote the idea
of videogames as an appreciable form of
entertainment for someone out of thelr teenage
years, Hell, it might actually increase sales,

played a more direct role in the nurse's death:
that the two guns that were missing from the
farmily home for a whiale week before his murdar
s frightening, almost incomprehansible. And sure,
if they hadn't been inspired by GTA, the bored
teens could well have been doing something
equally destructive — kiling themsalves inspired
by ‘Jackass’, or whatever this week's vogue
scapegoat is.

But urttil the industry starts lo behave with
some responsibility and maturty, its defence
against this type of instinctive litigation is weak,
and the costs will be huge. Not just in human
terms, but something those pushing GTA heavily
{o parents at Chistras time seem to find much
easier to understand: money.

RedEye is a veteran videogame journalist. His
views do not necessarily coincide with Edge’s
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ne of my most treasured possessions as a

child was a particular copy of the sci-fi

comic '2000AD". On a blue background,
the cover showed Judge Dredd's badge, with a
pullet hole in it. Scrawled below, in red Ink, was the
single word “Dead?” That was it: Dredd Dead?
That week’s cliffnanger, after Dredd had the
previous week turned his Lawgiver on himself to
escape a sticky situation at the hands of the Sovs,
was, for the way it had strung me bodily up on its
narrative meathoak, my who-shot-JR? and JFK-
assassination all rolled into one. It was the best
cover of any publication | have ever seen,

And now | can actually be Dredd, thanks to

Rebellion's Judge Dredd: Dredd vs Death.
Playing sarly code, | was pleasantly surprised at
how faithfully the bulbous day-glo architecture of
Mega-City One hiad been reproduced, and even
Dradd’s voice is not embarrassingly inappropriate.

| wonder, though, if | want to be Dradd, rather than
watch him. Just as Perfect Dark failed to make a
Croft-style heroine out of Joanna Dark because
she was seen only in cut-scenes, it is a shame that
a Dredd game only lets you see Dredd - this
fabulous distillation of 20th-century macho cool,
looking back to Eastwood and McQueen and
forward to Robocop and the Terminator —Inits
own cut-scenes, and when you die. Seeing Dredd
die, of course, is the very unthinkable proposition
that my '2000AD" cover played on, and | wonder if
the repeated representation of the unkillable
lawman crumpling to the ground somehow dilutes
the iconic legacy of the character.

Nevertheless, the transiation into fluid
videogame form of this popular-culture icon has
escaped utterly betraying its source (consider, by
contrast, all the terrible Superman or Spider-Man
games we have suffered over the years), Its
method of exploiting the comic-book medium may
be contrasted with Ubisoft's XIif. This inventive
cel-shaded FPS has had the critics salivating for a
long time, yet for all its best-game-of-ECTS
success so far, | remain unconvinced by it. it is
certainly true that it delivers a powerful shock of
aesthetic oniginality. As you shoot a distant foe up
on a ridge and watch three comic-strip panels pop
up relating in stop-motion his injury and fall, it's
hard not to be impressad. The art dirsction

T

deserves a shower of Oscars. But further play had
me thinking more critically about the experience of
playing the game as a whole.

Let's remember that the comic-book format is
essentially closer to the medium of film than that of
videogames. It is, to start with, very obviously
‘directed’. Every frame is drawn from a particular
camera angle so as to maximise artistic impact.
Something like this method, of course, is possible
in videogames such as the Biohazard or Silent Hill
series, but in those games the camera cannot
switch angles as often as it can in a camic strip,
where the artist may decide to split just a single
second of action into numerous panels. The latter
ability is what interests X, and what it reproduces
— but it is largely reproduced only as window-
dressing. These gargsous, hyper-stylised comic-
book panels are not in themselves interactive
processes but merely dog-treats to feed the player

n Poole

who has done the correct thing in the game. The
disjunction between the decorative 2D panelliing
and the 3D FPS environment tends to render the
latter all the more aesthetically anonymous. There
seems 1o be a cognitive divorce between the
space in which you play the game and the space
in which you enjey it visually: the panels may be

closer to paintings, and trump both films and
videogames in their aesthetic flexibility. '

There is even, | think, somsthing wrong in Xill's
reproduction of the comic-book 'visual sound
effect’. Bomn as a way of overcoming the comic's
Inbuiit sonic incapacity, the stylised and iconic
typography of ‘Bam!’ and 'Boom!' becomes a
form of double creativity In itself, both visually and
inguistically, since each writer/artist team may
constantly invent new onomatoposic forms
('Chukachukachuka') for their own invented action.
But to provide these signs in a videogame that
also provides real sound effects is to obliterate
their evocative capacity, and to remove the need
for real creativity in their choice, since by the time
they are seen on the screen they are alreacy
farever tied down to being mere indices of the
particular explosion or gunfire shot that is right
now coming out of your TV speakers.

RIGGER HAPP

In the end | think that XIll, for all its artistic
briliance, is predicated upon a sort of hubris which
assumes that a videogame can do everything a
comic-book can do, and more. Well, it can't. Not
X, not Dredd vs Death. (| was also disappointed,
that the latter chose not to use as its influence the
art style of Carlos Ezquerra, my favourite Dredd

“Comic envy is a fad in videogames but it's apparent that too slavish
an imitation merely points up the ways in which games can't compete”

inset on any part of the screen but they belong to
a different epistemic universe.

Xl is also formally inferior to what it has made
such beautiful efforts to emulate in that, being a
videogame, it must exist sequentially in time.
Occasionally an inset device may be used cleverly
50 as to provide paralle| representations — such as
when you overhear a conversation through a wall,
and that conversation is visualised and animated in
a litthe box — but what no videogame can offer is
the superb temporal flexibility of the comic-book. A
comic artist may choose to draw a whole page or
spread in which there is no obvious progression
between panels. The aya may be led around a
certain route by the composaition but it is also free
to travel haphazardly, to consume the page in any
order it pleases and to make connections at its
own leisure, In this way comics are cbviously

EDGE #1249

artist and the man who created the character)
Maybe the best ever franslation of a comic
rermains the hilarious 2D 1980s version of 'Spy vs
Spy', but for all the sadistic fun you could have
with a friend, even that could never reproduce the
anarchic brilliance of the paper form: comics,
remember, are a scripted, namative medium too.
Comiic envy seems to be a current fad in
videogames, like film envy used to be, but it
becomes quickly apparent, as it did with
‘cinematic' games, that too slavish an imitation
merely points up the ways in which games can't
compete and forgets their own virtues, Games
should steal what they can, but then move on.

Steven Poole is the author of Trigger Happy:
The Inner Life of Videogames' (Fourth Estate).
Email: steven_poole@mac.com
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hough I'm often so busy that | don't
T get the opportunity, and that makes me

so miserable, | really like to go to the
cinema to see movies. Recently, though, |
got the opportunity to take an evening off,
and go to the theatre to watch T3',
Terminator 3'. You've heard of it, of
course. If you're anything like me, you'll
have suspected that it's not going to be as
enjoyable as the first two. But | was pleasantly
surprised, as the movie actually tumed to
be very good. In fact, | felt it was worth
watching again. It's one of those movies you
can enjoy aven if you know exactly what's
going to happen — a linear adventure that is
worth experiencing again. | think that you can
find two main reasons for this,

The first case is that put by those people

who enjoyed the story, or at least the

points to others in their field. But at the
end of the day, as the souvenir of those
visuals fade away inside me, there is nothing
much left in my heart about this movie. | may
be repeating myself on this but, yes, these
sequences are superb. There is no doubt
about their impact on screen; but that
impact does not stand the test of time,

However, that was probably the intention
of the Wachowski brothers. I'm pretty sure
that the creators did not focus on the story,
but on the visual aspect of their movie, and in
that respect they did a perfect job. The movie
has been a fabulous success, and people are
excited by what the directors showed them —
even if it's not the sort of movie I'd go and
see again,

So what does push me into watching a
maovie mare than once? Well, essentially,

'$AV OUT

message featured in the story. The second
case Is put by those who just enjoy the
feeling of exctement generated by the story,
regardiess of the message. Now, | had
presumed that the first case is the most
common, since I'm amaong thern. But
perhaps people in the second case are
numerous as well. | thought ‘Matrix Reloaded’
was a very entertaining movig, but it's not
one that | would like to watch again. Rather
than a coherent, well-worked tale, "Matrix
Relpaded' seemed more to me likea
collage, an experience woven from several
gorgeous and breathtaking sequences. It's
like when you have these big shows promoted
on TV with hyperbole like *Look! We have
seen them! The world's most amazing, high-
quality guality visuals ever!” There is almost
no place for the story to be told, no place for
narrative logic, in the face of such a
visual tsLinami.

Of course, sure, the visuals are great
and we can understand the basic scenario
without too much of a problem, but at the
end | asked myself, "Did | learn anything from
this?" and of course, the answer was 'na’.
These sequences were pratty cool and
impressive and stand now as reference

like non-fiction movies, documentaries whera
the reality surpasses anything fiction can
achieve. Which isn't to slight made-up

stories — they can be exceptionally interesting,
but | can't help loving the feeling of having

an insight into somebody else's destiny. It

“l is still rare to find a videogame narrative constructed strictly around a
non-fiction storyline. Why? Would it be boring to develop such a game?”

is truly exciting.

All that sald, do you agres that there
aren't enough non-fiction games? Sure, itis
true to say that the erwvironment is often
based on the past, and perhaps some of the
storyline is too. Maybe the hero also camies a
famous name, one well-known in human
history, And sometimes, particulady in
wargames, the level structure outlines a
particular conflict,

Newvertheless, it is still rare to find a
videogame narrative constructed strictly
around a non-fiction stondine. Why? Would it
be boring to develop such a game, without
the freedom to take the player through your
imagination? | don't think so. | believe that if
you can set the theme and the goals
perfectly, it could be both challenging to

the designer, and succassful as a product.
And | think that if you define precisely the
environment, maks it as close to reality as
you can achieve, then you can get a very
enjoyable and solid result.

Of course, non-fiction allows the player to
gain some insight into events that occurred in
the past. But that isn't the only thing it
offers; | think there is also a guest for the
truth - to corrcborate the things we are
told by books and teachers. And also, the
chance to experience history again and be
placed in a situation far removed from our
own gives us a real opportunity to appreciate
something that was previously so distant. |
think this is really interesting and really fun, in
a way. It's something that only videogames
can achieve in such a convinging manner, too.
And.., oops! Now I'm starting to feel envy; |

Toshihiro Nagoshi, general manager, Sega Creative Center division

want to develop something like this. Since
there are such good non-fiction movies in

the theatre, | really think there is an interesting
challenge ahead in gaming. Do you agree? |
would like somebody to do one, to at least
iry the idea. Hey, why don't you start it

yourself and show the way? And if you
don't, | may need to consider this idea
seriously, because | really want to make the
non-fiction genre as much a part of the
videogame world as it is a part of the movie
industry - this represents a great desire of
ming. Ah, | could talk about movies again
with you, sometimes. In fact thinking

about it, perhaps | should consider a

regular colurmn in a movie magazine - |
would like to speak about movies sometime
instead of always writing only about aspects
of videogaming! it's always 50 easy to write
about the things you love, isn't it7? See

you next maonth!

Prior to Sega’s recent restructuring, Toshihiro
Nagoshi was president of Amusement Vision
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them down your pants merely to pad outa

flaccid column, Other times, analogies are an
simple method of explaining complicated stuff in a
shorthand. Such as the following analogy to
& Nintendo over the past decade: it is the

ke socks: you stuff
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Anthea Turner of gaming. To wi
on days appealing to a broad de
both have fallen dramatically from favour and
fashion, becoming increasingly (decreasingly
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derefiction of my duty as a gamesp ~indeed,
when | told him this he litera face, and |
orced to retract my admission, while he

threatened to thrash at my ankles with his beit. But
that needless lie aside, the fact |
watt until | had a spare 40 quid, rather
and whore myself to raise the money
the game was released, has —if ycu | excuse rha

y appenad? :.Jrely MNintendo is the
gamer's games company; the daddy of daddies.
The cne comp vhich can be refied upon to
pigue the cunosity of any 3 IS
themselves us garner. Perhaps once. Now na
more. Now | regularly feign excitement upon the
announcameant of a new Nintendo game

Thing s, it'd be easy to blame the situation on
Sony. Or even Microsoft. Or even Akin Drum —who

YOre Who ¢

lives on the moon, and plays upon a ladie. Anyone,
frankly, but face the ghastly reality. Which is that the
blame can only be laid at the door of Nintendao itseff.
, like rmar

of my peers, gritted my teeth and
watched the company gradually fiounder on the
shingle of Ineptitude Beach. Like many of my peers,

g considered myself

| denied to myself that any such thing was
happening, that Nintendo was still the only games
even when it rel
oubtiess a wasted
pirik; pound)

90z, it repeatedly proved itself
uch with the demands of
. ow: all that making a big song
ce of eschewing blood and gore, berore

Throughout the
o be hopelessly o
its audience

and dar

: y sitting in |J1e camer at
diing with its shirt buttons, while its rivals
strutted across the efioor, enticing pretty girs to
by slapping their needlessly
bare buttocks, and yeiping loudly. ..

be thair da
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Page 28, press hold, and reveal.

here i3 an argument that Nintendo has
of the other end of this period of

dreadiul grimness. Unfortunately — while there’s no

ingly facks the business sense o compete in
the modern market. Oh, to be sure, publicty the

“Nintendo’s titles boast ten times the charm, wit and ingenuity of their neares

sarme consistency of quality as it did in those early
days of the SNES, but - for me at least — thera's still
something tacking. Nintendo feels now
lurnbenng — if wel-rehearsed — dinosaur, than a swift,
cutting-edge newcomer, hungry for success, Al
maore Spandau Ballet than Rolling Stones. More
Human League than The Darkness,

For far too much of Super Mano Sun: |
Super Metroid and The Wind Waker, | found myself
being impressed without being entertained. All three
are structured to the nth degree; to the point where |
get a headache just thinking of the pre-planning that
must have gone into the worlds, the puzzles, the
tidiness of it all. This may be heresy to admit, but |
falled to finish any of them. With each, at some point
the end, | got bored or frustrated, and just
couldn't be bothered to carry on; the gin larder was
calling. That never used to happen with Nintendo's
games, and it has shaken me to my very larynx.

re like a

Dail

‘Digitiser’s founder speaks out

ot saying | don't like Nintendo's recent
output; indeed, compared to the majority of games
out there, Nintendo's titles boast ten times the
charm, wit and ingenuity of their nearest rivals. And
yet... theres still a sense that the company is
treading water. Literally for much of The Wind Waker.

rivals. And yet... there’s still a sense that the company is treading water”

eny that it's in competition with Sony
We don't even know who Sony and
Microwhateveritis are,” a
But the truth appears to be that Nintendo no longer
knows how to be a competitor. Indeed,
or Microscft seem overly bothered by what Nintendo
does (at least, as far as consoles go
may prove to be a different proposition).
There's also a wormying sense that Nintendo is
going the route of certain '80s pop bands

lintendo spokesman said).

ther Sony

handhelds

secdling
its wares to an aging nostalgia circuit, now that its
struggling to find a new audience. Whike that may
seerm hypocritical, having just accused the company

of previously squandering its greatest assets, too
mary of its recent seguels have been slick greatest
hits packages, rather than the innovative,
groundbreaking wares the company once
produced. Admittedly, you could argue that it would
be impossible if Nintendo managed to maintain the

james (though
ely as we're told
retread of
Tr at said, a n_frread of J:an.“. of
Time is Infinitely preferable to a retread ¢
rs | through IV, or a Max Payne clone, or -
- a sequel lo Bink: The Time Swesper.
... It's just a big shame that Nintendo is
apparently losing its grip, and almost seems
prepared (o let its B towards becoming the next
Sega. Now that Sony is planning ¢
assault an the handheld market, Nintendo can no
longer afford to rest on its laurels and pretend that it's
in & market of one. And - pff—it's going 1o take a lot
more than releasing a new version of the GameCube
with a plastic bloody Pikachu stuck on it.

Yeah, It looks different to other Zaiga g
it doesn't lock anywhere near as

ng overdue

Mr Biffo is a semi-retired videogame journalist.
His views do not necessarily coincide with Edges



Incornmg electronic entertainment from across the globe

most wanted Edge checks its teeth for spinach on the way to ECTS
Transtormers Armada (PS2)

Broken Sword lli:
The Sleeping Dragon (P52, Xbox)

Siren (P52)

: wa_h_‘_‘
{PlayStation2) SCEE

5 Fu-un Shinsen-Gumi (PS2)

g Phantom Dust ((box)

i Time of Defiance (PC)

2)

a Nebula Echo Night (PS2)
Rogue Ops (P52, Xbox, GC)
Ghosthunter (PS2)
eaident Evil Outbreak (PS2)

e Full Spectrum Wartior (Xbox)

g Ford Racing 2 (PS2, Xbox, PC)

g P Alphas (varnous)

g

(GameCube) Ubisoft
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Transformers Armada

Melbourne House prepares one in the eye for everyone
who'’s ever laughed at Edge’s Transformers duvet

The game has the potential to be unusually beautiful, with lush rolling levels and dynamic cut-scenes by
the Japanese studio responsible for the hugely impressive Souwl Calibur Il cinematic sequences
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(S IS usually a rat
“However at one with the handling an ordinary s o
racing game allows you to become, only as a e

Transtormer can you truly be the car”

nal extension It's interesting to note that despite not
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of gratifying a player, and it hop
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iy ] &N ordinary racs that the dis

produce the f excitement as do
the chests in Z

Some have straightforward functions,

as miss 5 Or extra shielding,

“Gamers love shooting things. Gamers love but they become mare tactically significant

driving fast. How about. ! : when they offer invisibility, night vision, or
Although the Transformers move heavily, Edge isn't claiming it's the first game kindly parasites, lending them their abilities comvert your Transformer into a glider, Each
they never appear to be clumsy or slow where you get to drive and shoot, Too many while leeching a little power. As a Mini-con puts a different drain on your

032



an almost fatal hit, he will be transported

back to HQ, and

can repair and re-jig

your Mini-con configu returning

checkpaoint

ale of the |

cally, Transformers gar

be destroyec putation, but it looks like that

ur Transfor

science. Should take may be about 1o change.

¢ PlayStation2
“ubbsher: Atan
Deveioper: In-house Melboune House)
Austraka
May 2004

We never thought we'd ever get excited about a Transformers game, but Transformers Armada could
be the one 1o break a curse that's festered for nearly 20 years, since the dreadful Commodore 64 game



Broken Sword lll: The Sleeping Dragon

Insider information on an ancient conspiracy?
Let’s just say, Edge hasn't always been a traffic warden...

The richness of detail can border on the overwhel

, but a di biue twinkle always targets the player's

attention to objects of interest, meaning there Is never any nesd to wander almlessly pressing X

changes, fron

to flirtation and

— | dge doesn't mean to be a gossip,
= | but there’s something you should

| know. Charles Cacil loves you,

He told Edge so, you see - or, rather more

convincingly, he showed Edge so, as he

outlined the exhaustive efforts that he and the

team at Revolution are going to to ensure that

anyone who plays Broken Sword enters into a

world which is beautiful and engrossing.

The Sieeping Dragon's remit — to extend
the namative strength, cerebral challenge and
visuial beauty of the Broken Sword series into
three dimensions - has been detailed in
previous issues of Edge. When games are
nearing completion, a developer's focus often
becomes tighter, identifying smaller and
smaller problems. But, as Edge suggested in
last issue’s Ten Commandments', it's these
not-so-trivial details that can puncture an
otherwise successful game.

Sometimes, game designers' obsession
with the cinematic can overshadow more
mundane considerations. In Broken Sword,
however, its fixed camera and exploratory
nature mean the cinematography is crucial to
producing a satisfying game experience, and
Cecil is watchful of every tiny detail. In earty

“With the shift into three dimensions
the pla ¥er has to think more spatially,

and g
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their hands much dirtier”
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code, a balcony shot was filled with the brown
shadowed side of the bullding. Dissatisfied
with the monotony of the composition, Cecil
maved the camera, requiring the creation of

a café and a sunny side street. The result is
not just a prettier picture — the change much
more effectively communicates a sense of
place (see screenshots on opposite page).

It's not a game of short, sharp shocks.
Daspite some sections having an air of Tomb
Raider about them, the player is never
required to manceuvre George pixel by pixel.
There are no ledges to tumble from, ne jumps
that can fall short. Once players have
determined their route, they can rely on the
graceful athleticism of the characters to
execute it. Ensuring that players never die of
lgnorance, the game rescues them from
potentially fatal situations with a tiny cut-scene
outlining the danger. Once wamed, however,
you are on your own. But should the worst
happen, the game restarts from the last

room entered, removing any risk (o the sense
of atmosphere or the strength of the story by
exposing it to repetition and player frustration

But for all the innovation, every effort has
been made to tug at the memoaries of loyal
Broken Sword players. George is still voiced
by the original voice artist, which adds an
incalculable sense of continuity to the new
look of the game. There are also quotes, botl
in the conventional sense of lines lifted from
earlier incarnations, bul in a visual sense 100,
engineered by moments when a character's
animation echoss movemeants from a previol
game. Puzzles still require lateral thinking anc
mental resourcefulness, but the shift into thre
dimensions gives the game a chance to poki
its way into all sorts of virgin lobes. No longel
limited to wrahgling objscts from one locatior
to another, the player has to think more
spatially, and get their hands much dirtier.

