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The future of electronic entertainment 

B e honest the COIIe<\ne unseHied you a Lttle. ddn't rt? 
What is rt about the lhouglt of the 'manstreMI' 

invading 'our' pastroe that so many feel IS so threaten.ng? 
The most slralghtfOIWald, objective OOk at \hJs llldustry 
would indicate that it IS n desperate need of e-.-olubon d n is 
to stand a chance of breaking out of 1s nd1e past1me status. 
Sure. you've had Lara on the cover of 'The Face'. But that 
was a while ago. Have you not noticed how, ganeroJiy 
speaking. the lifestyle press has since gone off Vldeogaming? 
Coverage has, over the past two years in part1cular, 
relinquished column rnches to other topics. other tronds. 
Everyone jumped on rt when Sony pulled up at the station 
with its PlayStation - a gaming machine from such a high 
profile consumer electronics firm efficiently washed away 
much of the geeky overtones that the public associated with 
videogaming and a whole generat1on genUinely bought 1nto 
the potenllal of the medium (and the ingenious marketing 
campa~gn. of course) only to be subsequently disappointed. 

You can hardly blame them. In the1r eyes. I he g<1m1ng 
tr81fl has long run out of steam. Publishers· commercial 
conservatiSm has resu~ed 1n a seemngly endless track of 
IJI1illSPII109. iderltikit software that has OOilVIncingly killed off 
tne reN garners' «.lal entnu5laSITl. 

Eventua!y. we'l need to loo!< at ways ollllVIIng them 
back ortlOard· deM3r expenences that they can botn 
t.nderstand aoo er'(Q'{ because \Atmately the successful 
pene:ra:JOO c: garnng Into tne massmar1<et IS de$pefately 
needed. inagne a wor1d wtlero gamng caters to a vanaty ot 
tastes far W!Oer ;,na~ anything that is currently offered at your 
local GAME store :. \'.aid not t.Jll ke. say. the film industry. 
where the audience cJers tne Width and dopth to sustain 
both 'The Return o; i11e ~·and 'Spellbound'. VldeogaiTllng 
1s capable o' so ITf.Jd'l rT'lOf'llhan 11 IS currently delivenng - rt 
would be a crroe to never expenence the full potential 
of this exceptiOnal and 'asooa.tJng mediUm. 
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Saying mass 
A generation of games is being made with 
non-garners foremost in mind. Where will it end? 

With gaming in the doldrums in Japan, 
developers and publishers there are 

looking to a new salvation: the non-gamer, 
be they lapsed or virgin. 

Leading the charge, no lesser figure 
than Nintendo's president Saturo lwata. In 
h1s recent Tokyo Game Show keynote, 
lwata-san sa1d that today's games are too 
complex, and that garners are getting bored 
with the lack of new ideas. 

Citing successful examples from 
Nintendo's Farnicom glory years, as well as 
Pokemon. he questioned whether 21st 
century games meet the tastes of 2003's 
llme-constra.ned consumers. 

lwata-san's comments seemingly reflect 
unease withlll the Japanese industry. The 
otaku of yesteryear are a declining force, 
and most releases are in and out of the 
Japanese charts within a couple of weeks. 
The only genre to gnp the public's 
imaglflCitiOfllll recent years was bemam­
r¥YW another fadlll9 force 1n Japan. 

Reflect.ng thiS th1nking at the stlow' were 
myriad atterr.IOfl-grabbing penpheraf-based 
games. Tltes D<e &Cite Ping Pong 2- a 
standalone png pong game wrth paddle 

peripherals and an emphaSIS far rem<l'-iBd 
frorn, say, 'reahstieafly m:ldeo">t!d pc-l9 pong 

phys.cs'. Or. more pem')8(l!ly, Square Erlx's 
Dragon Quest Kenslltn, wtlldl takes one o· 
Japan's best-loved RPGs and bestows . 

a plastic sword. While prelmlnary plaf does 

suggest more than a hack and slash a"odll", 
the symbolism is clear. Hardcore stat 
crunching is out. WaVIng your anns 111 the ar 
like you just don't care IS in. 