The pace of the game, and the safety
nets in place to protect the player from



Previously In E110, E116, E124
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r‘l “‘ “ The ‘action events’ (left) that pepper the game
require a quick eye, but reward you with dramatic
and unexpected sequences which could never be
accomplished within the game's usual controls
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Are you looking at me, looking at you? Sony announces a
survival horror title that sees itself as others see it

ll. . — | hatever hap
| !}il“ Ll Hanyuda, Edge is confident that it
TP L~ | wasn't good. Things that leave an
aftermath of bloodied seas and

mutations rarely are. The story unfolds

three days, seen through

over the shoulders \ ant
characters, young and male and fermnale,
But its teling is not chro s
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The game is currently viciously hard, with one she
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the hallmarks of t
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N is to safeguard a young girl in
. Able 10 issue smple come
ay there commands, the

The characters produce a convincing impression of
a village blighted by some unimaginable evil




t- PlayStation2
Capcom

Gregory Horror Show ===

Foleans: November 21 [UK)

Previously in E121

Capcom announces plans to open an international string of
animatronic freak-show cabaret clubs. Well, not really, but it should...

- h my. Edige is pelting down a
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-l
| think it would bo wins not to
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private atfaire. . . how ban hoa!
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wough the game is

B i (it o o
i ronaa nighis’, & The punitive Horror Shows take place on a vaudeville stage,

and while skilled players can avoid them, curiosity-driven
masochists may choose to deliberately seek them out

repeatedly through
urtil all the goals ¢

i INto paople
to make Edgﬂ £

And hide in a wardrobe




i\ P52, PC, Xbox, G

" Prince of Parsia The Sands of Time —_—

Felaasa; November 21 (PS2, PC), 2004 (Xbox, Gi

What if, instead of a spider, Peter Parker had
been bitten by a radioactive Errol Flynn?

A favourite title at both E3 and ECTS, The Sands of
Time is shaping up to be one of the most

impressive titles for PS2 this winter

The time lord

The Prince command time to run

awly b
up and & g down time are

negotiating the bla

hat will be fami

precious
must be

Sle ween the Princ

the marbie of the palace fioors. Not bex

it can s=e it, because it can fe

surety of his grip, and infonmex

movements. ideas of whare to go next trave
from Edge’s brain, down its arms, along the
controller wire, into the Prince's body and out
through his swift suede boots with the

absoluteness of lightning earthing

f Time Is pl

anormous hourglass. An ewvil vizier tnicks the

Prince into unlocking the latter with the former
and the sands of time are released, turning
everyone they touch into glinting-eyed

By Killing them with th

s liberating and

whether it's running up walls like .

or swinging from flagpoles like an Olympic

parallel bar medallist, t make

unhindered translation from imagination to

execution. Alr as fast as you can conc
the Prince

ulting
vhesling and wall-spnnging, the

/es them a char ainst the Prin

their ability to teleport. And their nasty habit o
coming back from the dead

Notes of ¢

17 One central puzzle is
poorly laid out, turning

figuring

& challenge into

o doit. And

I

In a novel twist to combat the dreaded ‘instant
death’ syndrome, the Prince can use the mysteriou
sand to reverse time and undo those fatal errors



S.TALKER: Obivion Lost =

A world where vodka cures radiation, mutated pigs talk to themselves and British
Airways is hiring mercenaries. ‘We're crazy about realism’ says Kiev's GSC Game World
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Nodes can be destroyed to open the way ahead or trigger special events. Once Nevin fully upgrades
his PolySuit he can transform into sword form, gun form or stealth form - each drains energy, however
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Format: PlayStation
Publisher: Tait

Daveloper Ftec!Enta‘tammer
Cirig gin Japa
: Christmas (Japan), TBC (Uk

The shrieking adulation of a nation of teenage girls may be all
that stands between the human race and its annihilation...

t's the future and stuff has gone wrong. Videogames tend to
| have a reliably pessimistic view of the fate of the human race, ; it e
but Red Entertainment has put its faith in an unlikely source of :
salvation. Bupngal's hero is modelled on J-pop superstar Gackt (Edge
can only assume the name drips more disdainful cool in Japanese than
it does in English), who has also periormed the motion capturs for the
animation and recorded the dialogue.

Fighting the waves of enemies is as much about movement as
combat, since Gackt can wall run, grab onta bars and fiy short
distances. As a consequence, the combat system is deliberately
designed so that most of the moves you can do on the ground can also
pe used in the air. As well as attacking with his twin swords, Gackt can
hurl fireballs and unleash earthquakes 1o
flatten his enemies — and all-important
combos can be sustained by powering up
your shield until it functions as an automated
guard and counters your opponents’ blows.

GunGrave showed that Red knows its
stuff, and Buiingal should expand on that with
a greater reliance on exploration and a better
fighting system. Gackt, meanwhile, has to
return to his day job. Edge trembles to think

Magic use depletes the pink bar (bottom left)
and a greater range of 'spiritual power’ attacks
become available as you progress through the
game and defeat the obligatory bosses

3D combat games have proved hit and miss. . e inale d b
Bujingai will need a reliable camera and careful what'll happer! if his next singlé doesn't

balancing to succeed where Devil May Cry 2 failed maks numiber one. =

Fomat: Phys‘l‘amr

F‘uL-h;he Gen

Fu-un Shinsen-Gum =

Felease Winter (Japan), TEC (U

The designer of Solid Snake and the makers of Sword
of the Samurai team up for a samurai team-up

— | art RPG, part squad-based RTS, this game puts you in the role
= of a member of the Shinsen-Gumi, the elite Samural force
I which policed the strests of Kyoto when, in the last days of the
Tokugawa Shogunate, an influx of rebels were threatening the peace.

Although a selection of characters are avallable from the beginning
of the game, it's possible to edit and customise their profiles. During the
day you patrol the lavish city, asking questions and |ooking for clues —
not that you can afford to let your guard down, since you run the risk of
ambushes and traps. Once you have located a rebel hideout, your team
of four swordsmen hack their way in and dispense summary justice,
These bloodbath battles in the confines of deformable houses look likely
to prasent a very different tactical challenge from the more open
missions which take place in the countryside
beyaond the town,

Retuming to your HQ after each battle
allows you to change your clothes, equipment
and the configuration of your team. A
twoplayer mode Is promised, but no details
are available as of yet

If Genki can satisfyingly integrate squad
control and the sophisticated swordplay of its
earlier titles, then Fu-un Shinssn-Gumi should
do justice to one of the most spectacular /| =
periods of Japanese history. =

—8f 000
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Deployment of your team is achieved through four
icon commands (attack at will, attack my target,
protect me, defend our position), although it's not
clear how the control scheme will be arranged

The detailed and historically accurate character
design gives a great sense of camaraderie, and
makes it simple to identify your men in battle
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Sometimes you have to destroy to create. Microsoft hopes
to build a loyal following from the ashes of a futuristic Tokyo

fter the announcements of Magatama and Dinosaur Hunting
Microsoft's assault on the reluctant Japanese markat
continues with Phantorm Dust - a Japanese form of gamepiay
n a Japanese setting produced by Japanese developers, exclusively
(s far) for a Japanese markst

Tokyo has been spectacularly ravaged, and the strange dust of the
game’s title has driven its inhabitants underground. Only the most
daring venture topside, where they take advantage of the fractured
architecture to battle against each other. Based on a card system,
players must collect Skills - there are up to 300 offensive, defensive and
magical moves available - and then build balanced decks that they take
into battie. The fully deformable city can decide the outcome of a fight,
as buildings collapse and crush those under
themn, Any destruction is permanent, saved
onto the Xbox's hard-drive angd altaning the
nature of all subsequent batties,

Although Microsoft

Al, the game s gearad for piay aganst up to

is working hard on the

Visually spectacular, the hard-drive dependent
deformable environments have partly been
conceived to impress upon Japanese gamers the
technological superiority of the Xbox to the PS2

downicadable content and updates, will m
the game fusls the uptake of Xbox Live, on i )
W R As well as crushing your opponent, the city can
WINCT) | 15 pning 50 marty of ks also be demolished to provide short-cuts, or
Japanese hopes used as cover against an enemy’s attack

Time of Defiance S

Relaase: October 10

Fans of mammoth online games have a treat in store... the campaigns in this
game can take anything up to four weeks to complete. But is time on its side?

aving aiready been launched as a smallish download on the
internat, Nicely Crafted’s massively multiplayer RTS has
| already managed to attract 1,000 users, in spite of its

mammoth scope and complexity. Individual games can take up to four
weeks 10 complete, and although there is the option to play smaller

there's nobody home, it's up to the Al to defend itself - though the size
of individual empires mitigates against the success of biitzkrieg attacks
while opponents are sleeping.

Now the game’s set f eiease, faciitating improved
graphics and incorporating all the content updates that the developer
has refeased so far. What's more
an oniine game, it's perfectly play
dial-up modems — although it's probe
beyond the rather confined fimits of Edge's
own leisure time, and it's certainly not for the
faimt-hearted owing to the elaborate
diplomacy, trade and cornbat strategies that

".'r

e
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1 r | S internet for some time now, having attracted a ] W, i ) victorious generals will need to employ, But

The boxed version of the game benefits from
improved visuals, but the game itself is essentially
the one that's been available for download on the

loyal and dedicated fanbase of would-be general

M. i this is clearly a game that rewards piayers
l !rnhlﬂi' ] according to the amount of effort they put In.
Which could diminish its massmarket
appeal, but not necessarily ts quality.

Concerns about diminishing disposable lelsure
time don't seem to have affected Nicely Crafted:
Time of Defiance requires hundreds of hours




Nebuia Echo Night

Origin: Japar
2. Christmas (Japan), TBC (UK

From Software abandons schlock-shock survival horror
and prove that in space, no one can hear you whimper

pace tourism has hardly had an auspicious birth
Moustachioed business men and the horse-faced one out of
L ‘N-gyne seem like improbable candidates to usher in a new

age of intergalactic glamour. it comes as little surprise to Edge then,
that once it doss become commenplace, its all too likely that a freak
lent will destroy your shuttle, and you'll have o take refuge ina
oon base with only your fiancée and dozens of disgruntied

Each ghost has unfinished business on the station, and the anly
way to release their spirits is to complate the tasks that haunt them - or,
surately, cause them to haunt you. In order fo discover what is
on their mind, it's necessary to let them brigfly possess you. Contact

more &

with any ghost, however, saps your energy
and it's not possible to know how dark and
powerful each entity is until you come into
contact with it

It's this uncertainty that From Software is
hoping will generate an atmosphere of
foreboding and dread. Details are too
sketchy at this stage to form any real
impression of how the game will play, but
there's absolutely no guestion that the sterile
silence of the space station Is

It's not yet clear if the game will require the kind
of character-swapping puzzle solving seen in
Resident Evil 0 or if your fiancée will be playable admirably spooky

It's possible to recon ahead of your position
using the station’s CCTV system, and observing
the behaviour of ghosts may provide hints abou
what tasks they need you to complete

Rogue Ops

Format: PS2, Xbox, G

Developer: Bits Studio
Origin: UI
Decembear

A shadowy organisation kills your husband and child. Just as well you're a highly-
trained ex-Green Beret with a Lara Croft fixation then, isn’t it?

dge hates games that ask you to be stealthy and then

= | give you any of the moves or equipment that you need to

do so. Rogue Ops can't be faulted on this front, since it
dispatches its sassy heroine to uncover the inevitable global Jiracy
with a full compliment of night sights, shurikens and the ability to hide in
cupbeoards. .. if that's what’s nesded. Missions rangs from hunting fou
mouthed temarists through booby-trapped sewers to light-fingering
cultural artefacts from high-tech museums.

The game places on the bloodless kill. Creeping
up behind-an enemy allows you to trigger a combo wheel. If you can
copy the onscreen instructions in time, then you are rewarded with a
balletic and silent neck-snap, Fudge them and the guard will turn,
triggering the alarms and ruining your
Some sections reguire just as much
brainwork as footwerk, and many puzzles
have multiple solutions.

g empha

There's a lot that needs fixing hers,
ranging from the niggly (pick-ups aren't
fall ved clearly) to the serious (context
sensitive movement commands are
unreliable), but Bits has plenty of time in hand.
And Rogue Ops certainly has all the

Bits is aiming for an adult tone throughout the
game, both in the grisly actions you are
sometimes required to take, and in the dialogue
which is, by turns, aggressive and explicit

ingredients at the ready to satisfy those
who are weary of guns and gung-ho
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Climbing is only possible where a trigger is
displayed. It's a system designed to simplify
things, but can occasionally be a little fiddly



Ghosthunter

Sony brings together the third place and the fifth dimension in an
abandoned school and then sends in the cops. What could possibly go wrong?

| chool basements are inherently sinister places, particularly
when inhabited by the uneasy souls of murdered children. As
a rookie cop you find, in quick succession, a vast tank of

malevolent ghosts on the loose, your festy boss abducted and yourself

recruited by a slightly camp computer as the all new Ghosthunter.

He explains to you that your task is to weaken evil spirits with your
ghost-gun, frisbee your ghost-catcher into them, and watch as the
bloated spectres a vast distorted beach
ball and get sucked Into oblivion. Your ability to see ghosts is dus to a
benevolent spirt called Astral who has taken up residence inside you,
and, at certain points, can be summoned and controlled. The
advantage to this is that Astral can acc

inflate to the rough shape o

places you can't, but
contralling her is more reminiscent of

swimming than fiying, which makes navigating
a complicated building with stairways and lift-
shafts a little: claustrophobic

r now, at least, it's the u

camera needing the mx

il story of the

Ammunition for your guns cleverly comes from
the ghosts themselves, as direct hits chip off little
plasmic shards which replenish your supplies

ost work. Despite a
ioo olten

il or at yourself, And despite
the gorgeous quality of the character models,
Edge would rather be able to see where it's
going. Especially when where it's going

ice of three modes. you are al

left staring at a w

I & spooky school basement.

Prewiously in E124, E125

L i

Astral can only be summoned at set points in the
game, often locatated in dingy bathrooms. As
new ghosts are captured, her abilities increase

Resident Evi Outbresk

|'_‘:'.;||r JEpEn
s2; Winter (Japan), May 2004 (UK)

A new horror is stalking Raccoon City — the
fragmented nature of Europe’s network system

due to the 'di

The failure of Japanese developers to bring online
games to Europe is a worrying trend. While Edge
acknowledges the difficulties, it seems that
solving them is treated as an afterthought, not

as an integral part of the game’s design

Prewiously in E118, E125

e more popular booths at the PlayStation

Experience, enthusiasm for Outbreak has been dampened by
L | doubts over whether the game will be online in Europe. Its
producer, Tsuyoshi Tanaka, voiced concerns in a recerit interview that
cult’ nature of Europe’s network system it was
impossible to guarantee online capabilities.

it will be a great blow to the game if the co-operative possibilities
remain inaccessible to European players. Although, after years of lonely
wandering around Raccoon City, finally having some company around
doesn't seem have the impact that Capcom might have been
expecting. Edge watched players delight in undermining the grim
atmosphere of the game by stuffing their wounded team-mates into

cupboards and jumping out at each other.
Entertaining enough, but it perhaps adds
welght to Capcom's decision not to make the
game headset compatible.

Capcom s working with Sony to try and
ensure network compatibility, but will have to
make a decision at some future point whether
to abandon enline plans and instead bring the
singleplayer game out in time for its
prospective May 2004 release. Should the
online game prove viable, work on it
could mean further delays




Full Spectrum Warrior

Format: Xboo

Two squads, eight soldiers, two basic commands.
Full Spectrum Warrior isn’t nearly as simple as it looks

[ _ | oveand attack. In videogaming terms it's laughably limited,
WAL | but in the reality of combat zones, these simple decisions
|_ _| become terrfying responsibilities, Full Spectrum Warrior gives
youl no direct control over your men, requiring you to move them in
methodical stages through streets where every doorway, every car,
every side street contains a potentially lethal threat, Once you have
salected your position, weaponry and targets, your froops carry out
your orders with trained inteligence. Watching them flatten themselves
against cover, or manoceuvre to stay clear of each others line of fire
makes you even more determined to see them home in one piece,

The nigid reglity of the game doesn't just extend to the player having
to obey real world rules of engagement about tearmn deployment. Each
soldier has his own personality, and is likely to
shirk orders given by somecne he dislikes, or
abandon an ordered retreat to attempt to
drag back the body of a fallen comrade.

Missions will vary in scope and length
and, thankiully, headset enabled cooperative
play is confimmed. Finally, although the very
human nature of the squads makes violent
death-matching unlikely, Pandemic is
looking at implementing paintball-style
compstitive options based on actua! =
US Ammy training games. =

l,uill.ilh.-

The focus of each soldier can be fixed
individually, with a firstperson perspective
showing his visual range by blurring the periphery

Previously in E125
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Full Spectrum Warrior works very hard to make
you weigh your soldiers' lives very heavily.
Positioning your two teams, selecting their
targets and weaponry and coordinating your
attacks produces a vast number of
configurations, of which only the most
tactically sound will end in success

Ford Racing 2

The Ford Model T was the first car ever produced on an assembly line.
A generic vehicle developed to appeal to the masses. Sound familiar?

| ©you love Ford motor cars? Maybe you're more of a Chrysler
man, or perhaps you can only get excited about Morris
Minors, Whatever the case, driving games licensed from Just
ane manufacturer is an odd concept (Sinclair’s C5 apart, naturally). Here
you have the complete history of Ford in one digestible package,
everything from the 1955 Thunderbird to the new 2004 F-150. Surely
that's got to appeal to someane, hasn't it?

It's actualty quite a draw, unlocking cars from down the years and
seeing how they perform on racing ovals, rally courses and city streets.
Delve deap enough and you will even discover a Gran Toring, though it
handles less energetically than the one featured in Empire's Starsky &
Hutch. Gran Turismao's influence s stamped all over this, at least
superficially, There are driving tests to
complete, there's the catch 'em all structure
and the cockpit display is near-identical,

Sadly, plenty of work needs to be dane
both in the visual and handling departments if
this is to compare favourably with the game it
s0 indiscreetly mimics. Take off over a hump
in the road and the car floats back to the
ground with & less than satisfactory sense of
gravity. As the old adage goes, there’s stil
time... Edge just hopes this game isn't
firmly rocted in a technological past.
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Visually Ford Racing 2 is competent, but the
sensation of speed needs improving if it's
going to seriously compete with Gran Turismo 4

Format: PS2.)(_bD_x. PC

3 Orlg-n U
Release: October 3

Unlocking historic Fords is pleasingly compulsive
but the game itself needs a lot more care and
attention if it's to distinguish itself from the pack



Pre%m’] / \lphas This month’s announcements and updates...

Astro Boy Battlestar Galactica Chain Dive GunGrave OD
Format: P52, Xbox Format: PlayStation2
Publizher: Vivendi Universal Publisher: SCEI
Ceveloper: Warthog Devsloper: In-house

Synchronized with a remake of the original TV Giving you the helm of a prototype Viper as a Armed with an ice blade, the hero of Chain Dive Offering arenas three times the size and a refined
series, Treasure is working on an airbormne laser spunky young Ensign Adama, Battlestar must defeat an invading allen horde by swinging 3D engine, the second episode of GunGrave also
powered adventure for Astro Boy. The old Gall promises full-scale wheeling space from point to point with his plasma whip. Sort of promises scenery which can be strategically
UGA team will be working on a PS2 version battles agasint the Cylons. More next issue like a high-tech Tarzan, Edge assumes destroyed with your Ultimate Demclition Shot
Doom 3 Half-Life 2 Kya: Dark Lineage Pikmin 2

Format: PC, Xbox mat: PC, Xbox

Publisher: Activision )

Daveloper id Software

Very pretty, but also pretty predictable. Doom 3 MNew shots but little new information, apart from The hand-to-hand sections shown at ECTS were The twoplayer co-op mode is working well, with
refuses to integrate current FPS convention, the announcement that Valve will be making the a little pedestrian, but the vertiginous gliding inventive leval settings and a time constraint that
preferring to remain stuck in the 20th century. game available to download online, in several sections and strong characters suggest Eden makes things hectic rather than grimly stressful.
Still, a thrilling ride is at least promised different versions, with varying amounts of extras may pull its ambitious adventure together Edage still fears the white Pikmin, though
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The Touching Game

Who needs post-pub gaming when there's in-pub gaming?
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the gameplay. Your eye is demwm to the
human focus of the picture, wnmmmawmto Il
scrutinise the potted palms, banisters and "”m"“*m‘ﬁ"., ”m” '"|’[|' I i-u|‘ |
disguise so many discrepancies. Wtemnscumébdlm I”' | |
e ||""| TH I bathrooms and cringe at the sight of ocean liners. _
. "” il “mlmw I This is some of the purest twitch gaming available, The human
; il visual system relies substantially on the brain’s ability to detect the
differences between images, and playing Photo Hunt at speed is
like getting to spy on the private workings of your mind. Again and
again your hand will shoot farward without you having any
conscious awareness of where it's going to tand. But when it
does, a green circle blossoms around it and a cheer goes up
around you. Sometimes your brain s smarter than you are.

As the high score beckons and the time gets tighter, bodies
press closer, converting Edge into a single multi-armed monster -
like the terrifying woman from Project Zero. As more people are
drawn in, those at the back must Mr Tickle their way through the
press of bodies if they want to reach the screen. Forget the
tactical demands of Ghast Recon, no one can hope to scale the
heights of erotic difference without some serious co-ordination.
“Shorties at the front, beanpoles at the back... you take pants and
I'll take earrings.™ And there’s no greater show of gaming prowess
than the solo five. It's a matter of keeping cool and keeping
methodical, even when the smoke and screen are making your
eyes fizz and your mind is plagued with doubts.

It would be easy 1o sneer at Erotic Photo Hunt, but unfounded
and short-sighted, as this is gaming at its most accessible.
Instinctive, convivial, rewarding and no controllers, combos or cut-
scenes between a newcomer and the game. Edge doesn't it
think it's the future, but it sincerely hopes it's a part of it. E

EDGE 1179 047
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Inside...

Sega Japan

Formed in 1954 by a US businessman, Sega went !

on to become one of the industry’s biggest players.
But the last two years have not been easy for the
former giant. Edge talks to a company in transition...

: Yu Suzuki 2
Toshihiro Nagoshi
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The original Altered Beast was bundled with the
Mega Drive, so although it wasn't very good it was
sampled by millions of gamers. Sega will be hoping
this update can bring back good luck and prosperity

is a lot of crazy, different influences inside. Not
everybody understands what Edge is or what
Edge means. It is the same for Sega and only
the people who understand will understand.
So it is very important to have EA's mode! and
Sega's model.”

Edge is given copious documentation
putiining Sega’s new philosophy and structure.
Ad shests of paper headed with banners such
as ‘Return to Origin’, The Excitement
Company’, and Total Entertainment'. Sega

nine R&D studios to six, and has established
one holding company to oversee them all. The
president believes that the new Sega will be
miore discriminating, smart and focused.

It's a sentiment reflected by Nagoshi-san,

FAQ

wha now helps oversee the creative output
from all Sega's divisions. “Sega was split into

Company name: Sega Corporation (Japan)
Founded: 1954

HQ: Ota-ku, Tokyo

Number of employees: 1771

Selected softography: Phantasy Star series,
Panzer Dragoon series, Sonic The Hedgehog
series, Virtua Cop series, Virtua Fighter series,
Crazy Taxi series, OutRun, Space Harrier,
Shinobi, Daytona, Sega Rally, NiIGHTS: Into
Dreams, Burning Rangers, Shenmue | and I,
Chu Chu Rocket, Jet Set Radio, Rez
Projects in development: Alfered Seast,
Kunoichi, Sega GT Online, Dororo, Phantasy
Star Online IIf: Card Revolution, Sonic Heroes

too marny entities, which was okay at the time
bacause it allowed each division to complete
its own series and IP. But when it came to
creating new content we didn’t have a means
to accomplish our vision. The reshuffle was
about reaching a defined level of quality.”

The documentation outlines a move
towards a widespread (the word ‘massmarket’
is avoided) audience “including adults” and
online and mobile content is to be a strong
revenue stream "to prepare for coming home
network entertainment.” On paper it's all very
impressive, but it's no more concrete than ary
PowerPont presentation you've ever seen.
Whether Sega can turn the soundbites into
success is another matter,

Interview: Hisao Oguchi

What's the most difficult decision you've had
to make since you became president?

I'want to make Sega stronger, to do that | have
to be focused on content. To develop it, to
make it stronger and to make it greater.

And how will you go about doing that?

First of all the content should be fun, should be
interesting to play. So | need people that have
the right ideas, the right concepts, the right
mind to make such content. These people
could be producers or directors. | would like to
find more and to reorganise the teams around
these people.

How do you spot these creative people?
There are two means: one would be to
appreciate past projects, the second would be
my own judgement. If | see a person and then
speak to them [l can decide] according to his
reaction after | have spoken to them.

Could a junior member of Sega with creative
flair move rapidly up the ranks?
| was among a very creative gengration with

Yu Suzuki and Yuji Naka, but that was a long
time ago. Now we are about 40-years-old,
Even f there is a lot of potential still in terms of
creativity it's very hard to answer a much
younger audience, So there’s a need to give a
chance to a younger generation of creators.
Faor example, when someone brings 3 game
project in and it seems great, | will give 2
chance to these new people to make it and in
two or three years' time to become a director.

| understand that Sega needs to answer some
market needs, but that's not all. | have to give
chances to people who have a very strong will
to make games. For example, GTA was not
really an answer to a marketing need but the
strong will of a group of people to make such a
charismatic game.

Would Sega be happy producing big selling
games at the expense of originality?

For the moment the US market is at the centre
of the games industry. In the US realistic
games are popular. Violent, pelitical. This is a
strong trend, but | think too much reality might
make people bored. | think that realism cannot

PS3 and Xbox27?

has streamiined its operation, restructured from

be applied to every kind of game. | want to
focus on originality. If not, the videogame will
become a small part of a large merchandising

machine. It is important for the videogame
industry to develop a very strong original
content besides realistic ones. Even though |
am busy | play games a lot. | can’t remember
how many millions of enemies | have killed by
pressing a button with my finger.

When is Sega going to start developing for
Of course | have spoken to Sony and

Microsoft about P33 and Xbox2. But it is not
clear if users are going to change massively to

gl

The new Altered Beast lets you transform into more
than eight different creatures, such as a werewolf a

dragon and a minotaur. It's currently a PS2-only title
and indicates Sega's new commitment to the format

Magoshi-san summarises the new mood
like this: “In the past Sega's philosophy was
technology first. Second it was about passion,
creativity. And third it was about marketing. It is
the other way around for EA. Now for Sega,
there's no emphasis on what comes first,
second or third. We need a defined objective in
bringing solid content to users. It's all about
content now.”

EA again? Unprompted, the US
corporation is mentioned several times by both
Oguchi-san and Nagoshi-san. It's as if Sega is
both envious and disparaging of EAs
publishing model. There's definitely a sense
that Sega is desperate to get a foothold back
in the US and there's much talk about
strengthening its US and European ties
Oguchi-san admits that Sega has been

these new consoles in the near futurs.
Concerning P53 and Xbox2, | don't feel as if
there is any new feature to trigger a similar
renewal for users. So for the moment | am not
really in a hurry to jump onto these new
consoles. At the moment, the cument
platforms are mare than sufficient. Until now
the hardware cycle was three or four years. We
had sprites with 2D then polygons with 3D
then followed with complex textures and DVD.
But when we talk about the next generation of
consoles it's all about improving CPU speeds
and it's not clear what's new in this hardware.
So from the consumers’ point of view, why
would they want to renew their console?

< 050



Hizao Oguchi
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outsourcing IP to foreign der

Sega is committed to online gaming and wants
to develop innovative and successful titles for

mobile handsets. It also wants Sega GT Online
ing to be the first networked car-based driving sim

ging on licences. The president
to do both will be
fifficult. “If | had the bad Idea of im)

that getting his worn
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Are you involved in the marketing approach of

Sega games?

Along with Naka-san | am at the top of the development
process. Along with checking that development is going
well, we are in charge of deciding which projects to
develop or not. In that perspective we have a lot of
cantrol over the coming Sega line-up. Our task is to
evaluate if a project should be developed or not but
also to see if it meets our original expectations. If the
game is not marketable or is not delivering the right
content we would cancel it,

At what stage in the game’s development would the
game be cancelled?

Before it was largely about comment and advice. There
was not such a harsh and precise process like now. It's
not that simple. We will not reject a game simply because
it is not going to sell. When we have a game project, it
may have good ideas, so we would give it money and let
the development start, during the one- or two-year
process we would like to keep it on the rails. Not going in
five directions. But if we have ane big problem, like a
technical problem we would like to keep the project alive
by changing the studio or calling for an outside developer
that is more experienced in a particular aspect of game
development. We would not kil it, we would do what we
can to achieve maximum guality.

What has the response to F-Zero been like in Japan? l
The feedback has been great, both from light and [
core users. People seem to really like the internet
ranking system.

Some believe there is a bug in the game, referred to as
the ‘snake technique’. What's the truth about this?

It's not a bug. It was put in intentionally. On Nintendo 64
there were similar techniques with drifting. | thought a
long time about whether or not to put this feature into
the game, then | realised that a number of users who

are speed junkies would be really sad if there was no
such technique in the GamaCube version. However,

this technique is still hard to do and it is not possible on
avery circuit.

But doesn't this unbalance the ranking system?

Yes indeed. | know this can damage the ranking system.
We had the idea to try and locate who was using the
technigue and who wasn’t, by having two parallel
rankings. Yet it is a technique among all the permitted
technigues so we decided to just have one ranking.

Can we expect another Super Monkey Ball, perhaps an
online version?

| know that the series has room for three games, but not
for the moment.

The novelty of Sonic Heroes is that you can instantly
change between the protagonists, Amy, Knuckles and
Sonic, to defeat enemies and overcome puzzles

< 052

Suzuki-san shrugs his shoulders, lo down
at the table and eventually says, “Not yet.”

The reaction is understandable. Shenmue,
and its magnificent sequel, represent the kind
of epic, big-budget risk that Sega cannot afford
to take any maore. That's not to say the game

will never be made, bul Suzuki-san'’s curt
answer indicates that it won't be put into
production any time 1. Edge wonders if
Ryo will ever get to avenge his father's murder,
or forever remain in his Guiin cave.

But Edge is also aware that sacnfices must
be made if Sega is to grow stronger. Put
yourself into Oguchi-san's suit. Would you take
such a high-profile risk when all the evidence
suggests your game is going to make
another loss? Yet he's keen to ameliorate such
disappaointment by stating that the restructure
will not stymie innovation at Sega. When
talking about Rez he's passicnate. "l think there
is a lot of room for this kind of game. Narmally,
we wauldn't make [a game like Rez| again if it
fails to sell, but since | now decide what

appears in Sega's line-up | will evaluate how
much originality and new entertainment the
game would bring to the industry.”

If you're still confused about what Sega's
new outlook is, and how it significantly differs
from the pravious philosophy then you're not

alone. Apart from a reshufile and a tightening
of the belt it's clear that Sega is in nc hurry to
alter its approach to games. Sega fans are
special, loyal and fanatical, they weon't stand for
second best. Some would even argue — even
mare so than for Nintendo titles — that Sega
games have a special quality. The president
assures Edge that the Sega touch is not about
to vanish. With Naka-san overseeing all of
Sega's output, and Nagoshi-san effectively
acting as his second in command, vibrant
content is not going to fade away.

“In today's Seoa games, after you play the

games, users have a good feedback

reassures Nagoshi-san. "They have a good
feeling about ariginality and a game’s balance.
This is particularty true for Smilebit and AV,
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Hyakkimaru is the hero of Dororo, a man with
blades ensconced in his arms and a bazooka in
his leg. Likely to be Sega's bloodiest PS2 title
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What Edge has sampled of PSO/l: Card
Revolution is nothing short of brilliant. A new
visual style and deep card-battling combat
| ! should make it a worthy successor to its previous
| Wit e iterations. lts online nature linked with esoteric -
il gameplay make a European release uncertain
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sted and then broken, The president is

more interested in tapping into the burgeoning
Asian PC market and creating titles for mobile
technology, including Nokia's N-Gage.

The company'’s TGS/ECTS line-up
represented the last breath of games from the
‘old’ Sega. The superb Billy Hafcher and the
Giant Egg refiects Sega’s back-to-basics

philosophy; it's pure and fun, but not likely to
represent the blockbuster Sega needs. While
PS50l is a briliant card-battling varation on
Maka-san's opus but, again, it will anly appeal
to a niche audience and is unlikely to see a

release in Europe. Forthcoming titles, including
Sonic Heroes, Kurioichi, Dororo and Altered
Beast may go down well with Sega stalwarts,
but Edge would be surprised if any stay top of
the charts for any lengthy pericd

The new Coca-Cola of game publishers?

Oguchi-gan ks nothing if not ambitious. But with
a stronger European arm and a realisation that
the market has changed unrecognisably since
ts Mega Drive days, Edge remains hopefu
that one of the world's most passionate game

= (VT EUE

Documentation suggests that Sonic Team is making
games for light users. What does that mean and how do
you differentiate between light and hardcore users?

If you look at Sega's structure in total it looks like the
company makes games for light users. But in reality it's
difficult to understand what is a light game and what is a
hardcore game. For example; if we make a game that
answers fans expectations, does that mean that we are
doing a game for hardcore users? Videogames are not
exclusively for adufts but also for children. If a game
appeals to a wide audience from children to adults, and
this makes it a light game then so be it

Oguchi-san said Sega will take on more licences.

But the people we've spoken to don't want to deal

with licences. How are you going to make licensed
games if no one wants to make them?

| would like to keep at least half of the projects original, but
| would like to use licences. Before when we made a truly
original game it would sell, but as games went to licences
it became much more difficult. | recall that when | made
Sonic and Miyamoto-san made Mario we were directly
challenging the power of the film industry, Right now |

think games are more like an advertisement for movies.

You have collaborated with Nintendo many times

now. Can we expect Mario and Sonic to get together

in a game?

Yes, why not? | think from now on there will be more
chances to speak to Miyamoto-san and think of new ways
of collaboration. But it is not just for Nintendo, the entire
industry is moving like this, so perhaps there will be very
interesting projects in the future. Recently Miyamoto-san
visited us and met Sonic Team, which was very exciting.

Would you like to develop ancther NiGHTS game?

| s8e NIGHTS as a licence. When dealing with such a
licence from the past it is guite a lot of work, but | would
like to use NIGHTS to reinforce Sega's identity, yes.

Where do you want to take online games in the future?

| think it is exciting to play with other people in the same
world. Each day the game is different from a normal game,
when you are doing the same thing over and over. | hope
that in the future network games are just called games.

No one will think about the network anymore.

IW T
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No, not Sonic Team's recreation area but the office where games are cooked up and ideas are added to the Sega creative stew.
Yuji Naka is now the general manager of the Development Control Center (essentially he's responsible for Sega’s guality control)

makers will be resurgent. Just don't
expect hardware any time soon.
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Inside...

Sega Europe

The last time Edge visited Sega Europe it was still a

testbed for Dreamcast software. Now the white
devkits are gone, replaced by multiformat demo
pods and a new-found optimism for the future...

Photography: Martin Thompson

Japaness rainvention clearly carriss
rapercussions for the European branch, But then
Sega Europe’s undergoing a rebirth of its own,
maving from a minimised life-support operation
to full-on publishing. And not just as a distributor
for the Japanese products, sither — its
acquisition of Team 17's Worms 3D and Climax's
Warhammer Oniine surprised many, but the
company’s vision is somewhat broader than
that. Here, COO Naoya Tsurumi and European
marketing director Matthew Woodley explain
Sega Europe’s staternant of intent...

Why the move into publishing?

Maoya Tsurumi: As you know, we decided to
quit the Dreamcast business at the start of
2001, Coming out of that, our studios were anly
experts for our own platform. To be honest, it's
very difficult to simply switch to another
platform. But of course, Sega had to survive,
and struggled to convert the existing Dreamcast
tittes. That's what we continued to do for ong
and-a-half years, conversions of existing games.
To be honest, it's not enough. And that's why it
wasn't the right fime to relaunch in Europe, as
it's a difficult market, We wondered if we could
survive with that kind of title, as a distributor.

So, we made a deal with Infogrames and
Saony to distribute our products at the start of
2001, The comntract was two years, and that's
how long we had to change the studio, the
market, and so hopefully we can start again. We
hope, of course. We're not 100 per cent certain.
Of course, there were so many discussions at
headquarters - some people say yes, some
people say no — but my understanding was that,
while we're a publisher, while we're a developer,
why not sell our products? Why not
communicate with the consurmer direct? When
there's someone between you and the
consumer, it's very very hard to communicate
with them, almost impossible.

Matthew Woodley: From a Eurcpean

perspectve, it's al about gstiing dose to the
having producers, marksting people and
research departments, st means wecangeta
far better Sega perspective on what'’s happening
in the BEuropean marketplace. And that just
makes it easier for us to make better decisions
on games we're gong to launch in two or three
years time. It's all about shortening the chain.

It appears there's much more optimism
around Sega Europe than there was, say,
three years ago.

NT: Yes, definitely.

MW: | think aver the last couple of years we've
realised how the market has changed. And
what wa've been doing, like Tsurumi-san says,
is making internal changes to allow us to go
forward. And that's taken time; these things take
time to do, but in terms of the level of optimism
we've got a small publishing company hers in
Europe, with the back up of some of the best
developers in the world, Slowly we're getting
some of the best developers in Europe (Climax,
Team 17}, so movements are into those sort of
areas, and employing new people, getting a
proper marketing and sales department. It's
great, because you've got the Sega brand
behind you, which still has a lot of power, and
some of the best developers in Europe, and so
many experienced people... o you get that
feeling of opfimism. We're all working to a goal
for Sega Europe, but we've got a long way to
go. It's still earfy days.

You've been acquiring thirdparty titles -
Worms, Warhammer. How do you go about
deciding which are the right products? Which
ones fit with Sega’s image?

MW: There are a lot of ways of looking at Sega;
where we're at, and where we want to go. If you
were to ask someone in a research group what
they think Sega is, they're gonna think

historically, arcade, maybe platform, guite
colourful, quite bright, quite family friendly in a
way. But the actual reality is quite different in
terms of the overall content. We've got games
ike Rez, House of the Dead, games with huge
depth like PSO. But stil, in terms of the
perception, what we're doing is we'ra looking at
and acquiring those sorts of games that give us
a more rounded release schedule. That's the
objective. So, to make amazing games like Rez,
but then to make sure that, as well as being as
good as Rez, and as innovative, they're
commercial, They're going to be demandad by
the market.

Now, sormething like Warhiammer... that's
an interesting one, Becauss it's exactly what
isn't perceived as a Sega game. [f we were to
hawe launched it at the end of last year, or the
beginning of this, | think people would have had
froubie considening it as a Sega game. But over
the last six months, and over the next nine
months, we're marking it very heavily as a
Sega game. | mean, the company has a
fantastic pedigres with regards to content.
This is slightly different, because for a start it's
a PC game, where we're not renowned for
huge success. And that's an area wa need to
waork on, and Warhammer is definitely a bridge
to that. It's very much our intention to have
more titles in onfine and MMRPG
anvironments, but also PC, as well. And post
Warhammer launch you'll see other titles from
Sega of a different genre; but similar in terms
of being PC and MMORPG. We've got stuff in
Japan that's being developed for that purpose
at the moment.

Is this move towards the PC just for Europe?
NT: Basically Europe and the US, Because the
PC market is basically the size of the console
market. But there are too many titles, so we
want to focus on the very good ones. And we
want to make titles, to be honest, that are more
profitable, compared with the console.
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Will you be handing some of Sega's IP over
to thirdparty European developers?

NT: Yeah, that's one idea. We have a few ways
of producing titles. Number one s the studios
in Sega Japan and Sega America, and the
titles that come from there, Number two is that
we acquire existing IP titles, like Worms.
Number three, we want to utilise our existing
IP, which will be developed by studios in
Europe. So we're just starting to talk to some
of European Studios. Up to today, Crazy Tax,
Virtua Tennis, etc have been developed by our
Japanese studios, which makes them
Japanese. There's somathing different in
games developed by European people, some
culture thing, something we definitely need.

So do you think that Sega Japan's games
might be too Japanese to get the
massmarket European success you crave?
MW: It's not really like that. For example, an IP
might be managed by a Japanese studio, but
we might want to take it to Europe. The
Japanese title will stil be sold worldwide.

But there's definitely potential there. When
we're talking to developers we're looking at
what their technology's like, what their IPs ars,
what they want to craate, but also we're
thinking about how they can work our own
existing properties. There's potential with
brands like the ones Sega already have to
maove them into so many different areas
beyond the traditional PlayStation2, Xbox,
GameCube, PC development. Thare's a world
of opportunity in Flash, mobile, oniine, GBA,
whatever; there’s big pateritial thers

NT: | think there are three formats... ona, the
console. Two, the PC and three, mobiles,
including the PDA.

MW: And then you've got things ike EyeToy. |
mean, if a team In Japan is busy working on an
existing franchise, you... well, without much
imagination you can see some of our games
would work really well on EyeToy. We've had
consumers suggesting that to us, which is very
positive and exciting for us. You could try that
technology with, for example, Virtua Tennis,
mething like that. So that's an area we're
very keen to look into for future products.
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Do you regard EyeToy as a separate platform?
MW: Well, it is in a way, isn't it? it reguires a
different thought process, different innovation.

Will we see some change at Sega in order to
bring about the commercial success the
company obviously craves?

NT: Our Japanese and European studios...
they will net changs anything, They guarantee
to us that we're developing the best quality
tiles. That will not change at all. Even
developing games in Europe, Japan won't
allow us to release games below what thay
regard as quality games. Thay'll say no. Lika
you say, under the Sega brand you have to
reach an outstanding level. The quality

control is worldwide

So do games acquired by Sega Europe have
to meet with Japanese approval?

NT: Not exactly. But at every milestone they
chack things - for example Worms, or
Headhunter, currently in development at a
Swedish studio. They'll say if it's good or bad.
We're always in communication with Sega
Japan. Otherwise it would be very difficult if
Sega Europe decided something and Sega
Japan went in a completely differant direction;
that would be a nightmare.