Of course, a nation that gave us Super 
Monkey Ball, Pikmin, or the now venerable 

train sim Densha de Go (complete With 
infamous gear stick peripheraQ is hardly 

reinventing itself w1th, say, Namco's 

Pop lOo/ tal<es TV tie-ins to the next level by copying both the show's format and some of its presenters, 
notably Simon Cowell. it's a tactic used successfully in Who Wants to be a Millionaire? on PlayStation 

"Only last year CESA, the Japanese trade 
organisation, warned that active game 
playing in Japan was on the wane" 

K3<aman Damashi1, a weird yet easily 
accessible cross between Marble Madness 
and a dung beetle simulator. And while 
karaoke games are big in Japan, Korean 
MMGs are also winning fans. Yet 
lwata-san's comments reveal the questions 
:ha! are oong asked about gam ng's 
dtrecbon at the highest levels in Japan. 

!'sa potent subject for a country that [In 
contrast to the west) sees its brightest 
garn.ng years behind it. Only last year 
CESA. the Japanese trade organisation, 
warned that active game playmg in Japan 
was on the wane - despite the (then) still 
you'lg generation of consoles. 

So could for once the industry in the 
west be more in tune with the direction the 
market is headed? 

Crazes for you 
Sometimes Japan's cultural isolation works 
against it. One spectacular example is its 
shunning of Take 2's Grand Theft Auto Ill, 
the ultra-VIOlent tile loved from 
Newfoundland to New Zealand (created by, 
of course, a Scottish developer) which, 
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The ubiquitous Eye Toy games are dragging 
gaming into the massmarket. lt seems that 
everyone wants to play them. Even Edge 

< 008 

when it finally went on sale last month in 
Japan, near1y sold out publisher Gapcom's 
(conservative) first shipment in its first 
weekend. ThiS sales rush came after leading 
Japanese f~gures opined that the country's 
garners would not accept such a bloody 

western creation. 
GTAI/1 is a key title because it's popular 

with both 'casual' and 'hardoore' garners. 
Another western title spearhead.ng the 
accessib lrty trend, Eye Toy: Play, was also 
developed in the UK, at Sony's London 
Studio. Still awaiting a late January 2004 
release in Japan, the once-derided camera 
peripheral notched up an effortless million 
sales in its first four months on sale, and 
Sony has wasted no lime following it up 
with Eye Toy: Groove. 

Joyous, novel and undemanding, 

Eye Toy IS the definrtion of welcoming, and it 
has encouraged some people to take their 
first look at a game console in years. "There 
have been stones about grannies playing 
Eye Toy, and very young childnen that play it 
as thetr very first game," says Jason 
Fitzgerald of Sony's London Studio. 'We've 

also heard about people who'd written off 
gaming as being boring and anti-social until 
they tried Eye Toy. And tt's made life easier 
for some garners who can now show their 
friends that gamng tsn't all just shooting, 
drlvlng and sports." 

Eye Toy as a beachhead 1n Sony's 

attempt to expand the neach of 
PtayStation2. Another London Studio 
production, Singstar - officially an 'Eye Toy­
enhanced' game- personifies massmarket 
marketing even more, taking an existing 
game concept (the soon to be ubiquitous 
gaming karaoke) and bringing it to a wider 
audience via a trusted, massmarket brand. 
the nascent but potent Eye Toy label. 

"The plan is to have new Eye Toy­
required games and new Eye Toy-enhanced 
games that wtll push the camera and the 
technology in new directions, while also 
appealing to new audiences, • Fitzgerald 
explains. "There is a non-gaming application 
of Eye Toy coming soon as well." 

Looking at another key genre that was 

Millionaire? to PlayStation. "For this sort of 
game, the design has to concentrate on 
being fun for everyone, rather than just a 
select few, • Luckett says. 

"The aim is a game that everyone can 
play and enjoy, from the youngest daughter 
to the oldest parent. • 

Hothouse's initial plan to shoehorn the 
'Pop Idol' licence into an existing gameplay 
type was soon abandoned. "Our 
brainstorming suggestions were too 
abstract. and they didn't capture the 
essence of the 'Pop Idol' 1V show, so we 
took a step back," Luckett candidly reveals. 
"We analysed all the hooks for the show­
the competition mechanic, good and bad 
singing, the judges and their idiosyncrasies, 

"Joyous, novel and undemanding, Eye Toy is the 
definition of welcoming, and it has encouraged 
some people to take their first look at a game" 

(eventually} successful with the massmarket, 
bemani, it's unclear whether the control 
method or the music was what lirst hooked 
in non-garners. Edge recalls, for instance, 
that the first dancing games for PlayStation 
- played via a joypad - literally halted female 
traffic through the office, despite the lack of 
fancy footwork. 