What advantages does being a software only
company have over the Dreamcast days?
NT: It's very scary. We have many different IPs,
which presents a great oppertunity. The
problem today is how we can maximise that IP.
So actually Sega is struggling to work out how
we can do that. One idea could be to gat a
Europaan developer to help us.

Any disadvantages?

MW: Getting devkits, maybe. We'd have the
first devkits il we were working with our
hardware!

NT: Yeah, One is that today, the PS2
dominates the market — 75 per cant or so,
right? All developers and publishers have had
five or six years of experience at developing
games for PS2. We anly started two years
ago, and that means we're quite
disadvantaged. But of course | believe we have

a lot of very talented people who can catch up
very quickly. And when we move to the next
platform, we'll all be at the same stage, and
well, we have to be big.

Does the multiplatform status of Sega
Europe allow the company to be more
outspoken on issues facing the industry?
MW: Well, in 2 way, To be honest, we've not
been in a situation to comment on the industry
because we've been so busy getting the
company, and the new vision together, But in
as much as we've got very good relationships
and partnerships with all the hardware
manufacturers, and we understand their
business and they understand ours. And in
that respect we're slowly finding our feet more
and more in terms of industry perception and
industry movernent. In terms of commenting
on the industry and where it's going, on price
changes and whatever, we'll slowly become
maore vociferous in that area. But it's one of
those things where we're building up, albsit
from this fantastio bedrock, and we nesd to
get our own house in order first,

It must be an ideal position to be building
from, though...

MW: Definitely beats starting from scratch. And
from a marketing perspective, the Sega name
opens far more doors than a new name would,
or indeed some other names. \We've already
announced some major deals with people like
MecDonalds - there's a happy meal promotion
gaing on in Germany at the moment with LCD
games. But Sega in terms of a brand, with
Sanic and Monkey Ball and those titles, it
makes it easier than it is for other companies,
because we've got a history and it's a positive
brand association.

Conversely, though, there must be a
significant amount of pressure on you.

MW: ¥eah, | think a lot of people are waiting to
see what we're going fo be doing, especially
from within the industry. They know we're
planning socmething, that we're up to
something. We're launching games that have
been well receved and well reviewsd, so far. In
Lelpzig last week, Warhammer and Worms
went down an absolute storm. And then we're

(From left) Headhunter Redemption, Warhammer Online and Worms 3D. Three very different games and three titles that are seen as crucial to the
future success of Sega as a thirdparty developer and publisher. It seems, after all these years, it still takes ages to be this good...
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backing that up with things like Sonic Heroes
and Billy Halcher, which is a work of ganius
People are seeing that theme’s a

o up, a

momentum there, But at the end of the day its

a business and people are still goin
to be a siuation
where, wall, we're a profitable company at the

us by our results. It's going

moment and we nead 1o stay there and

Il be judged

ecially in tarms of what we're going to

increase that profit. That's what we
by, esp
do in Europe. In two years tima we'll know if
this has been a success

Who do you consider your biggest rivals?
MW: Waell, to be honest with you, when | talk
with ¢

ibout what

Jevalope we're competing

against, we're competing against our peers in
the, industry, but also agair
free time the consumer has and what me—v're
3, And also for their

{ the amount of

going to do with that time

7 Are they going to

Sonic? That's what

y from a markeating
spective.
Beyond that, | think it's more the individual

3, and a content

titles rather than publishers. Obviously we have

admiration for Blectromc Arts

a huge amou:

and their release
create for their titles througn briliant software
and great licensing. But you get a window
around each game where you might b
launching against something that isn't another
FIFA or Harry Potter, but is still big enough to
get shelf space and provide competition. it's

edule, the demand they
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not just the Activisions of this world, but the
ndhvicual tities. Does that make sense? It's so
time-sensitive; there's PR, marketing, TV... and
then you find out that Game X, say Half-Life 2,
has come forward a couple of weeks, or Pro
B 3. and it doesn't matter that PES3 is a very
different game to Sonic Heroes, it's going to
take money out of the marketplace, We've got
an in-house research department, and it's
possibly the most important thing we look at
on a day-to-day basis, getting that information
Without that info about what other people are
daoing, where the trands are going, when other
people are releasing products, Is like pushing
water uphill. it's vital for us.

Pokeémon, and all its associated tie-in toys
and catch-"em-all spinoffs, has been a huge
help to Nintendo. Will Sega Europe be
looking to expand beyond developing,
publishing and distributing games?

NT: Sonic is a possib
Pokemon is a very new
When you lock at /
Sormc. How exciting to t
Sometimes we try and

but the thing is

P, maybe five years

Mano, h

} brands for
Saonic, but he has had a very long history
When we launched Sonic it was ten years ago,
everyone was excited. Today, unfortunately, it's
not like that. So maybe we have to look for
new characters, maybe Super Monkey Ball...

You've said you admire EA's roster; they're
famous for depending heavily on sequels and
franchises. Is this a strategy Sega Europe are
locking to adopt?

NT: Yeah, it's basically tha
d {0 produce a sequel,
ith a sequel sales go «

t we know it’s not
oy step, but
Of course it

Sonic Is cur aim; th
the platforms, ba it PS2, w
We want Sonic to dominate.

Would you agree that for some people Sega
Is Sonic and Sonic is Sega...
NT: Yes, exactly

So that's something you're going to build on?
NT: So we have to succeed there. We just
have to. As for other sequels, we're planning to
try again in the football market next year

The football market's very crowded, though.
NT: Not crowded, There are only two titles.

Not sure that pecple at Sony would agree
with you on that point...
NT; Yeah

Well, we're doing very well with the

and the managem e small. But maybe in
two or three years the market will have grown,
and then the two will merge together. Today it's
ega to come in from the

but it's much easier to access from
managament, where we have a fitie in Japan,
that we can convert to the European tastes of
the game. And when we've done that, convert
to the PC, then to th

e mobie

very difficult for

action sioe

What do you think are the two or three
standout tities of the next year? What will
define Sega Europe as a publisher?

MW: Well, there are a few, to be honest. In
terrns of what wa've announced: Sonic
Heroes, obviously, Worms 3D. Headhunter
Redemption. And Warhammer Oniine.

Do you think they make up Sega Europe's
mission statement?

MW: | think It's the next step on the path to
where we're going. We're not going to s
about where we'll be in five years, and what
our release schedule will look like then. But |
think you can get an indication by locking at it

shout

this year. The Warhammer licence might be a

re from where we've been
nagination you can plot a route in terms
ol the sort of areas we'll aiso be expanding
into. Sonic and Monkey Ball and those type of
games remain and will continue to be the core

part of our business. But what we’re doing is
areas which other
pecple are cumel ing, and competing
against them with better softwara. The least
we can do is to make the best games, and
that's what the company’s focused on doing
If we do that, and market them correctly, then
our market share should grow as well,

with the products.

expanding into other
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Part of the Process

In the second part of its dissection of the nuts and bolts of game development,
Edge considers pre-production — the point where inspiration become code incarnate
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n his seminal book on the US computer industry,

‘Accidental Empires’ (aka "How the Boys of Silicen

Valley Make Their Millions, Battle Foreign Competition
and 5till Can't Get a Date’) Robert X Cringely breaks
down the growth stages of a technology company into
three waves. Long-tenm consistency can only be
mantained with the introduction of managers who enjoy
the drudgery of administration and financial control,
Growth of a successful startup into solid incorporation will
be dniven forward by engineers who refy on weight of
numibers and planning to refine a company's product line.

Top of the apex, however, are the commandos who
provide the initial spark. Working hard, fast, cheap and
dirty, they hit the beachhead under cover of darkness,
taking ideas and creating products whose very existence
will make the competition obsolete. “The commandos,”
Cringely quips, “make creativity a destructive act.”

And this, fundamentally, is the heart of pre-production,
in game development or any other industry. Like mixing
nitric and sulphuric acid with glycerine, shalang it up a bit
and then throwing in sawdust for stability, pre-production
is the raw hamessing of creative forces into a rough
package that, when refined, will hopefully blow your
competition (and audience) away.

“Pre-production is messy, scrappy and appears
unstructurad,” reckons Nalin Sharma, of one-man-band
developer Puzziekings. And he should know what he's
talking about having spent three years working part-time
in the pre-production phase of a game, with a working
fitle of Cubic Juggler, which eventually coalesced into his
debut, ZooCube. "Everyday |'d wake up thinking, how
can | make this game better?” he recalls. “lt was a
complete labour of love. I'd be sitting on the train to work
and thinking about it. For me, that was the challenge; |
was the only person in the world working on that game.”

Of course, not everyone is as committed as Shamma
and that is one of the downsides of the unstructured
nature of this process. According to Cringsly for exarmnple,
when US company 3Com was developing the first circuit
card that would allow PCs to communicate over ethermet
networks, its lead commandao was Ron Crane. The very
future of 3Com depended on his finishing the sthermet
card on time, since the company was rapidly going broke
No ethernet card, ne money; no nior‘,ey, no company. In
the middle of this high-pressure assignment, Crane just
stopped working on the ethernet card, leaving it
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Lessons learned from pre-production: 1

Neverwinter Nights
Publisher: Infogrames m Developes BioWare m Formst PC m Year 2002

Complex roleplaying games such as Neverwinter Nights require tens of
thousands of hours of testing, so it's vital that the developer has a playable
prototype up and running as quickly as possible. For this reasan, one of the key
tasks of BioWare's pre-production team was getting the most important game
systems playable. However, in its haste to do this. it didn't always spend enough
time working out the full specification of those systems. The result was what
were thought to be fully-featured prototypes were missing key gameplay |
aspects. Unfortunately this was only 1 late in develop which meant
valuable time was taken trying to fill in these gaps. The prototypes were also
found to be too focused on technology, which had an impact on the quality of
the interface as well as the game’s plot. Lesson learned: BioWars will reusa the
Neverwinter Nights toolset as a rapid prototyping tool to fix the story of future
projects much earlier in the development process.

Early prototyping of technology only proved to be partly successful for
Neverwinter Nights and was costly in terms of time spent filling in the gaps
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The final stage of ZooCube's pre-production involved deciding on a more visually-striking theme for the game.

The choice eventually boiled down to sweets or animals; Nalin Sharma decided on animals and ZooCube was the result

unfinished an his warkbench and compulsively
turned to finding a way to measure the sound
reflectivity of his office ceiling tiles. “That's the

way it is sometimes when commandos get bored,”
says Cnngehy.

And that sort of thing happens in game pre-
production too. “The problem is it's just too much fun
making games,” laughs Jamie Walker, a producer
at Argonaut, who's currently knee-deep in cute-but-
angry platform slasher [-Nirga. The problem, he
explains, arises from the sheer exuberance of
working on a new game. "You always start a project
with lots of energy,” he says. *Pre-production is
almost fike the first week of a new job. Everyone's
talking about ideas, everyone's starting stuff and then
maoving onto something else. You can bet the

And for those lucky individuals who have total
control over their output, this is still how many of the
meost innovative games have come into being. One
example is the long gestation of The Sims. Inspired
by Christopher Alexander's book 'A Pattern
Language', combined with a program for decorating
dolls' houses, Will Wright added and removed
components over a period of years, until he felt the
concept was refined enough to go into pre-
production. Even then, it took two years for Wnght,
warking with his lead programmer Jamie Doombos,
to design a behavioural Al system that would allow
themn to simulate the daily activities of the sims.

In the UK, probably the most celebrated
examples of such methods were Bullfrog and DMA
Design. Bath studios had a great reputation for

“Pre-production is almost like the first week of a
new job. Everyone’s talking about ideas, everyone’s
starting stuff and then moving onto something else”

particle effects will be done first because that's cool,
but collision detection and the camera system will be
left until last because they're boring. Suddernly, if
you're not careful, pre-production has ended and all
you've got is an enormous pile of half-finished cool
stuff lying around.”

Clearly that's not the ideal but historically it's
often been the way games were made. Back when
the members of a development team could be
counted on the MD's fingers, pre-production didn't
really matter. It was possible to sit around for a
couple of months chewing the fat, and then throw
people at a project dunng the final crunch and fix the
problems, In fact many studios had pecple sitting
around full-time, although they generally raferred to
them as the core R&D team. Operating far from the
rigours of deadlines, they could brainstorm and play
around with technology until something stuck, or the
company went bust.

creativity, although a lesser one for shipping games
gn time. Instead, they focused on gameplay above
all else. The problem was that for every success this
free-flowing approach generated — Dungeon Kesper
Grand Theft Auto — there were anather couple of
failures — MIST, The Space Game, Body Harvest,
Attack — which either falled in the marketplace or
never even made it that far.

“Other EA studios may spend a lot of ime
upfront on a game and come up with a stringent
document about how it's going to be implermented.
From then on it's a question of a production line
implementation, but we don't want to work that way
We don't work that way," claimed one Bullfrog
insider, after EA bought out the studio in 1995.

The success of EA's business model of
commaoditising game intellectual properties such as
FIFA, Madden or The Lord of the Rings into regular -
usually annual — instalments means, however, this is




EDGE

065 »



llmm&l.

mhmmmm“mmW
think adoption of so-called film-style production models would be a step
forward, particularty for smalier developers working on innovative concepts.
For, unlike games, where the delineation between the different stages of
ﬁmmmmlhumﬁmnd.ﬂmmmmmmmin
concrete, or at least dollar bilis. Through the stages of script-writing and
optioning, through to pre-production - by which stage producers, directors and
principal cast members are usually attached — production and post-production,
Mhmwmmmwmum

The hope of new game financing bodies such as Start! Games and Capital
Emm&uphbwmmdem
signing them up 1o publishers to complete production and taking an equity cut
of the project in process. It's proved to be much harder than initiaity thought
howaver, Start! funded saveral prototypes, but 1o date, none has been signed
up. Even more straightiorward projects such as the Xbox incubator program,
dasigned 1o allow startups to get prototypes running on Xbox devkits, have
failed to generate much interest with publishers.
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exactly the way its studios and partners now work in
terms of pre-production, In one sense, this sor of
professionalism is good for the videogame industry.
Lass structured methods were clearly too inefficient
to survive. What's become known as ‘the EA way' is
starting 1o raise concemns in some comers of the
development scene though. As one insider, currently
working on a high-profile EA project, confesses,

"EA has a certain view on how pre-production
should be done. Its process is well established and
averyona knows you don't do much creative work,
you just join the dots. The problem is that unless
other publishers can come up with an alternative,
and hopefully more creative way, of dealing with
pre-production, the EA way is going to end up the
way everyone does it."

One deviation to this is organic development —
an approach cummently being championed by
Lionhead and its sateliite studios such as Big Biue
Bax and Intrepid. “On BC we didn’t have a formal
pre-production stage at al,” explains Ben Cousins,
one of the game's designers at Intrepid. “Instead we
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had a long period of time during which we started
building the game systems. There wasn't even really
a paint where we crossed over into production. The
two processes merged. | guess you could say we
anly hit production when we started creating conten
for the finished game.”

Characterised by an overall roadmap of long-
term goals, punctuated by short-tenm milestones
and constant testing, organic davelopment attempi:
to overcome the rigid constraints of formal
production methodology with an iterative approach
that allows a game to evolve. One key aspect of this
in pre-production Is the use of technology
prototypes, which are quickly coded to prove a
concept and then thrown away. In BC, for example,
designer Carson Herrick developed a simple tum-
basad text interface using commercial scripting
language Python to test the population growth
mechanism of the cavernen's camp. “The best way
of determining whether an idea is successful or not |
simply to put it in the game as soon as possible,”
comments Cousins.



iteration is also a method favoured by Nalin
Sharma. “During pre-production, you're trying to
ferate your design all the time, he says. | used
minimum graphics because | was trying to polish the
game mechanics but all the time, you're moving
between coding new features and checking if they
mesh with the initial concept.”

But if there is divergence on exactly how
pre-production should be carried out, most
developers agree on some basic guidelines.
Braaking development down into four main blocks,
pre-production starts after the game design is

compieted to a point where the basic systems and One example of the use of organic development

f=chnology need to be coded for the concept to be techniques is Intrepid’s BC. The developer used an

further evaluated. Tackling the subject in Charles iterative approach to attalnits long-term goals

Wi . - « . 2 - L | i 1
If at any point [during a presentation to a publisher] Wk e

. - instead fi d on reducing technological risk as early as possible via prototyping

you have to say, ‘Now imagine...’ then you need to do

more work in pre-production,’ cautions Ed Bartlett”

River Media’s book "Secrets of the Game Business', More prosaically, Ed Bartlett, former business

Mike Sellers of Orline Alchemy establishes two development director at Bitmap Brothers reckons

goals for the pre-production process: production of a that one particularly good rule of thumib for

small but playable version that demonstrates the pre-production is to consider giving a presentation

final game experience; and the reduction of any to a publisher. "If at any point you have to say,

risk with respect to any technical cbstacles or ‘Now imagine..." then you nesd to do more work in |

artistic uncertainties, pre-production,” he cautions, LQSS{.?!'IS learned from pre-production: 2

Amplitude

Pubiisher: SCEE m Developer; Harmanix @ Format: PlayStation2 m Year: 2003

Developing a sequel should make pre-production 2 more straightforward
proposition. But one of the crucial decisions Hamonix decided to make early in
Ampiitude’s cycle was to throw away most of the code used 1o create its
predecessor Frequency. This took up the first four moniths of pre-production
and had the knock-on effect that it took much longer to get the game to a first
playable stage. It paid off at the end of the project as the game was much easier
to debug. Less suc il was H ix's decision to cut the time it
had set aside for art pre-production. Moving straight into production meant
artists didn't share a vision for the game's overall look and so had to waste time
during production trying to pin this down. Lesson learned: don't start production
until as much risk as possible, whether technical or artistic, has been reduced.

Amplitude’s technical risk was reduced by rewriting the code from its
predecessor, Frequency, but the time spent on art pre-production suffered
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Lessons learned from pre-production: 3
Pubilisher. SCEE m Developer: Insomniac @ Format: PlayStation2 s Year: NA

It was early 2000 when Insomniac started pre-production on its debut
PlayStation2 game. Cods d I5 (for Insor game number 5), the team
wanted to move on from the cute piatformerns it had been previously known for.
Instead it started work on what it referred 1o as a dark adventure, featuring a
female lead character who wisided a staff, for combat as well as for casting
magic. With the game signed to Sony, early work began creating both
PlayStation2 technology, as well as pinning down the character A couple of

ths into the p ith clear that things weren't going to plan. The
technology was proving complex, the character didn’t work and morale within
the pre-production team was low. Insomniac finally managed to produce its first
playable version, only for the producer at Sony to ask it to rethink the game's
direction. As a result 15 was ditched and Insomniac réverted back to its old
genre of action-platforming and started work on what became Ratchet & Clank.
Le=son learmed: don't be afraid to cut your losses during pre-production.
Some concepts just don’t work and it's better to realise that after sight months
of pre-production, than 18 manths of production.

Insomniac’s failure to move in a new direction resulted in Ratchet 8 Clank,
after the developer was brave enough to cut its losses and start again
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One of the problems with pre-production can be the team's desire to focus on all the cool bits. Who'd want to work on

1 or the yst

Typically, pre-production should take around a
third of the time scheduled for development. But
while it s by necessity a time for expenmentation,
that doesn't mean it should be unstructured. Well
managed pra-production is the foundation for a
successiully completed game. And it's certainly
difficult 1o get the latter without the former.

According to game design guru Mark Cerny,
pre-production is vital because it's the opportunity for
a developer to work out what their game is actually
all about. “Developers shouldn't treat pre-production
as a leap-before-you-iook process,” he explains

when you can be the person to develop the slice-in-half combat animation?

to start with but caused a lot of problems later on,
says Walker. Abstract by their very nature, one big
trap of whiterooms is they can seduce developers
away from the restrictions of the finished game,
which is the very thing pre-production should be
overcoming. “Something we had to deal with was
because Ninja was guite powertful in terms of his
moves, there was the tendency for the whiteroom 1c
get bigger and bigger to accommodate all the cool
things we were adding,” says Walker, But when the
team started to test their strearming technology,
which removes the need for load screens in the

“The epiphany of pre-production is proving your concept
proving technically you can make it and proving, as far
as possible, you can finish it on time and to budget”

“It's the opportunity to work out character, camera
and control in an emvironment in which you know
you're going to throw away most of what you create,
but by doing so you are ensuring you're not throwing
away work later on in development.”

One of the first things undertaken during /-Ninfa's
len-month pre-production phase was that the team
started playing around with whiterooms. One of the
developer’s favourite prototyping techniques, these
untextured environments are used to tweak a
character's moves and test basic gameplay
elements, which in the case of -Ninja included the
combat and movement systems. “It was a good idea

game, it became obvious that once textured, the
levels defined by the size of the whiteroom were far
too mamory-intensive to run at the specified 60
frames a sacond rate. “In the end we built a demo
level, which was a small section of the game, and
finished it to final standard. That taught us so much
maore about the game,” Walker says. " really think it
the best way to use pre-production time.”

Another recent trend within pre-production is
the move to open up the process early for extemal
testing. This also ties in with the push to get a
playable demo completed as quickly as possible
and certainly proved to be a breakthrough for



According to market research done during pre-production,
i-Ninja's cartoonish art style was a turn-off for younger
gamers. As a result the game became much darker in tong

Nalin Sharma, "After a couple of years, I'd developed
the game to a position where | was demoing it to
people,” he recalls, of the 3D shape-matching game.
*I showed It to a friend of mine whao's nothing to do
with the industry and he just explained its
fundamental problem to me. There was no way of
swapping the shapes around, which really imitad the
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game mechanic.™ With this pointed out Sharma
implemented a juggle button, expanding what had
been a fun five-minute game into something with a
lot more depth, “When you're iterating between
writing code and trying out concepts in pre-
production, it's easy to miss stuff,” Sharma explains
I-Nirya also benefited from some professional
market research on groups of children and adufts.
“We had a very young art style, which we thought
was great because it was ironic - cute but viclent,”
says Walker, But typically the younger players didn't
fike it. “They thought the name was cool, but they
didn't want to play a game that looked ke it was
designed for 12-year olds," he explains. “They
wanted to be playing the same games as 18-year-
okds.” The result? I-Ninja took a darker tum. “This is
the sort of thing you have 10 leam in pre-production
because once you start production with 40 people,
you need to know exactly what you are making,”
says Walker, "For me the epiphany of pre-production
is proving your concept, proving technically you can
make it and proving, as far as possibie, you
can finish it on time and to budget.™

Lessons learmned from pre-production: 4

Rise of Nations
Publisher Micresoft @ Developen: Big Huge Games 8 Format: PC m Year: 2003

Prototyping is an obvious requirement of the pre-production process ofa
reaitime strategy game such as Rise of Nations. It was particular important
for Big Huge Games as Rise of Nations was the studio’s first game after its
experience with turn-based games. With a checklist of Innovative features
the developer thought could revolutionise the realtime genre, the first task of
pre-production was to create a playable system o discover which would work
and which would have to be left on the drawing board, A singleplayer testbed

was up and running in weeks, while a more D

followed within months. With everyone on the team piaying the game
constantly for the two years of development, new ideas could be thrown in,
tasted, tweaked or trashed at speed. Lesson learned: prototyping core
elements as early as possible refines the concepts, reduces risk and provides
plenty of time for crucial game balancing.

Realtime strategy games require plenty of prototyping. Rise of
Nations benefited from over two years of internal testing and feedback
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You made your reputation as an computer-
based artist. Why did you decide to get
into games?

| had been doing a lot of research work with
IBM, giving talks at Siggraph, going round
the world showing W Art —
wed. I've always been

it was very
interasting but | go
interested in 3D wi
games were be

1s and it seemed

THNg & mora exciting area
as PCs got mare powerful, But it took a long
time 1o build the company up to a critical
mass - five years really. | was surprised by
that although | think the industry is a lot
healthier now than it was when we started
Computer Artworks, There's a lot more

opportunity and you can be more creative.

Why do think the initial learning curve was
s0 steep?
Well, Evolva was an ambitious title. it had lots
of innovative elements such as point-and-
click commands in a 3D world so you could
give orders to your squad. And on top of that
you could genetically customise your
characters too.

As a company we leamed a lot though
the experiance. One of the main things was
how to deal with feedback. We had people

3 who had certain

piaying the gam
SUgOeSHIO

were nght. it
elements nee

D go into
to make them entartaining.

| think it's a problem particularly
associated with UK development studios,
which are generally full of guys with PhDs.
We always want to over-complicate things
Evolva obvious

ly took us too long to make as

well, It was an awkward time as we hadn't

Presumably you jumped at the chance to
work on The Thing?
pportunity to do someth

It was a rea

stream. it was a great licence be -
we could play on the weird imagery we were
Ve'd aiso leamed a lot about

wall known for, W

ed artificial inteligence on Evolva

take off
Ihe challenge with Evolva was because it
was an original title the quality needed to be

better than & Developing an onginal

2 a much harder task convincing

title, you haw
the consumer and the publsher it's an

¢ 1S 10 prasant

tion withen that

With f;" iva, the games was

innovation and 40 per cent v

consumer wantad.

your production quality up,
sriginal title and those

3 ]

But aren’t there too many film licences

bemg made into games?

m world IS cummently generous with

| think that will chanage

3 thesr SUms ana then go

through a penod thinking, “It's 100 expensive.

We better do something else.” Then there'l

be a shift back to original titles, That doasn't

mean it will be sasy to get original games

signed up. Now you need to present your

concept with very high production values

Typically developers have to fund a complete
e of months. You

e're losing money, we'll ioosen the

screws.” And the whole thing will shift again

“With an original title the quality needs to be better than
excellent. You have a much harder task convincing the
consumer and the publisher it's an exciting proposition”

af, we had a lot of

o

ward elements people had seen in
other games but with certain twists. We were

far too ambitious in the early days. Now we
are more pragmatic. We want ta make high-
quality games people are familiar with and
then see In which areas we can Innovate

Do you think the industry’s concentration
on licenses and sequels is killing craativity?

work on licences, | treat it a bit ike

For us to

ot making TV
d himself and
proguct nd ther

made 'Alien’. | don't think theme!

He tra

values,

Snything

wrong working with licences. In

l because Hollywood is extremely demanding

about the quality of licensed games, it can

be good for your team. Licensees don't care
if your renderer isn't finished. They just want
to know why your rain doesn't look as d
such and such a game. That's the quality

'

| you get from working on a licence. And

It's often said the process of making
games will become more like the process
of making films. Do you think that's likely?
Yes. You can see this sort of approach
happening already in terms of ant resources
where you can outsource your level creation
say. It's a bit fike the film world where the

production company can be small but you
hira in the necessary resources as they are
needed. It's going to be necessary
considering the volume of work because
going to get shorter

development time is
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How much shorter?

| think the minimum is going to be 15
manths, It's particulary important for film
licences because by the time a title is greenlit
you only have about a year, a year and a
quarter at most, until the release date. In that
sense, icences are satting the pace lor
game development. However uncomfortable
developers find it, publishers are going to
push developers in that direction and it will
even happen with original titles

It's not uncommon for original games to
take more than three years of work at the
moment though?

Certainly the whole process will need to be
mature in order to people to work within a
16-month cycle. But once people have their
core technology and their ant tools sorted,
and a strong vision for what they are doing,
you will be able to pull it off. In some ways,
this whole argument that original content
takes a long time 10 create has bean the
developers’ worst enamy Decause you aiso
have the time to constantly change the
game. Whereas if the concept is fixed at the
beginning and your game designer can
stand up in front of the team and articulate
exactly what the game is about, you can sort
things out upfront.

Actually, | do think a game designer
should be abie to stand up and literally talk
their way through the game. They need to be
able to say exactly what Is going to happen.
It's a hard thing to do. but what I've found
out is it's easy to confuse the creative
process with not being able to make a
decision. Once you start changing things, it
gets incredibly expensive. Code gets quietly
thrown away. Personally | get bored easily so
I'm keen on innovation but game
development at the moment Is a wasteful
process and it's got to change.

You seem to be proposing a radical shift in
the way studios work?

Yes, tha whole way we develop games is
going to have to change. It will become more
lika the film process where the first person
you get onboard is a scriptwriter. Then you'll
have a storyboard editor and they will work
closely with your creative director or
producer. The initial questions about a game
will be: what's the atmosphere? What's the
mood? Who's the main character?
Gameplay might not be discussed for a
couple of moriths. Previously it's tended to
be this oddball process where you start with
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a game designer with a novel idea. Someane
else has an idea and the two get bolted
together. That's how you end up with games
which are too guirky and there are plenty of
examples of thase in UK development. ft can
be structured a lot batter. These games will
be just as original as current titles but more
attractive to the massmarket.

Considering your background as an artist,
do you think this new way of making
games will reduce the creativity of
individual developers?

Ona of the things we're finding, as we grow,
is the company environment isn't always the
best for your craative pecple to work wathin.
To make games, you need a slightly
corporate structure, so X, Y and Z happen at
the right time and in the right order. That
often means things can become a bil sterile
without you noticing. There seems to be a
fine balance getting your organisation
working well and having opportunities for
people to be creative. What I'm finding is
having several projects on the go gives you
some of the necessary flaxibility. Working on
just one project, Evolva, was a nightmare
scenano, You can’t mave people from team
to team. You can't re-use your technology.
Then you start your nexd project straight from
your oid project - it’s a bit like chain-
smaking. You're ighiing your nex cigarette
from the butt of the oid one.

To sunvive in this world as a developer, |
think you need to be daing five projects.
Even publishers go bust 80 it's the only way
of spreading your risk from a business paint
of view. Five projects also gives you critical
mass in that if you have a programmer on
ane project who tsn't getting on with
someone, you can move tham somewhere
else. You can fund a2 strong core technology
team to service your project as well and have
the additional Infrastructure you need.
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Computer Artworks has always had a
strong reputation for its technology, but
shouldn't you be moving over to
middleware now?

In a sense, it's why you need five projects, in
order to support your core tech team, I'd
love to use something like RenderWare. It
wouid be a lot mare straightforward but there
is cost associated with those products and
once you buy them, you're relying on them.
Thera will ba time in the future when
everyone uses middleware though. As an
analogy | can remember in the CGI industry,
all the special affects companies in Soho had
their own in-house 3D modelling packages
Qvernight the whole industry changed when
Alias came along. Everyone saw the light,
binned their code and started using Alias
instead. it will happen in the games world
too, It will happen when middleware
becomes the obwious choice. | don't think
that time has come. You can cut the
argument both ways. Middieware is pretty
expensive and it's not quite good enough
Can we really get into the code and tweak
what we want, for example? Until those
issues are resolved, it will continue to be a
50:50 choice. | think the switch will happen
overnight. but people like Criterion have to
work harder to make it happen.

You spoke about the influence of film-style
production techniques for games so what
are your thought about film-style funding?
We're involved with two film funding
schemes already, actually. It's interesting
because it will change the relationship



nay

between publishers and developers. At the
moment, developers can be unprofessional
while publishers can be bullies. With the film
funding models, you have an interim body
which makes sure everyone plays ball. In a
sense, they act like an umpire. To some
degree, it will put a lot more pressure on
developers to write better specs.

What | hope will happen is film funding
groups could start to work directly with
developers. It means we will be able to
develop games to a later stage and then take
them to the publisher and just negotiate a
distribution deal. Actually this model will be a
big opportunity as well as a big challenge for
UK developers.

Considering the lack of strong UK and
European publishers, do you feel slightly
Isolated from the big US publishers?

We definitely need to open a US office. There
is no doubt about that. | think UK developers
are losing business because they haven't got
a strong enough presence in the US. The
way Hollywood works is all to do with going
out to lunch and just calling by. It's pretty
haphazard but suddenly a deal emerges. I'm
sending my producers to the US a lot at the
moment and | go out for three weeks at a
time because it's where the decisions are
made. They won't like me saying it but the
European offices for US publishers are just
the messengers. Going through them can
even complicate things because you pitch to
them and then they have to hand it over to
the US office. But the good thing is there’s
plenty of opportunity in the US at the
moment, because a lot of the developers
over there have been bought up or are tied
up in existing projects.

Would you consider trying to buy up
licences yourself as a developer rather than
having to deal with publisher or other
licence holders?

Yes, absolutely. There have been a number of
| licences available pretty cheap no one

* touched. The original 'Matrix’ license was
available for $100,000 for example. The thing
* about licences is spotting them early enough.
' If you leave it too late, everyone wants them.
' There again, licence holders are a lot more
clued up about who they sell the licences to.
There's definitely a Catch 22 situation
developers can benefit from though. Often
you'll have a licence holder talking to a
publisher who's interested in the licence.
What they need Is a demo to show the

marketing guys what the game could be like.
We've been having all sorts of discussions
like that and it's an interesting situation to be
in because the demo is the glue which holds
the deal together. The problem is if the
discussion between the licence holder and
publisher goes on for too long, all the
development time gets used up.

This obviously refers back to your point
about the speed at which developers can
complete games?

Absolutely. If you're sat up to make games
within 15 months, when everyone has finally
made up their minds you can do It If you're
standing there saying, “It's going fo take us
22 months,” it becomes a big problem. |
think you'll have a 15-man pre-production
team so you can do the demo and carry out
rapid prototyping. For fullscale production,
team sizes will be 3540 pecple on a title.
ou don't want more than that because
they'll end up falling out. There is a point
where you can have too many people.

Are you concerned it may change when
consoles such as PlayStation3 arrive?

I'm not particularty bothered in terms of the
technology. The big issue will be which
developers get the PlayStation3
development kit first. It will be key and there
could be another cull of developers at that
point, Publishers will also be taking an active
interest in which studios are getting
development systems. What we found last
time round was getting devkit proved to be
pretty important to your business. The
guestion is whether publishers will be more
centralised in their approach, concentrating
on fewer external developers at the point.
But as a deveicper, you don't want to be
distracted by new hardware until someone
can send you the SDK and the damn
machine. Worrying about things can be a big
distraction for your team. | think it's all a long
way off though. Publishers are nowhere near
signing up titles for those machines yet.

How big an impact do you think those
systems will have in terms of the
processing power available?

There will always be a limit. Even If you get
photorealistic graphics, someone will build
the most complicated Al system which uses
up all the CPU anyway. What is important, is
having much more subtle interactions within
games. It's not an issue of photorealism. The
key to making a scene look real is having

Computer Artworks followed its debut game,
Evolva (top) with The Thing (above). The licence
didn't prevent innovation, though, and the
developer won a Game Developers Choice Award

enough incidental movement. That's what
gives people the sense of the real world, not
the quality of the rendering.

One of the things we're talking about a
lot at Computer Artworks Is scary moments.
The analogy | use is 'Alien’. The structure of
that film is amazing. You're in the bowels of
the ship and you know what's going to
happen to Harry Dean Stanton but then you
see the cat and you focus on it. When he's
finally eaten, you're caught completely by
surprise even though you knew it was going
to happen.

In games, everything at the moment is
completely obvious. The consumer wants
much more than a whole load of running
around. | think that in the future, games will
have a lot more set-piecas — very
sophisticated set-pleces. The graphics
don't even have to be amazing but there will
be a level of staging where you're using
trigger points to launch events which get the
player's adrenalin running. We can't just
import technigues from films of course,
but something more sophisticated will | -=
emerge out of it. il
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| rejudice is defined as “an imational attitude of hostility
? directed against an individual or group.” There will
undoubtedly ba thosa to whom the previous statement
applies. Those who still feel the burn from the Mega-CD, 32X
| oreven Satum. But to love the Mega Drive - to understand
iis roke - s 1o accept these eors, erase them Irom the mind

and realise that, had Sega falled to teke the US and never
come to realise its famous biue mascot, the cument
videogame pantheon would be very different. Backwards
| compatibifity, oniine play, analogue controllers, simultaneous
| global releases, urban chic and a remarkabla brand strength
| —all were due {with varying levels of success) to Sega.

OF course, the real factors are hardware and, more
| importartly, software. And, arguably, this is where the

industry peaked, as the finast tilles by the greatsst developers
are all products of the 16bit era. Whers the current crop of
game mongers spill out ther wares basad on technical
infaliitdity or photorealistic accuracy, the kate-'80s and eary-
"90s came io represent the domain of the imagination and of
a carsful balance between arcade immediacy and armchair
depth. But it was a slow start.

In 1887, Nintendo's NES was in its fourth year, alleged 1o
be in one in every thres US homes and with 80 per cent of
the market share. Sega’s own Bbit unit, the Mark IMastar
System, was trailing badky, with sales of 230,000 in Europe
and a virtual shunning in Japan and the US, Despite its
tachnical superiority to the NES, a lack of thirdparty support
ensured that Sega would remain the underdog.

/N

By the end of the year NEC's PC Engine had launched in
Japan, and during 1988 it would go on o seft more units than
any other console. Despite being part mesnomer — the
machine’s 16bit GPU siill ran under the command of an Bbit
HuB280 CPU - the Engine’s specification put it leagues
ahead of the NES. introducing the first notions of a true-to-ife
ancade expenience for tra homa. Sega CEO, Hayou
Nakayama, took the potential for accurate arcade ports one
step further and the decision to develop a domestic System
16 - Sega’s then coin-operated technology — was cemented.
Within weeks of the PC Engine amiving in Japan, Sega
unvelled its successor to the Mark iil/Master System, cods
named MK-1801, complete with a launch siot of autumn
1988, Where Nintendo had triumphed by being the first 1o
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ned af homendous INaccuracie
¢ a trace soon after release. Unbe
ne end of Sega's attempts at n
entrants include Batter Up and
sports controllers, com
Mouse (two- and thn
Exercise Bike, a link-
| Keyboard (a $200 mi
J joypad (specifically for Strest Fighter Il: SCE and Eterr
| Champions), AX-1E analogue pad, the Hypefsr‘om cartrick
| {for uph 1
the moder .he .mmm ATET fE! 6) and Catapuit X-Band
both of which offered peer-to-peer gameplay, downicadabie
content and potential email, Additionally, three other
products were mooted, the extarnal 3.5-inch Floppy Disk
Drive, Mega Keyboard and Mega Pad (a graphics tablet
which evolved into Pico, Sega's educational toyl. None of
which ever surfaced, but are rumoured to exist in
| prototype form, Of all the above penpherdis, one thing Is

ws), Mega
back Joay
8o Tﬂ‘e—'am.:. Miracle

¢

Hon Woodeson's 2001 exhibit, ‘Altered Beast', is perhaps the most bizarre use of a
Megé Drive, being powered by copper and zinc plates conducting electricity from a,
bith full of tomate soup; Visit his website at www.woodeson.co.uk for more Infarmation
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|| certain - the Saga completest will need deep pockets to
| collect the whole sat.
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launch in the Bbit era, there wers those who proposed the
same would be true for Seqga in the forthcoming 160k
oconsole war, A prediction that would ring particutarly true,

On October 26, 1988, Sega launched the Mega Dave in
Japan for ¥21,000 (£114), alongside four software titles:
Altered Beast, Super Thunderblade, Yu Suzuki's popuiar
Space Hamer Il {an exclusive sequel to the arcade game) and
1, It was clear that the harmdware was supenor to
the competition, accommeodalting recent arcade ports with
distnct ease. Edge spoke 10 Lee Mallabar, owner of
www videogameimports.com and Chris Foulger, an ex-
Sega employes, now an import/export wholesaler, *| bought
my Mega Drive some time in 1989 and | remember my first
game being Space Harmer Jl, which utterly blew me away,”
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says Maltabar. *it really did fesl like the Mega Drive was taking
gaming to a difevent leval.” Foulger agress, having seen the
consoie in Emap’s ‘Complate Guide to Consoles”, “Two
reviews of Super Shinoby and Golden Axe were placed
together and, as a Master System owner, those games wera
the best-looking lities I'd ever seen on a home system,”
Despite such praise, the impression made on Japanese
gamers was a lesser one— intruth, it wouldn't be until the US
launch that the Mega Drive would really fiounsh.

To this end, Sega president, Nakayama-san, charged the
LIS wing of the compary with a Japanese mandate: "Haku
Mandal,” or “Sell one million consoles”, A tall order by
anyone's standards. More irmportant was the name-change
for the Mega Drive. Head of marketing, Al Nilsen, states that

there wene copyright issues with the name under US law and,
instead, ‘Mega Drive’ was rechristened 'Genesis’, Holding
connatations of development, progress and, mone
significantly, a renaissance, Sega was making no bones
about its total commitment to the console, a fact reinforced
by an agaressive advertising campaign. The assurmption that
gamers who had joined the Nintendo camp five years earfier
were older and more mature would pay off when the choice
o include bath arcade and sports titles in the US software
launch was made. This approach, coupled with an extended
thirdparty recruitment plan saw Sega ready for business, and
during the Summer C.E.S. the company announced a
September 1989 US debut for Genesis.

Unfortunately, US retailers didn't share Sega’s
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From ltop-right, clockwise: EA's standird md cartridge, with useless yeliow taby; a UK

example, the standard 'mushreom’ m a Japanase cart, with rounded edges and

cutaway; and Séga's Sonic & Kﬂua&fﬂ wﬂh Ita connector for mounting any other Sonic title

Dig'rtal necromancy

-st"r ""T‘U‘EHOF in M:»qd Dr ve, kno
C the Power Base
he latter would do t

System boot ROM, reset, then having detected the new

boot code, runs itself as a Mark Iil/Master System. This

ensured that Mark lll/Master System owners would not be
forced to scrap their entire games collection should they
| hopefully) step up to 16bit technology.
Far more curiously, rumours indicate that Yuji Naka
| produced a NES emulator for Mega Drive, but admitted
it was poor and supported only the Mano Bros. games
Edge suspects a pet project and, as expected, it
never materialised.
Lastly, there are two known Mega Drive amulators for
Dreamcast, both madified from Steve Snake's Gensyst
! emuiator for PG, Both contain around 400 ROMSs, but the
| fatter is better organised. Those in possession (hay also
| want to mghllght the Sonic ROM and press Y.
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nverter was altached |

nioad the Mark /M

enthusiasm, believing instead that NEC would win the
upcoming console race, as the PC Engine (renamed the
TurboGrabx-16) was due to hit the shelves dunng the same
month. The atmosphere was of complete damnation, ane
retaller opining that NEC was *...going 1o blow you [Segal out
the watter.” It couldn’t have been more wrong.