Indeed, as Shakespeare might have 
written, "If music be the food of massmarket 
gaming, play on." Codemasters' Pop Idol is 
something of a double-whammy for 
massmarket gaming, combining ever­
accessible audio and the bemani concept 
with a big name 1V brand (and the 
debatable delights of Simon Cowell). Some 
may play games to escape such output, but 
just as casual garners have long preferred 
RFA tor its veracrty, so it's likely that Pop Idol 
style titles will attract the massmarket 
audience more than quirky one-offs in the 
PaRappa mould. 

"From a gamer's perspective, people 
usually play games to fulfil I heir fantasies or 
to immerse themselves in the subject 
matter," says Andrew Luckett, head of 
studk> at Gangsters developer Hothouse 
Creations. • A big name, allied with top 
quality music, fulfils this." 

The Bristol-based studio is well-versed 
in reaching this demographic, notably 
having brought Who Wants to Be a 

the hosts, how the contestants looked and 
the comments they received, the choice of 
songs - and realiSed that the right game 
would be based around these hooks. 
Deciding this enabled us to fccus on 
creating a pitch-bending mechanic. • 

When the screeching-cat vocals of a 
poor1y-executed song brought laughs from 
the earliest prototype, Hothouse knew it 
was on to a winner. But note what came 
first when designing for the masses - the 
television show, with all its g·mmicks was 
the inspiration. 

Indeed, Sony's abstract Eye Toy: Play is 
something of a departure. Western 
publishers have long equated massmarket 
success with big licences. Pop Idol may well 
make a nod towards traditional gaming (with 
unlockable costumes and verses, for 
example), but the Japanese pioneers such 
as Masaya Matsuura and Tetsuya 
Mizuguchi released wholly original games 
like PaRappa the Rapper, \lib Ribbon and 
Rez to stand or fall on their merits alone. 

Culture club 
Unfortunately, as Edge has often lamented, 
it's all too ofteQ been faiL Critical plaudits are 
hardly mirrored by commercial success with 
either the hardcore or the massmarket -
despite the crossover potential and the 
superficially simplistic gameplay. Still, 



Mizuguchi-san is sanguine about his games' 
market-busting sales potential. "How fast a 
game sells depends on many factors, and is 
not just the game itself," he tells Edge. 
Commercial success may be down to 
"timing. the way it's presented, the mood of 
the market, or whether garners get behind it 
and spread the word.· 

And far from believing in a distinction 

between quir1<y or hardoore titles and 
massmar1<et ones, the creator of the rather 
more blockbusting Sega Rally says that: 
·every game has its potential for commercial 
sucoess. One sells very well, while another 
doesn't. I think it's important that confident 
creators explore this challenge." 

Wrth Rez's unique blend of clubby 
visuals, rhythm action and hypnotic self· 
constructing soundtracks, it's easy to 
assume that Mizuguchi·san sees music as 
opening doors to new audiences. But the 
designer himself cites a more interesting 
inspiration. "Music is something which 
works in real time,· he concedes. "lt puts 
the world in motion. But what I like most are 
the people who go to clubs. I find a lot of 
inspiration in the link created between the 
DJ and the people." 

Perhaps thanks to its founding mantra 
of welooming all oomers, club-culture has of 
oourse been referenced before by game 
developers- it's approaching a decade 
sinoe Sony's Wipeout, the first audience· 
broadening icon to take a cue from clubs. 
But depressingly, recalling Wipeout does 
suggest gaming is on the back foot. 

With Wipeout, Psygnosis assimilated 
the club vibe to dress up an unforgiVing 30 
arcade racing game. In contrast, titles such 
as Pop Idol and Eye Toy make clear 
gameplay concessions to non·gamers, with 
ease-of-control and 20 graphics. Thus 
accessibility comes first, and music seems a 

path of least resistance on attracting non· 
garners to the med•um. 