Pay dirt

Came August 14, Sega shipped a limited quantity of
consoles 1o the New York and Los Angeles slores, priced at
£188.09 (£125). By September 15, tha rest of the country
received its allocations, complete with a $10 price-drop. The
twinning of Amold Palmer Toumament Golf and Tormmy
Lasorda Basaball with arcade behemaths Goldlen Axe and
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figures wers quoting Sega as owning 65 per cent of market
share. As an mport gamer, Mallabar admits that. “Once |
finally got started. there was no stopping me— | fall in love
with the machine and spent all my money on games. A fiend
and | felt that everyone was compistely overcharging for thesr
games, so we staried our own comgpany. Nothing really
happened unti our advert in "'GEVG', but when it hit the
stands, everything went mental.”

It was all NEC could do to stay in the game. Then-
executive vice prasident, Keith Shaefer, offers as the cause
of the Genesis’ success *...inferior hardware, but with] a
superior selection of softwara that was Americanisad for the
[sic] American consumer.” Indeed, there were those who

darned tha PC Engine still delivered greater graphics.
Certainly, few would contest the excelienca par none of titkes
such as Gun Hed, Ys Books 1 & fand R-Type, but it was
thesa titles’ inherent Japanese quaities that kept the US
game-playing public at a comparstive am's length. A slow
and misguided relsase schedule, stift prices, unsponsmaniike
adverfising and an unquestionably ugly shell did no favours
for the TurboGraix-186, while Sega had the world's first true
16bit games console, and tweaked its neme, image and
software for the US customer. Chinstmas of that year saw
Sega achieve 90 per cent market share for console sales,
propeling it to the overall number two slot, but Nirtendo stil
had the greater overall user base and calmly claimed to be
working on a successor for the NES. Foulger elaborates,
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Tha J-Cart, Codemasters' ingenious sidestepping of the limitations of two joypad ports,
By plugging extra pads into the cariridge. the player count could effectively be doubled

I HEILG] i
A sporting chance

Su al >t Genesis

2re galvanised in no small

o Trip Hawkins' (below)

of

refers to it as a “sweeth jeal” before g
it “paid off big time, especiafly in the US wi
Football.” And that's an understatement

il

JOHN MADOEN
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i year saw Sega achieve substantial sales of
|, with titles such as Michael Jackson's
Montana Sparts Tak Football and Toalam
and Earl proving popular by virtue of their cross-age appeal.
An advertising campaign claiming “Sega does what
Nintendon't”, constantly reminded the IUS public that Ganesis
offered a mors applicable and recent software catalogus,
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During this tima, SNK unvelied its monumental Arcade
Enteriainment Systam lor US consurmption. However,
arcade-perfect versions of veritable triple-A titles wene never
going to justify a 3600 (E379) price tag and the maching
quickly fell into the realms of the luxurious curios — a status t
still enjoys 13 years later. With NEC's PC Engine and add-on
Super CO-ROM 2 still under-perfoming, the real threat was

from Nintendo. inevitably, the Kyoto giant countered Sega's
front with the announcement that & would release a 16bit
repiacerment for the NES in November of 1980, Things were
starting to pick up spesd.,

Eager to expand on its US success, Sega pushed the
Genesis into Europe, ratuming the consola (o its onginal
Japanese name, Mega Drive. November of 1990 saw the UK

release at £190 with Afiered Beast and some 30,000 units
arriving at the larger electrical shops: Dixon, Toys R Us,
Rumbsiows and the fike. Sales were good and the steady
amval of thirdparty developers, such as Acclaim, heiped
sohdify the name of Mega Drive as the brightest new star in
the wdeogame heavens; Disney’s Castle of fusion, Strider,
Revange of Shinol¥, Populois — the st goes on. Graat
software was becoming greater.

Neil West. ex-aditor of 'Maga' (Future Publishing's Mega
Dnve magazine) highlights the importance of the Sega
phenomenon: "The Mega Drive was new, sexy and foreign,
Personally, it was a great time for us on the console
magazines. We were surfing on the front of a huge wave,
having been lucky enough to be at the right place, at



The Japanese version of the Mega Modem, boxed and in mint condition, A true ranty
and somewhat slow by today's broadband standards, clocking in at a mere 12.2Kbps

the right time. We eamed fuck-all money, but all of a sudden,
peopie were fiying us all over the world and asking us o
appear on TV. We were lucky young men.”

By Novernber of 1990, Nintendo's 16bit console, Super
Nintendo Entertainment System, finally amved in Japan to a
borderdine-hysterical public - rumours of muggings, mass
Sek leave and gross under-supply O some way 1o back up
the sentiment that Sega was never going to beat Nintendc at
its own game in Japan. Meagre sales of the Mega Drive were
ample proot of this and so Sega concentrated all its efforts on
smashing the enemy in the US. With a window of just one
yea, the Stateside D-Day was set for September 1, 1891,
But the US wing of Sega neaded rallying and no one was
mare matched for task than former Mattel saviour, Tom

. Blue's Journey

was a desigr
rst internal rolhin
it was onto sometir th
decided to keep the project under wraps

2

Kalinske. Legend has it that he was press-ganged into
Joining Sega at the instruction of Hayou Nakayams,
particularly after the former's rescue of Matchbox Toys from
bankrupicy. A short stay in Hawail and Tom Kalinske was on
a plane back to America, the fresh blood that Seqga needed to
face Nintendo.

Price reduction

Within weeks of joining the company, the newly-appointed
CEO was on the offensive, malang several changes to
Genesis, in particular removing Altered Beast from the
bundle, which aliowed a reduction In price to $130 (£82),
Kalinske suggested reason that “...it looked like devil-worship
In the Mid-West" may have been valid, but it was the $50

wedgehog with

enough for Sega to
pany duly
en though

there was a prime opportunity to show the demos at the

i 1990 CES in Chicago. Within a short month, the character

i | had a name and an in-house development team (headed by

§ ayoung Yuji Naka), having been charged with creating a =
i game to rival Mario Mas.a,we sales across the globe tell the

Somr: Heroos (see de} For all ns SUCCESS, Son\.r - much
less Microsoft - has yet to reallse such a strong brand

| representative; so have we seen the end of the console
mascot? Ah, that's a discussion for anather time.,

Each.of the four terations (Mega Drive | and Il and Mega-CD | and lIf can be bolted
together, but are unwieldy in anything othar than the native pairing

saving that became incredibly atiractive to those gamers on
the brink of a purchase. Kalinske also green-it the
construction of US-based codeshops, a previously unheard-
of tactic that would raise Nakayama-san's temperature
considerably. The ageing CEQ summoned Kalnske to Japan
and after an hour of negotiations, surprsingly agreed to
support the US campaign in any way Kalinske saw fit. "t is
why | hired you,” concadad Nakayama-san. Sega of America
was officially on the warpath,

Yet, despite Genesis’ mounting popularty and a stay of
axacution bafors SNES amived. Sega still had nothing with
which to defend against the Goliath-like stature of Nintendo's
forthcoming Super Mario Worid. The rapidly rising heat of
1991 required something stronger, something more
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Il CPU

Motorola MBESDOH
processor @ 7.67MH
ZB0a @ 3.58MHz
192Kb

Yamaha YM2612 six-ch
FM processor
Additional sound chip Four-channel PSG
Colour palette 512

Onscreen colours 64

Maximum onscreen sprites
Resalution

Total Sys
Main sound chip

There are several mootex
the character, but the upshot ¢
26, 1991, Sonic The Hedgehog
fhe wildest dreams of Sega - with the subssquent hardware
bundle leading the company to what rmar
halcyon days. West remembers the anval of
= "Sonc changed everything. Sega’s UK
artmernt takes too much of the credit for the
It was Sonig that did it. Everyona who
saw Sonic wanted to play it and everyone who wanted to
id; it was run deft, run right, or jurmp. Girs liked
it, it even sounded groat. All of a sudden the Nintendo looked

uncertain

rmarketing
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lixe: & kid's toy and the home computers became the domain
of geeks. Saga had all the attention.” Foulger adds that “Sega
made gaming cool. Sony used the same technique by
assocatng the PlayStation with the clubland generation and,
wrongly, gets the credit for creating this approach.”

Bitter pill

Indeed in the US, Genesis was salling furiously, often
outnumbering the recently-launched SNES al a factor of 21,
notching up sales of 7.5m unils, compared to 1991% 1.6m
Far Nintendo president, Hiroshi Yamauchi, this was a bitter pil
o swallow, particularty after one publication had quoted a
particularly spiteful retort claiming that “Sega is nothing.”
Kalinske's decision to pin a copy of the phrase on every door

Sega's first comic strip proved very popular - so much so that it still exists today, publi
in the UK by Egmant Fleetway Editions. Never underesti the

's market

in the Sega offices had the desired affect. Numerous
marchandising fis-ins, from sports sponsarship to spaghetti
hoops evolved and, within a year, Sega's biggest coup
emerged in tha relsase of Sonic The Hedgehog 2. The first
fitla to be shipped simultansously around the world, Sega
built up massive expectation with the now-famous ‘Sonic 2%
day' campaign, the launch date marked for Tuesday,
Movember 24, 1992. Sonic 2 was a triumph, reaching the
height of 'best-selling videogame ever’. West confirms the
popularity of the mascot, “A character fike Sonic has o be a
fluke, you can't plan the creation of a killer character, So Sega
got a little lucky, But the gameplay came from its vast waalth
of arcade experience and intimate knowledge of the Mega
Dirive's hardware. Yoli've got to give Sega credit for that.”
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Mega Drive found itself in a choice of guises,

londermega/Xeye (JVC's combined Mega Drive
=D with Karaoke functions), Multimega (a

Mega Drive and Mega-CD), Nomad (a handheid

Drive). Megajet (a handheld unit for the Japanese

)l airfines that plugged into headrest monitors), Mega PC/Terra

Drive (Amstrad’s PC/Mega Drive hybrid), Laseractive

(Pioneer's Laserdisk/Mega Drive hybrid), Megatech (an

) eight-way arcade cabinet that played Mega Drive games),

B Mega-play (a JAMMA-compatible arcade cabinet with Mega /

Y Drive software on proprietary boards, similar to SNK's MVS), A ﬂﬂwh

CSD-GM1 (Alwa's portable CD player, tuner and tape player l' 1

S with facilities for running Mega Drive and Mega-CD games)

N and the bizarre MSX AX330 and AX890 built for release in

| the Arabic countries, one with a cartridge siot, the other a

built-in 50-strong collection of games. Overindulgencea?

Edge has its opinions,

CATS : ALL YOUR BASE ARE BELONG
TO USs.

But 1892 also saw a dip in corporate fortunes, as several Irorically, as sales levelied out, 19493 and 1994 saw soms Nevember, 1994, The Mega Drve was officially superseded,
herals for Mega D w the light of day. of the Mega Dnve'’s greatest reles including the eventual but would manage to eke out an existenca through a thrd
Menacer, a customisable infra-red ightgun supplied with an porting of —some say the supenior — Street Fighter Il: Specel US-only mcamation in 1997, before the temmine
atrocious soi-game cartridge died aimost instantly, racking up Championship Ediion. Konami entered the fray with its of Madden NFL 93,
a total of nine games duding tt six. Most excellent Probotector and Castievania: The New Generation In spite: of the eventual siide from its zer
memorabie, however, was the Sony-manufs B ga-CD, and there was a re-branded, remoulded Mega Drive I and importance of Sega’s Meos Drve can't be ove
which debuted in Japan during October of "91, ¢ \ fhe SVP-powered, Toshitiro Nagoshi-directed Virfua Racing The first consoie to offer tnie 1601 ¢

the US and UK, the latter with its honific £270 price tag and cartridge, with all its resplendent polygon power and heinous played host 1o some r T ate and went
miostly poor software - Lunar, 5¢ 0, Thunderhawk, Fine price-taggery. on to securs the premier position zand the US. a
Fight CD and Hideo Kojim, EXC Ti The amval of Mars; which became the disastrous 32X status Nintendo would never achieve. The

machine was a dismal fail anciably, add-on with only ple of decent games (Virtua Racing tarnished, but t i

of it would plague Sega through the following two and Doom), plus the never-to-be-released Neptune added still sanse th

generations. Foulger sums up the del 3 aptly, “The more doubt and confusion la even the most stalwart of Sega

Mega-CD is a worthless waste of space, aficionados, shortly before Saturn debuled in Japan during
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Desert Strike struck a sublime Undeniably Treasure’s piece de The game that sold Mega Drive to No game so clearly demonstrated The greatest scrolling beat "am up for
balance of action, strategy, control résistance and - no arguments, the US public, The impact of EA's the differance between Sega and Sega’s 16bit machine. Graphics,

and longevity, cementing a please - one of the most intoxicating patriotic and promotional tie-in with Nintendo, whose port washed away gameplay and music met 1o make
reputation for the decade to come videogames ever, the NFL cannot be exaggerated. the only reason to buy the game, software of the highest calibre
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Wario Ware Inc

Just winen Edge thougit it was oning o its ohearms, i
S hondeeds of alknew vala, Athough |t meight |t
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Super Monkey Ball 2

The bes! party game ever cadtec. YWheh i vl
tecat oy when Edge ks i 2w has no fiendis &
can g puf 2 =ee on a2 Su-waced e

_ Super Mario Kart
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Leader of the pack

agic Pengel was not going 1o be this month’s fead

review, but it turmed out 1o be an astonishing
conglomeration of gameplay elements, some of them tried
and tested, some of them startlingly fresh. Among the
number of me-too titles and sequels you'll find following it,
it was the only choice in an otherwise slow manth. You
think Magfc Pangsl Is a weird cholca? That's only because
i¥'s received little promotion and scant press coversgs.

Edge likes to start the Testscreen section with the
game fiat's going to make the biggest impact and be the
maost intéresting, whether it be a refreshing onginal titke
stevated by darzling visual flair (Viewtiful Joe) o a high-
profile 'sequel knackered by old age and inept design
(fomb Raider; The Angel of Darkness). The score of a lead
rewiaw is imelevant. Some have questioned our decision 1o
lead with reviews gamering low marks, a recent example
being Enfer the Matrix (3/10, E123), but the reasoning is
simple and can be summarised in one word: ‘Baware',

So much was promised. so much money was pumped
It i, so many units were shipped to retail. Enfer the
Matrix's badness was the story of that manth, just in the
same way that Magic Pengel's daring is this month's
highlight. Watching as your doodles are transformed into
fiving, breathing videogame creatures constitutes a special
kind of experience. If you're fed up with jJumping, shoating
and collecting baubiles, you could do miuch waorse: Despita
its lack of exploration Magic Pengel is dalightful.

Ascribing the number of pages each review cleserves
Is pot an exact science sither, but generally the game
coverage reflects Edge’s readership. Interastingly, It was
Tiger Woods PGA Tour 2004 that caused the most
discussion among the team this |ssue, If we reviewed
every sports fitle and subsequent update, there would be
litile space left in the section for anything else. Yet the new
Tiger Waods title Is classy and certainly suparior ta the
lecklustre Mano Goif (E128). It would be untair fo exclude
EA's title because it's more 'massmarket’

As & postsenpt, Judge Dredd: Dredd vs Death has not
made this issue because Rebellion is unhappy with the
'review’ code journalists have been given. As aver,
we'll wait for code that reflects the retall version,
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Magic Pengel: The Quest for Color

Format: PlayStation2 FPublcher Agetec  Developer Garakuta Studios  Price: $40 (£25)

Edge wants the picture book, the glorious soundtrack CD, the clothing range and, for the love of
all things decent, a PAL release. Preferably under the original name of The Scribbling Kingdom

ames all too rarely let you play.
Choked with missions and checkpoints
and bosses, they sc

metimes come closer
to mimicking our working lives than
expanding our playtime. Magic Pengelis
a game for playing. For playing with and in
and at. Its sole purpose s to enable you
to craft cregtures from malleable lumps of
pairit, and watch in captivated delight as
the game breathes bouncy, clumsy,
dancey life into themn.

From the pages of your sketchbook, the
game intefligently animates the bodies and

“Magic Pengel is one intoxicatingly vibrant
ge, one carefully tuned battle mechanic,
one infinite kit of gaming’s most delicious Lego”

Fzlease: Out now (US), TBC (UK)

Defeats leech all the colour from a doodle, who

jumps back into your sketchbook to recover

legs and arms and talls and homs and wings
you draw, thrusting your living, breathing
creation into a dazzling three-dimensional
world with an audible pop. Of course, this
being a videogame, the destiny of your
creations is to fight, on your behalf of course,
in arena contests. Success will win you more
paint, more colours and more freadom.
Once in the ring, your doodies bob and
weave with furious focus, darting forward to
land their biows, jumping and spinning in
victory. And victory, unavoidably, leaves their
opponent staggering like a drunk, fest unable
to keep pace with their swaying body as they
collapse, drained and limp. Edge came up
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against a fully functioning flip-book,
whose constant rotation animated the
tiny figures drawn on its pages. Stop and
think that through for a moment. These
wonders, drawn with exactly the same set
of tools available to you, alert you to the

ndless potential offered by your simple,
magical paint-set.

The drawing systern seems initially very
limited. Don't think of a normal painting
application, with fill and erase tools. Magic
Pengel works through a sequence of discrets
body parts, which can be undone or redone
but not altered cnce they have been created
As the game progresses you can purchase
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different brushes, which rather than
determining the thickness of the lines drawn,
instead govern the manner and extent of the
shape's depth. So a circle drawn with a thin
square brush will produce a shallow cylinder,
but one drawn with a very thick brush will
result in something mare like a sphers,
‘Palette parts', which are won after each
victory in the main arena, govern the
animation of each shape. Draw a straight
namow tube and designate it as a leg, and
the game will flex it at the 'knee’ and ensure
that it touches the ground alongside any
other legs. Draw a gaping jaw in a head
shape, and the game will not only animate it
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snapping shut, but will award the doodle
appropriate biting attacks.

It's this feature that is the core of doodle
design. Every artistic choice has a practical
implication on the nature and strength of your
doodle. Jaws, weapons, wings and extra
limbs will change the attack options available.
A fat bloated body might increase health
points, but have a detimental impact on
speed. Colour choice is also crucial. Greens
and blues augment magical capabilities; reds
and yellows alter strength, and blacks and
whites increase blocking power,

As more palette parts become available it
becomes possible to further customise your

Brtash: Mireses Ste

Scissors, paper, rock

Magic Pengm s twist on the ancient trinity is
to prevent the use of the same move twice
running. This is combined with a fourth
‘charge’ move which tops up a moderate
amount of depth and increases damage for
the next turn. Since every doodle is either a
magic, attack or charge type. it Is possible
to gambile on the moves they are likely to
favour Magical attacks are chosen by the
player, and can inflict status ailments, or
pravent the use of certain moves. However,
ther use consumes magic points, so in
drawn-out battles the more expensive
atiacks have to be deployed strategically.

The human character design in Magic Pengel is of as high a quality as the doodle design.
As the story unfolds you become more attached to, or hostile towards, the townspeople

093 >
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Grabbed by the Ghiblis

From the startiing beauty of the intro
illustrations, Garakuta's connections with
the famous Studio Ghibli are clear. Ghibli
provides the delicate animation which
foliows the game's completion, as well as
contributing some of the character designs.

Devotees of 'Princess Mononoke' and Lines (zed
‘Spirited Away' may experience a painful §302
confiict of interest when faced with a Linez Remkining

Z09%8

Ghibli-created doodle in battle. Should

you encounter one you can't resist, you
may get the chance to purchase it from the
villager who owns it. Once safe in your
sketchbook you can tweak and customise
and treasure all you want.

“Peage!’s Pozition
Vertical =15

Haritontal 1.%
I .wlﬂarl Bngle
Vertizal 2.0

Herizental 0.0

“While there is none of the depth promised
by complex RPGs, neither is there a single
battle you can win simply by hamsnmering X”
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The design of the doodles is often heart-stopping for entirely unexpected reasons. Despite
hours of play, Edge is yet to see all of the hundreds of doodles contained in the game

< 094 >
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Body

From humble beginnings where he could do littie more than bounce, Edge developed Humfrey until he
was armed with tail attacks, the power of flight and a vicious magical staff. And legs, of course

creation. ‘Soft’ parts sway gently in the
breeze and make very convincing quiffs.
‘Rotate’ parts could be used o create a
wind-up toy doodle or model atoms. 'Hard'
lends itself to shields and teeth and homs.

Just typing up the possibilities is enough
to lure Edge back to the drawing board to try
out some fresh ideas. Finding the balance
batween how you want it to look and how
you want it to be is what forms the challenge
in Magic Penge!, and prevents the game from
becoming a shambling free-for-all.

There's a plot, of course, but no
exploration and little variety. You commute,
endlessly, from your sketchbook, through
the village (where you can challenge
shopkeepers to duels and purchase
brushes), 1o the battle arena and back again.
The combat system is scissors-papsr-stone

- ar rather magic-attack-block — with a
few sustaining twists (see Scissors, paper,
rock). Staleness is prevented by the
subtleties of the Al, and matches ara
gradually elevated into quadruple-bluffing
conundrums. And while there is none of
the depth promised by complex RPGs,
neither is thare a single battle you can win
simply by hammering X.

But that's it. One intoxicatingly vibrant
village, one carefully tuned battle mechanic,
one infinite kit of gaming’s most delicious
Lego. Magic Pengel isn't, by any stretch
of the imagination, a rounded and
satisfying videogame. But it is, without
question, a rounded and satisfying o
stretch of the imagination, gt

Edge rating:

Seven out of fen



Nothing about Jak Il stinks of familiarity.
Whether it's platforming, shooting or
fiying, the variety is tuned 1o perfection

Jak ll: Renegade

Format: PlayStation2 Publsher: SCEE  Dovelopss Naughty Dog  Price 840  Ralaass: Octobar

s Jak and Daxter is

y stunning and a technical
ugh it feels utterly

s0, none of that is any sort
se. The onginal was a landmark in
PlayStation2 platforming and programming,
and pracision setting new
standards along the way. "We don't ten

go off and create entirely new forms of
gameplay,” the California codeshop’s leader
Jason Rubin told Edge’s Equip P52 =
earfier in the year. “But beware if we come
into your genre, because we're going to do

cial

most

cleanest, lightest, funnest,
oking game in it.”
Jak Il pretty much leg
that promise ini
n: despite what Naug

amimers might think, you can't

encode fun-n nto

fun is an exchange
pne crucial maasure of a fitle's value that can
only be assessed when the C S cCompk
and the controller is in the player's hands

there’s a lot of ‘fun’ to be had here, but

ally more fun than the original? Th
1t cartaindy Up for argument.

two years have passed since J

first af d put 50 many of its

As far as bar-r:

go. k.jll’._ 1M

iNg evolutions on the platform
/I has one evident cc

1, and it’s

brought to you by the letters G, T and A”

The graphic style and storyline conspire to create a

much darker feel for this impressive sequel

on the pl
PiayStatio

has cor

those Jak founda!
extended, enhance
expandex

was ne

ng 1o ba an ansa w

Naughty Dog would have to worry about the
competition anyway. As far as bar-rasing

k il has one

evolut

avider
the lef

S to the fnendly, well-organised
platforming of the first game Is a new gloomy,
oppre
fiots of guns), entire

m, and It's brought to you by
ars G, Tand A

sive urban underworld, There are guns

of eminantly

stealable vehicles and hundreds of meek
civillans to unceremaniously chuck out of
them. There are angry law-enforcement
agents, too. But fans of the original will be

ais remain crucial.

glad to know that

Having been force-fed too much Dark Eco

his evil adversane

it from his

Jak mark two has

for the stuff, As a
+

One boon of Naughty Dog's mix of platforming and hub convention is that the game's levels, whether within exposed, savage wastelands or claustrophabic,
man made confines, never sink to the shamolaess ice-lava-desert off-the-shelf level logic that functions in place of imagination in so many other platformers

| want informc

havoc with supe and
whirlwind spesd.

In his new and ruthless ‘renegade’

charged moves

incamation, Jak begins his adventures by
tackling chores set by the city's black rarke
merchants and resistance movemer

aimed at promoting insurrection, protecting

rebels, lubricating lllegitimate trade ol

ructures

and destroying imperial infra:

(Whisper it, bu y speaking, he

onginal. An

i through

more often than not, plot details; Missions
can be taken on and then kef
or different NPC

kers can be on Jak's to-do

meaning several errands

mavers and sh
fist at any one time — and, as a logical
conseqguence, many of the tools
with which Jak is

na talents

ed &n route are
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neraly helpful, rather than vita

progress in the game

Skip the gun acquisition, however, and
Jak will run out of options pratty quickly,
ial to the Jak I
experience. Though there isn't the kind of

because shoating stuff Is

absurd range of firearms that was Ralchet &

Clank's USP, there are le

n which guns

ars just as central. Most andard 3D

lak Il glides through everything at

ithout breaking into a sweat
range, imit and unique
sapons are often conveyed —

Fravioudly in E123, E125

Hover vehicles save trekking time when heading for the next objective at the other end, or beyond the walls of the central city. Many missions centre on their
use, from solo scouting and shooting forays to cargo deliveries and pro races. At times the skies get ‘Fifth Element’-busy without sinking into slowdown

another thoroughly sati But for

all the beafad-up comba

5, both

hand-to-hand and armed combiat remains

simple and largely functior
Bul Jak and Daxter wasn't about
shooting stufl and it wasn't about

commandeering motorised vehicles, aithear, It

form logic 1o the

was about updating ple

thrill that the game begins to look like a

0 Halp. As in the new Prince of Persia,

the logic and user-friendin

stick cames

there are othe: hen some wil catct

themse s the

compiete, polished, style-shi i!':1l|u_| [JI;—lﬂnrrll

ber shine should hava

been. But 2 couple en misslons in, it's

the arrand-boy boredom of Star Fox

Funner, though? Probably not.

Edge rating: Seven out of ten




Pokémon Pinball: Ruby & Sapphire

Format Game Boy Adv Publizher: NI d

Deveioper Jupiter  Frice; $30 (€19) Fsisase Out now (US/Japan), TBC [UK) I

inball games are not meant to go on for
Povar two hours, but that's approximately
how long it took Edge to rack up a score of
1.120,893,455. And this mammoth game
session was no freak; Edge is not Tommy,
This provokes a dilemma. .. while Pokémon
Pinball is too easy, it also remains extremaly
addictive. This is not a conventional pinball
game with well-designed skilishots and a
challenging layout, but since when was
Pokémon aver conventional? Undemeath the
laddie-friendly play fields lurks a game that will
kesp Pokéfans enthralled.

The catch 'em all dynamic makes it all
worth it. There are 201 Pokémon to find,
capture and add to your Pokedex, which can
then be examined from the main menu. As
you'd expect, some Pokémon are abundant,
some are particular to one of the tables -
Ruby or Sapphire —and some are very rare
and can only be caught when certain
conditions are met. The challenge of
Pokémon Pinbal, then, comes not from
accumulating colossal scores, but in
completing your collection.

The elusive Pokémon are caught in two
different ways. An egg can be hatched by
firing the Pokéball inte the appropriate chute
four times - the Pokémon then emenges and
can be captured if you hit it twice.
Alternatively, hit the "Catch ‘em all’ skillshot
three times and a sihouette of a Pokémon
appears in the middle of the table. This then
transforms into a capturable Pokémaon if you
hit the top bumpers enough times o
reveal all the tiles.

The ball behaviour is considerably
improved from the Game Boy Color version
and there are more warped fealures to tackle.
Both tables have a Pokémon Mart that, once
opened, can offer anything from extra bonus
games to a free Pokéball - if you have
enough coinage. Travelling the Pokémon
universe Is Ingenious; hitting the requisite
Switches alters the location pictured in the
centra of the screen, and if you travel six
times you'll be transportad to a secret
location where the rare Pokemon roam.,

It may be less challanging than its
predecessor, but there are countless secrets
and hidden bonus areas to discover. While
the game's generosity axtends to a tilt that
never locks the table and ball-saves in
abundance, this remains a triumphant
transiation of the principles that have
made the Pokémon world so vital,

Edge rating: Seven out of ten

Travelling is parformed by hitting the switches
placed prominently on the left sides of the play
fisld. Your next location is then determined by
which loop you hit with your subsequent skillshot

4 I8 2515
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POKeMON MART

Boney bonus

Most of the bonus games are fun, but go on
for far too long = something not helped by
the fact your Pokiball is replaced if it gets
past your flippers. Here you must hit 20
Duskulis, then a Dusclops in two minutes.
Link-up with a friend and you can view, though not catch, Pokémon transferred from their cart in your It's nat particularly challenging, but finding
Pokédex (left). Collect 80 coins in the play field and you can buy a special bonus stage in the Mart (right) all the bonus games i5 well worth pursuing.
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Conflict: Desert Storm |l

1. Xbox {version tested), PS2, GC, PC  Publisher: SCI

wiopsr Pivotal Games  Prioe: €45  Folease: Out now

The fourplayer coaperative mode (Xbox and
GameCube) works extremely well and is a
significant enhancement to the main game

Live and let live

The only way you can fail a mission is to
8 v get all your men killed in one go
Medi-packs are plentiful, and should any

member of your crew ‘die’ You can mi-\g
them back into the game by standing over
thelr bodies and healing them, This has the
unfortunate effect of making the game too
easy, but

also gener.
mught angue unsporting|

you ca

lots of fun, but more straight-laced gamers
will probably want to try keep everyone
alive at all t

100

Squad-based tactical shooters are notoriously fiddly on consoles, but here a press on the left trigger
plus one of the face buttons will get your squad members to fight coherently for the cause

5 where videogamgs ©

5 best mon

and so it prove

when

i the unmistakabie

whirring of a gun turret n

ng to

on. De

your dire

neutralising such an awe-inspinng threat 1s

There are three main ways to take out &

neket launcher mi

sniping the enermy 1
g placement, Edge’s

ourite tank-bu

k's machine

un €

ctic Is to send In a
ymmand

iple of kamikaze soldiers

quad are surprisingly wel Jht out

While

d) 1o act as oe

n their suicidal

get into position to

Ng counter

s up such moments of extreme t
ndantly, and they can also tum out

danger; a Russlan-buiit Hind gunship
up and ruin your best lald plans. Pivotal has
done an excellent job in improving the Al and

ur routings, both of the enemy and

own soldiers for t uel. A factor

proviae amppl

t ot gen
defining but played In cooperative mode with

three fiends (only twoplaysr co-op is

ion2 version) it's

ignore the moral




Warhammer 40,000: Fire Warrior

Format: PlayStation2 (version tested), PC  Pubiisher; THQ  Developer: Kuju Entertainment  Price 840  Faleaze: Out now Previoustyin E121, E124, E128

vitable. Call

or np-off, so much

y been inspired by

set at two, but the play
y a Tau gun. However, this

whena

lon never engenders situati

the player must make strategic decisions

it weapon choice, Tau weapons are all
ak, s0 much of the swapping will be ¢
rn the Irr i

mperium forces

ment 15 whe

vulnerable to simple circle stra

NSoN 1o
inst the more
ngly
den
ants. The fact that there are so many
h packs strewn

A Tau gun always takes up your main weapan
slot, but these are less effective than Imperium
arms. Rather than going for balance, weapons
get more powerful as the game progresses

t all. You

them.
e S

yme gameplay features may be

e Warrior still has its

B

familiar,
Kuju has appropriated th
Environments may lack breadth and depth,
it the sense that an ef

oas =

ou y. The voice

farhammer

y onveyed exper

ng, cut-scenes and general

) tone is spot on. Better still are the

online multiplayer games that, while offering
3 ary, are technically

omplishad and much more exuberant

n the singleplayer experience.
Fire Warmor does nothing badly, but

. Th

Tau petty

Tau colleagues help out in some missions
bt they go about their prescripted lives
with little regard for your actions. Kill a
couple of iImpenum scum defending a
barricade, and a Tau colleague will then
move over to place an explosive charge on
the blockage. Their ciockwork activities fail

s t0 inspire el

. Fire Warrior uses checkpoints but they are not always placed at fair intervals. Often a difficult encounter to convey the feeling that you're involved in
80( toften must be tackled several times, but worse, you'll have to endure lengthy sections just to get back there an indepandent working universe

101



Tron 2.0

Previously in E111, E¥12, E119, E12(

tions and intarnet
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deficie

understanding the Eghtbiie minigame

Moore's Law

eNce fiems, weapon
s other utilities. It's a
shich adds tactical o L]
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The game's graphical polish is thanks to Syd Mead, who, although probably unknown to you, Is =
the man behind the look and feel of the original Steven Lisberger-directed film from 1982 Ig¢ 1 Six ter

neat game

depth thanks




Homeworld 2

ner Vivendi Universal  Devsloper! Relic Entertainment

A0 IMmproves ( ing formuta

when Edge Is

r years honing a cistracting

1, revitalising a than-pe

nd, above all, re

tseff is all too

O Homawo.

258 whose strategy

hitherto been limited to earth-bound

manoeuvres have

tarme: with

far, flanking manoeuvres are often effective

While resource-gathering Is still a nec

I's far from being the core focy

hoarders

for exan ght ships, but are

vulnerable t

1 bomb-eq

hips offer no

Needlass to say, the w space opera

sarticularly
3. Injecting

monly beautiful, and not
of the latest hardwe

Price £3§ Reasse: OQut now

Preaousily in EAZ7

Edge rating Eight out of ten

In addition to the mothership, carriers and battlecruisers can also build ship construction facilities
and other useful modules. Each physical addition to a large ship is visibly added to its hull

il

R ST R

Units act intelligently in that they'll attack the
enemies they're most capable of damaging

It's full of stars

Scaca zooms out to &

Appropnately, hitting
ical ‘'map’ overview of the three-
playing area without breaking
=r's connection with the gameworld
- indead, the game can still be played from
this view. Doing so gives an immediate
overview of your sensors’ reports and any
ty. And while the

visible enemy activ
interface is overly complex with all panels
as seen here, mastenng the

vill allow the reduction of all panals




Colin McRae Rally 04

Format Xbox (version tested), PS2 Pubisher Codemasters Coweioper in-house FPrice: B40

il

i

| fl e
o

As ever, the in-car view remains Edge's favourite
and the one capable of conveying a genuine
feeling of raflying. The sense of speed appears
to have greatiy improved since preview code
while cars now sit more convincingly on the road
during replays. The presentation is fine, although
a little impersonal. Sound is again excellent

Previously in E126

fisi!

A great addition is the challenge-based manner in which you obtain upgrades for your vehicle during the
testing opportunity that occurs between championship rounds. It certainly livens up the title's progression

t the time of writing, McRae Is without a
A-:Irl-.-urm_: seat for next s WHI

been dropped
governir

two cars (from 1
undecided, it will be inten
where hea er

Citroén following th

n to limit teams to

), His future

urmently

see

ds up.

Inthe mea a, and with the rest of this
year's WRC season still to go, there's the

McRae

opportunity for another Codem:
title. It's a revised and improved

you'd expect, with tha major cha

a

d Group B vehic

of familiar mulliplaye
ould appeasa th
team focus of (
rly progressed

year's instalment, too -
st gradually gathers on the
windscreen in a more authentic manner, or
how the detail of displayed damage has
become more intricate. It all adds to the
game’s aptitude for complete player
nvolvement.

Ultimately, you know what you're getting,
of course. While this Is the finest rally
experience currently availlable on next-gen
8l

déja vu. In that respect, newcomers 1o the

consoles, there's an undeniable sense

saries will obviously be at an advantage over

ns — although
Expert mode (in-car

. McRae's career

¢ team, then, but one 1

to Its st




Chrome

1 Gathering (Take 2 Interactive)

neac €35 Faslsase: Out now

deep in the code for

makes

h other

w
o
C
-
[
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(
1

ymbination that r

or not

Edge ratin Fve out of ten

Each mission opens with a chance for you to
tool up, but your weapons cache seems oddly
unaffected by the impressive armoury you
lugged home from the end of the last mission



Pirates of the Caribbean

Fomat: Xbox (version tested], PC  Pubiisher Ubisoft/Disney Interactive Daveloper. Akella/Bethesda Frice: £40 Folease: Out now

Random encounters consist of friendly
ships. hostile ships, multiple hostile ships,
and even storms. During the latter, expect
to die if you haven't read the instructions

e vanety of the elermants vered — S

i

battles happily sit alongside contral
route management, for instance But ultimately

none offer a tremeandous amount of depth

Edge rating Fve ten

Tiger Woods PGA Tour 2004

Format: Xbox (version tested), GC, PS2, PC  Pubishar Electronic Ants  Developor In-house (EA Sports)  Price: £40°  Helease: Out now

i i thrum, Despita the
s | & ® oor15
ok ovas s, howe,

20 Balis

selabrity, this is no sirr

nd enjoyable game
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ULy naling a p a
ball s in flight, and you can bash buttons 10 boost your

shot strength. This relaxed, arcade-like approach

Festures unique to 2004 include an
eiaborate face editing tool, and several
hundred items of clothing to play dress-up
with. The lack of online play, though, is
Inexcusable (the PS2 version is, but

only in the US while the Xbox Live service is 2003, making it a deaply worthy but
affected by the current Mexican stand-off S iy update
between EA and Microsoft) b gy e 0
e rat Eight ten




Unlimited Saga

Format: PlayStation2  Fublisher: Square Enix  Developer: Squaresoft 5

: 40 Halgase: Out Now (US), October 31 (UK) Fraviously in E115

salling a

Surprised becau:

games have only ever aftracted scorn and poor sales
With Unlimited, Square makes little effort to

appease the traditional westarn RP abolishing

any fr

of tum-bas

to weapan types ra

any weapon

F party, given enough tir
uently

fights

SImply

attention deficient westerners.
You choose one of seven characters at the start of

The game's hardcore credentials form
part of the US marketing, with access to
the official website gained only when
you've answered the question: “Are you
Chicken or Hardcore?"

the gan d, by complsting mini-quests. advance the

story at a faltenng staccato pace. Indeed, the manner
of the axecution makes for tolgh gaming but,

paradoxically, t's the exclusivity of the gameplay that

will attract a few. Just dom't expect the series’

Japanese su s to be mimored here.

Six ot of ter

Tom Clancy’s Ghost Recon: Island Thunder

Format: Xbox  Futshén Ubisoft Developer; Red Storm Entertainment  Srice £20 F=l=sse Out now Previpusty in E128

comesa day when Edge

by the evoiu rrankable online
siand Thunderis a
an fhe game is

often flanlass,

entertainment.

predominantly onne game,
excellent, the rules strong and th

how entertaining

circumstance that is all to

depends on other peopla,
| Thundier Is not, stricth

a stand-alone collection o
n tha vein of the ariginal C

game is short, mediocre anc

ut it's online fun that will draw most people

Ubisoft's decision to release Island
Thunder at a budget price point should
be praised. The game might be little more
than a mission pack, but that hasn't
stopped publishers in the past. And
perhaps others (EA or Atari, for example)
who use resprayed games to generate
more profit might see some sense in
doing similar. Or maybe not

cave ptor of

paintball is worth per

enng with.

Seven out of ten



Alter Echo

Format: Xbox (version tested), PS2 Fublisher THQ  Daveiopor: Outrage Games  Pilce E40  Halease: Oul now Previously in E125, B127

game. Bu

ning s even more facile than Aed Faction's

beng straig vard pre-(

gtermined varianis on

k=y/lock puzzies which link short bursts of fighting. As

well as a sworcl-wielding primary state, you can morph
nto two other forms; the thin-fast lizard-like stealth
mode, and the fat-slow big-gun mode. Each has thres

8 10 produce creative

an the modes

8 time aiaton ent, wihich

0 Nmited, and thes 1= such a

There's a fine line between graphic artistry
and immaturity, and while After Echo makes
an attempt at the former, it probably falls
into the latter. The hues are creative
enough, and the faux-naturelle structures
suitably curled and alien but perhaps the
real problem is that a world made from
plastic would look as dull as it sounds

ckly and offering no inc
. Thare's little thrill on the
not that Alter
<, Just that It is «

I or its denouement

bad

5 particular at arything it

oefully timid when it comes

e half-cecant i0eas

Four oot of ten

XGRA: Extreme-G Racing Association

Formet: PS2 (tested), Xbox, GC  Publisher: Acclaim  Developer; In-house Price: £40 Rsieasar Out now

T hera's one really good thing about XGRA - it's all

owver very quickly. Not onca did Edge have to re-

nd of it (cue

championships and by the

mspeakably poor cut-scene) we stifled a yawn ar

hat’s

ookad forward o something better.

bul l's aiso accurate.

est manage

al the required futur

The tracks are wonderfully twisty and turny
but the handling mode! is not sophisticated
enough to allow smooth, accurate turning.
The speed blur effect (right) looks
spectacular but it punishes the player for
doing well by obscuring the road ahead

Five cut of ten
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Riding captured enemy mounts is a
choice way to even the odds (top).
Magic spells increase in power relative
1o the amount of potion pick-ups

With numerous incamations over

d years and platf Golden
Axe remains a trend-setter as far as the
scrolling beat 'em up is concemned.
= boid visusls. skmalt
play as well as several gameplay
innovations - riding the enemy's
steeds, for example - makes for an
immediate and gratifying example from
Sega's arcade heyday. Rudi y by
today's standards, certainly, but to
the emerging Mega Drive, Golden Axe
was the perfect argument to pick
Sega over Nintendo.

Golden Axe

retrotest

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

hile it's excusable to equate Sega

to racing games, the company has
much to offer for those inclined to
employ their joystick skills more
extensively. Indeed, after finding fine
form with its recent coin-op, Altered
Beast, the predictable decision to
develop a sequel hasn't followed and
instead we have an entirely new title.

A cursory glance at Golden Axe
shows that Sega has upped the ante
considerably, graphical beauty and a
wide colour palette being obvious
strengths. The pseudo-fantastical setting
sees you pick from three combatants (a
dwarf, barbarian or Amazon) and as with
most scrolling beat'em ups, each has
advantages - the former tougher, the
latter blessed with greater magic power.

Diving into the fray offers a welcome
formula, the action coming thick and fast.
Ingeniously, the standard attack
manoeuvre is accompanied by several
combeos that incorporate the run or jump
function, namely barges, flying kicks and
falling strikes. These add substantial
depth, giving you a choice of how to
defend (or indeed, attack) when
confronted by multiple foes. Choosing to
play with one or two friends offer some
degree of strategy, too, as the three
characters make for a formidable team.

The innovation doesn't stop there:
Sega has included a magic system that
can be built up by collecting dropped
pots from passing imps. The more the
gauge is filled, the more devastating the i 1 k
result once the force is unleashed. Either i iifiif | |E'”
way, every magical strike makes for

and light sweep across the screen,
obliterating all in their paths. Learning
when to unleash magic becomes
important, especially against some of the
larger bosses lurking at the end of levels.
Unfortunately, it's equally possible to lose
precious health or magic tokens while the
party sleeps between stages, as the imps
attempt to retrieve their lost goods.

It's hard to argue with Golden Axe’s
charms and although the gameplay holds
fewer and fewer surprises as it advances,
playing as Sega intended — short and
sharp - is no bad way to part with ten
pence. Just keep some on hand
for those inevitable continues. z

Edge rating: Seven cuit offen

g

grand viewing, as huge swathes of colour el I ' .M.J' by

Progress is fairly straightforward during the early
sectors but expect a swift upturn in the difficulty
level later on - screens of monsters prove tough
to dispatch, particularly as their speed and
reactions increase exponentially, That said,
forcing persistent opponents over terrain
edges is an amusing solution to the problem
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‘Before Lara had even developed habits of a raiding n
‘game that revolutionised the action adventure and lot
ridiculously small amount of space. Thhmmmmauﬂ'samdmm
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of the first Acthvision games for the daaling with. They would have to write and orepnal tachnical achieverment and
P Atari 2600), the hardest part of the an entire game, complete with d a game around it.
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Over 60 games later, David Crane is still producing
titles and still as enthusiastic as ever about the
state of the videogame industry and its future

< 114

videogames of the late-"70s, there
were very few attempls at animated
figures in games. You controlied tanks,
jet planes. Pong paddies, sic,
because the limited number of display
pixels severely restricted the creation
of smooth animation. | had developed
a reglistic-looking human character in
1979 before | had a game idea thal
needed one. The difficulty was coming
up with a game that made sense to
have a fitle running man init.” For
three years, Crane testad the
character n different scenarios such
3s 2 "cops and robbers’ game, but it
dicin't work and was thersfore sheived,

The running man

In 1882, while he was between
games, Crane finally decided he would
figure out & game for the 'fittle running
man." I sat down with a blank sheet
of paper and drew a stick figure in the
centre. | sad, '‘Chkay, | have a little
running man and let's put him on a
path’ (hwo more lines drawn on the
paper). "Where is the path? Let’s put #
ina ungls’ (draw some treas), 'Why is
he running?’ (draw freasures to
collect, enemies lo avoid, etc). And
Pitfalll was bormn.” The man became
known as Pitfall Harry, "This entire
process took about ten minutes,
About 1,000 hours of programming
later, the game was complete. In that

era we said we spent 90 per cent of
our time writing the last ten per cent of
the game.”

It's no surprise that the film
‘Raidars of the Lost Ark', which was
releasad in 1981, influenced the
design of Atfall, but there was
another apparent nod to Tarzan' with
the presence of the swinging vines
But not so obwvious were the
introductions of the alligators. |
remembered from deep in my
childhood a pair of cartoon characters

ane became one of

Pitfalll clubs, thot

everywhere

Magpies) called Heckle and Jakyll.
They had a sequence during which
they would run across the heads of
alligators, barely escaping the jaws. |
thought that would make for an
interesting sequence in the game.”

Jaws of death

Leaping across alligator heads turned
oul to be Crane's favourite aspect of
the game. “The first time you crossed
the alligators you did so by carafully
waiting for the mouths to close,
jumping onto the closed mouth,
tapping the joystick to move over to

stand on the forehead, and waiting

f memk

nd the game sold $50m whc

until the mouth opened and closed
again befors moving on. But once you

got really good you couid sall non-
stop across them by exactly aiming
your landing to hit the forehead of the
first alligator and immaediately jurmping
again to the next one,”

Creating this enjoyable sequence
in the game reguired a small
programming tweak. In the onginal
design of the game, to jump from one
gliigator head to the other the player
had to move the joystick and jump at
exactly the same time. “Ths proved to
be almost impossible to play. So |
changed the code to aliow you 10
direct Harmy's jump to the side, if you
moved tha joystick within a small
instant from the time you pressed the
button to jump. From a programming
standpoint this was a tiny change, but
it changed the gameplay from nearly
impossible to an easily learned skill.” It

first programming superstars

strong, sprung L

fesale'
was this design decision, and many
others influenced by other
programmers, that made Activision
games such as Fitfall so much tun, "It
was all in the tiny detalls,” says Crane.
“The worid of Pitfall Harry is a
circular path 254 screens in
circumference. The game ROM
contains only 4Kb of memory, so there
isn't enough memory 1o hold bath
Harmy's graphic frames and the
definitions for 254 screens. | solved
this problem on Pitfall! by creating an
algorithm that defined every screen
mathematically. The actual definition of
the entire world took less than



50 bytes of ROM.”
The subterransan path
dramatically changed gameplay and
it worked as a shortcul. You would
travel ll';ree screens underground for
svery one screen above ground, But
the shortcuts weren't without risk as
Pitfalll's subterranean world was
fittered with scorpions. Crane liked the
Spiit between the two worlds so much

ihat he forced the player 10 go below

ground to collect all the treasuras
fis kind of tweaking that raises a

game from mediocrity,” he says

Flicker-free Harry

Cram too much action into a 2600
game and characters start to ficker, it
was often the case when an ancade
game was translated for home use
For example, Pac-Man has five
abjects — four ghosts and one Pac-
Man. The 2600 could only display two
objects. Such a forced conversion 10
the 2600 guararteed filcker,

During the earty days of Activision
all their games were original concepts,
not home versions of arcade games
Developers were not forced into
situations where they had to create a
certain type of game to fit within the
2600's fixed platform. By not forcing
themselves into a comer early on,
Activision games didn't appear short
of expectations (ie, no flicker). “If you
Oesign a game 1o work within the
Iimitations of a seversly imited
machine, you're going 1o make a
game where peopie don't realiss how
imited the machine is,” says Crane

To create enemies Crane played a
gentie balance between what could be
drawn by the machine and visually
interpreted by the player. Drawing
characters on a piece of paper,

objacts went In if they were easlly
recognisable and didn't eat up too
much memory. For example, Crana
successtully drew a coiled snake, but
wouldn't even attempt a whirlpool. It
would be far too complicated. “Each

thing you see in there was the result of

a lot of work to determine whather or
not pecpie could tall what it was when
you put it in the game. There was a lot

of trial and emror.”

Game of the year
In 1979, Crane and some fellow
programmers lefl Atari to create their
own company, Activision. They
wanted to continue designing games
for the 2600, but were tired of the lack
of credit Atan gave its programmers.
Activision decided that its sales model
for games would be like that of book
sales and so they marketed both the
title and the author. Each game
Included the name and a photo of the
designer. If gamers liked a particular
developer's game they would eageriy
saek out the next game he created
The model proved successfil.
Crane bacame one of the first game
programming superstars. Pitfall clubs,
thousands of members strong, sprung
up everywhere, The game sold $50m
(£31.2m) wholesaie, recerved
thousands of fan mall, and was game
of the year in "82, spending 64 wesks
on the Billboard charts as the number
one saling game. The game spawned
a sequel and a Saturday moming
animated serles and in both 1983 and
1984, Crane was named Designer of
the Year by the American magazines

‘Video Game Update

and ‘Computer Entartainer’

Thirty years of garme programming
and 60 games later, Crane still can't
stop. In 1995, Crane co-foundad
Skyworks Technologies
(www.skyworks.com), a company that

creates advergames, marketing
websites that use sponsored
videogames to pass along an

advertising message. Instead of

looking to the new consoles which

required 10-2( Dpie and one of two
years to develop a game, “We came
to view the intemet as the iatest
videogame system, and with kmited
bandwidth this new ‘game system s
more ke the systems of the past * He
still ioves his work, and consumes
himself with whatever project he has
sometimes working 18 hours ina
given day. Whenever Crane Is asked to
pinpaint his favourite game, he always
responds, “lt's the one I'm

working on right now.”

| —————

AChi+sIiorM

ACTiViSion

-

FOR USE WiTH THE
ATAR! VIDEQ COMPUTER SYSTEM

Versions and updates of Pitfall’ have appeared on
practically every home system ever released. The
latest, Pitfall Harry, will be out on Xbox, GC and PS2

You could argue that Pitfalll was one of the major influences behind the classic coin-op Hunchback, which
was released the following year. You could also argue that both were classics in their own right...
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yesterday’s gaming goes to have a lie down

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

rmir"j!!.'!'t;';;g;l,lll' |

1. Metal Gear Solid, from the
sublime... 2. ...to the
ridiculous: Pen Pen Tricelon
3. Oh, and to the ludicrous:
Project X's prototype pad

4. Konami's Dance Dance
Revolution: “A sight to
behold,” says Edge = Bruce
Lee's daughter Shannon, at
ECTS to promote Tekken 3

6. Carmageddon, when gore
meant red pixel splooshes

7. Well, she's hardly Milla
Jovovich, but ECTS is hardly
Hollywood 8. Part of the
Edge entity back in "98 gets
a little hot under the collar

3. Sensible's Sex, Drugs and
Rock and Roll, “a point and
click adventure for the
mature market” 10. Sega's
Ocean Hunter: the sharks
get smart on a Model 3

1186

“Some day all magazines wil be made this
way..." ran a single page advert for futuregamer.com
on page 81 of EB4. Discounting the fact for a
moment that the futuregamer.com domain is long
expired, and that (thus far) the intermet has only
really damaged the circulations of publications
substantially more adult than this one, Edge hopes

e

at day never comes. It'd miss the cover stock, for
a start. EB4's was silver-backed card, promoting -
walt for it — Silver, subject of a feature with the too-
smart-title, "All that glitters is not gold”.

There was a lot more inside the card covers,
though, Including short features on the decline of

DIl EDGE REALLY SAY THAT?

"The fitlis of i that Edge has heard Indicates a worrying similarity to
mid-"80s soft metal (e distant rustie of letters from Whitesnake fans Is
already in the =) — Edge inthilges in some big-hair baiting with its
comments an the Sonic Adventure soundtrack

HO THEY REALLY SAY THAT?
"That's it. You played @ for 30 torfuous holrs and than one of the main
characters popped her ciogs and @ was bad " Peter Molyneux sums
up FFVINs emnobonal appesal

Metal Gear So
Parasite Eva (PS, 6/
MediEwil (PS, 7/10); ]
6/10); The Linholy War (PS,

Spyro the Dragon PS. 710K V2000 (PC, 8/10);
o K& S, 710K Gunbarl (PS,
Stextfh Assassins (PS5, 7/10)

the arcade industry, the rise of the emulation sceng,
and the grand designs of the Nuon. ECTS 1898
also warranted a mention, and Out There's
increasingly tongue-in-cheek reportage contained a
on Sony's show party, complete
with industry digs and in-jokes... you had to be
there, really. Edge alsc saw the trade show as an
opportunity to gather six of the industry's leading
lights together for the second year ina row. *l think
if we all wanted to be really wealthy we wouldn't be
doing this,” claimed Jez San. “There are plenty of
easier ways to make a living." Well, the

dotcom boom was just around the corner..

two page spotlig

EDGE #129
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| am quite sure that | wil net be alone in
asking you why you decided to leave Doom out of
your top 100, You found room for, amang others,
Gunstar Heroes. which is abviously a personal
favourite of Edge’s - bul Is it one of the top 100
games of all ime? Are you honestly saying that
from the whole histary of videogaming Gunstar
Heroes Is going to be remembered more fondly
than Doom by the majority of people?

Doom has given us so much more than Gunstar
Heroes, which is just another example of a
competant side-scroller — certainly not ground-
breaking, Before Doom there was Wolfenstein 3D
and little slse in the genre. Since then we have
seen the FPS truly explode onto our screens,
wading to vanous advances in gaming
technology - including network garming.

It your list had been smply ‘Edge’s 100
Favourite Games' then | would have no cause for
compiaint, but according to page 65 of issue 128,
you have tried to “detarmine the best games of all
tima,” This must surely include Doom. To say
otherwise 15 to be typically pig-headad, and frankly
it's this arrogance that infuniates many readers,
myself included.

Ted Forsyth

| enjoyed reading your 100 best games

feature, and seeing how It comparad with the ane

in B8O, but it seems to me that your decision to
shoshorn the games into groups of ten by genre
created more problems than it solved.

For instance, your assertion that the term FPS is
unhelpful may be true, but this leads you to
suggest that Halo and lkaruga are actually the
same type of game, which seems a bit of a stretch.
In addition, your decision to effectively lump two
genres togsther has led to the omission of some
terrific FPS games, most notably Deus Ex, Halff-Life
and Doom '

In contrast, your decision to include Rhythm
Action as a full category is baffling. This genre has
a very short history, and boasts a tiny number of
games, suggesting that the ten entries here must

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

Or email (stating ‘Inbox’ in the message header):

INboOXD==

have more or less picked themselves. No doubt
the originality of Rhythm Action games was what
swung It for you, but | think five games from this
category would hava been enough.

On a separate issue, how can you justify the
fact that half of these games come from the last
three years? This seems a little short sighted,
which is something | would not have expected
from Edge. A casa In point Is the Inclusion of
Resident Evil 0, rather than the classic 1996
onginal to which it is heavily indebted. You seem to
suggest that the most important thing is how a
game plays today, and not how significant it was
upon release. The original game created an entirely
new genre, but the GameCube varsion has better
graphics. Take your pick.

Finally, what are Viewtiful Joe and F-Zero GX
doing in thera? As you point out in the reviews,
both have some fairly significant shortcomings, and
they were both released very racently. How can
you be objective about a game's merits without the
benefit of hindsight? | suppose if you'd compiled a
list five years ago, Turok 2 would have featured
prominently, but time has not been kind to it. For
this reason it would surely make sense to suspend

judgement on these games.

Gavin Woodworth

Great to see some of the classics in the
Iatest issue. Super Marlo Kart, Street Fighter If
Turbo, Warcraft /I; all good stulf, But, | must
exprass my criticism for your exclusion of what is
probably one of, if not the most defining platform
gama in history. Jet Set Willy (or it's predecessar
Maric Miner). Cast your minds back to the
wonders of the mighty Spectrum, and the joys
of such games as Jel Pack, Sabrewulf and Halls
of the Things! Suraly your ranking must take in to
account not only enjoyability of play but also the
impact on the gaming industry as well.

Alex O'Brien

Number of games in Edge’s best garmes
of all time list: 100, Number in that list published by

EA Games, the largest thirdparty publisher in the
waorld: 1. | think that speaks volumes.,
Alec Weldon

What's all this shunning Half-Lite, eh? Now,
| know that personal opinion counts for everything,
which is why | shan't criticise you for not giving the
game the 10/10 it deserved back in 1998. But
surely it deserved a place in the Top 100. Half-Life
is still the single greatest emotional experience 1've
ever had playing a videogame, and lat's not forget
that it totally revolutionised PC gaming, the way
Doom had done five years before. Like | say, it's all
1o do with one’s own opinion, but still, If it's not the
‘Citizen Kane' of games, then it's got to be the
‘Godfather’. Or maybe ‘Star Wars'.
David T Heslop

| have just finished rsading the Ten Top Tens
and on the whole | agreed with the majority of your
choices, but | do have a few gripes. Whers s
Metropolis Strest Racer, for instance? It hasn't
even been included as a finalist, The Final Fantasy
series is similarly noticeable only by Its absence,
represented only by Final Fantasy Tactics, which, if
memary serves me corractly, was never actually
released in the LK. | was hoping pleasa for an
explanation as to why you saw fit to leave these
out of the list and yet include such average
pretenders as Phantasy Star Online and F-Zero GX
Kimahri ronso

As a relative newcomer to your magazing |
tumed eagerly to your Ten Top Tens featurs,
awaiting with great anticipation your thoughts on
my favourite genre, the adventure game, But my
excitemnent turned to horror as | discovered that
your selection somehow managed to overlook
almost every single one of my favourites,
despite the fact that they are all generally
percaived to be classics.

There isn't a single game from LucasAns, the
company perceived by most to be the most
important adventure game creator in the world,

“Number of games in Edge’s best games of all
time list: 100. Number in that list published by EA,
the largest thirdparty publisher in the world: 1”
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The omission of Deus Ex from Edge's shortlist of
finalists was due to a typo, but there wasn't
enough unanimity for it to make it into the top 100
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So then, Happy Birthday Edge and have

great next ten years.,. you bastards!

o

Max Harvey

I've never written
probably because | haven't hat
1

inavitably write in this month to congratulats

ks for making me grin

ear 10 ear 1nis moming a

Thanks.

James Marijeanne

Edge woula

| was interested to read the Edge

“In no way, shape or form is |karuga better than Silvergun. |
hope that its omission was either a) a typo, b) an attempt
to spark a fanboy backlash or c) a very unfunny joke”



presents Equip: PC edition, but wondered if you
were aware of a strange mutant creation on page
1017 It refers to a certain 'Jerome Ansell’ as lead
programmer on Rome: Total War. Now there is
myself on the one hand, Jerome Grasdyke, and |
am indsed lead programmer on Some, and then
there is Tim Ansell, who is The Creative Assembly's
managing director. | was tempted to shout “it's
alive!”, but that would be a flagrant untruth as I've
never seen this curious hall-breed wandering the
cormidors at CA. No such person axists. So
hopafully this sets the record straight.

Jerome Grasdyke, Lead Programmer

The Creative Assembly

Oops. Somy

A Metroid score of 214 on Wano Ware?
Be honest Edge, did you use a GBA Player and a
turbo button?

Christopher Buxton

Edge wouid Bke 1o make it clear that Edge’s
pre was performed without any

cal assstance, or indeed under the

of any stimulant stronger than caffeine

With reference to Jake Michie’s letter in
E126, | have lo stand up and give some support to
testers. Although the tone of his letter was
guestioning rather than accusatory, it does
rughlight a cormmmon misconception that testers

are daft.

Until recently | worked as a tester for a very
large (onginally European) pubdisher, and have
worked on a greal many games. A couple of these
games were instant number-one sellers despite
ying serious flaws (as Jake and many buyers

vould define them).

When you consider that testers will work on a
single game for months and months, guiding its
progress through to gold disc stage, you will
hopefully understand that thera are vary few
in released games which have gone

unnohced by the testars

Soma bugs such as the TimeSplitters2 footfalls,
will almaost certainly have been noticed at an early
stage by a keen tester, and assigned an
Importance by a producer. As the project
progresses, the tester will become sick of
discovarnng thal an apparently simple issue such as
this has still not been addressed. Sadly though, it
is often touches like the SFX for footfalls that are
crucial lo the quality feel of a game, which are
implemented last. And as such they are the first 10
be brushed aside in order to finish on time.

Testers have been known 1o take furniture lo
joypad in viclent fits of sieep-deprived rage upon
discavering & bug has been signed off by a
producer whose main concem is a concrete
shipping date. If a game doesn't crash, then once
the deadiines start banging on the door, bugs will
be renamed as ‘features’ or simply ignored in order
10 maks a strest date.

These are the most frustrating bugs to discover
and rediscover week after week. These are bugs
which go some way to creating the recent feelings
expressad in Edge about the lack of interest in
new games. These are bugs which prevent a good
game becoming great. These are the bugs which
testars joined the industry to eradicate, and they
find themselves to be powerless. They aren't daft,
they are simply not trusted or listened to when
financial nsk or deadlines come into play.

Adam Taylor

After reading the rerfect Ten artice in
E128, | started thinking about why people stil
regard a score at the end of review as a sign of
how close to perfection a game is? You're righl to
say that a 10/10 review isn't indicative of
perfection, because advances in technology will
always make it possible to improve the gaming
experience. But as far as I'm concerned, this view
does not go far enough.

As Ed Bartlett says, it is impossible to make a
perfect game. This is just as true as it is with any
other form of art. We all know it. When we see

The issue of whether or not to have revieW scores
refuses to go away. But it's (again) worth noting
that a score of ten does not equate to perfection

reviews in magazines dealing with other media, the
score at the end is simply one of recommendation
within the genre. Yet we still see raview scores in
gaming mags as a guide to perfection; not of
recommendation. We need to set the record
straight now. People need to stop whinging abaout
why games like Halo and Gran Turismoe gel a scor
of ten. For me, a review score of ten means that
avan someone who detests the genre will probably
get a kick out of the game, and that's all

Joe Law

Scores in reviews seems o be a highly
emotive subject, given the continuing discussion it
attracts, with some preferring 10 read the review
and make their own assessment, and speaking ou
quite vocally and quite compellingly.

What | think those people are overlooking,
though, is that most people read reviews with one
guestion burning in their minds. A single question
that is the whole focus of the entire mag, in fact:
“Is this any good then?”

Without that magic digit at the end. the reviewe
ls ducking the responsibility of providing an
answer — endangenng the relevancy of the whole
process. When | read a review | want to know
about the highs and lows, and how they feed into
the experience of playing the game or watching thy
movie or listening to the music.

Reviewers must have the courage of their
convictions, to be able to get to the bottom line
and make a clear and definitive statement about
the quality of a game. There is no room to wriggle
or weasle out of a single number; it is a firm and
clear qualitative assessmant — and one that throws
tha rest of the review into the proper context.

It is invaluable.
lain Howe

If there's one debate that has been consistently
aired over Edge's ten year history, it's the review
scora debate. Review scores are currently set to
stay. If that changes, resl assured, there will =
be plenty of warning,

“Testers have been known to take furniture to joypad in violet
fits of sleep-deprived rage upon discovering a bug has been
signed off by a producer only concerned with a shipping date
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