Altematrvely: "I'd suggest that audio in 
games IS following where graphics has 
already led,· Luckett retorts. "30 graphics 
arguably helped more people to noboe 
games, and therefore game developers 
followed the 'path of least f'eSIStanoe' by 
moving to 30. Audio is perhaps a branch of 
the same evolution." 

From Elite to everyman 
Is massmar1<et gaming itself a path of least 
resistance for developers and pubfishers? 1t 
certa~nly doesn't help to be el11lst. because 
these days you never know who'ft be prung 
the trend next. 

Havtng made his name oo-programmng 
the legenda~ry BBC hit Bite, is it logical, 
surprising or ironic to find David Braben's 

PaRappa the Rapper and Rez are early examples of games that b lended gaming and music, with mixed 
commercial success. The new generation of music games builds on the lessons learned from these titles 

Frontier Developments releasing Oog's Ufe 
- squarely aimed at fa~nilies and kids? 

"The time is alvvays right for a game that 
appeals to a wider audience," is Braben's 
unapologetic verdict on the game. "it's 
important for the games industry that 
people outside see us as doing things that 
might interest them, especially if the tndustry 
is to continue growing." 

"I think Dog's Ufe is a dr.terent style of 
game, more relaxed, • he adds. "1his 
doesn't mean it won't appeai 10 garners like 
you and I, I hope." 

Already nominated tor two BAFTAs. 
Dog's Ufe is a successful attempt by 

Frontoer to find a totaly new market for its 
productiOnS. Bu, ~lhile Braben says that 
play.ng a dog was aP rnportant part of 
attracmg a Wldef audl9nce, he also says it 
was key n evolving the gameplay. In an 
echo of lwata·san's address, Braben 
argues that people play games "because 
they want to see new things. • 

Besides, "just because games are 
massmarket doesn't mean they are not 
fun, • says Braben. 'Bite in its time was 
massmarket. GTA/11 is massmarket." 

Certa,nly, quirky features such as Dog's 

Ufe's 'smell·o·vision' har1< back to the 
golden age of ga~ning that the jaded gamer 
often laments - yet one wonders what a 
modern gamer would really make of those 
8bit Spectrum classics now. Perhaps 
massmar1<et games should be seen then 
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Massmarket 
manufacturing: 1 

Making Eye Toy games appealing to 

everyone didn't come easy, explains 

London Studi-o's Jason Fitzgerald .. 

·'Perhaps the b1qqest challenqe was com1ng 

up w1th a VISual style that would not preJUdice 

certa1n audiences towards the game_ We 

rl1rln't \.Wmt to m c:'lkC it too child ish but d1dn't 

want to make someth1ng 'PiayStatton-cool" 

e1U1er lt :-1eeded to appeal to parents. kidS 

dnd e VefJ'orle 1r1 bet>.ve-en because of the 

un1quely broad ~1ppeCJI of the g;1m e 1tself 

We looked Zlt cartoon~. rTIUSIC lild eos 

and con11cs for somethln l.J that appealed 

across age boundanes. TflE'f E' aren -t many 

cntcrtainmont med•a that everyone l1kes 

regardless of thetr age~ The Strnpsons' TV 

show ts perhaps the dosest example. 

"Fortunately we qat the portfol io of a 

Japanese v1deoqan1e art1st called Masamr 

Koch1 t'lmugh the dOOf M1ke Ha1gt1. the head 

of art. wa~. look1ng 1nto the problen1 wt1en 1t 

landed on ~ 1 1s desio; ;..-1.11d he thou~111t 1t W<lS JUSt 

the style to b reak t ile m ould We h1red her 

tro!ll Japan ro become lead art1st 

· There w ere also design challen ges. 

EvE1)1t"·lng had to be kept strnple because we 

wanted to m;:~ke a qame tt1at even your 

qranny could play We k:>oked at the 

pnnCiples o f some o lcJ dasstc games . .::Hld 

nm!.' they m;1de 1t easy yet addicttve. We 

looked a t d few reai-\','Orld fun situations too~ 

& :mnq Cilump . Kung foo <1nd Keep Ups ;:~re 

good ex.am pies ot that . Some rnore puuling 

games like M wror Trme t1elp to ct1ange the 

pace . and they t;:~ke advantage of the untque 

abiltbes of t tle camera to make you pl<l)'' With 

your own Hl"lage. 

·'tt was a new way ot thtnk1r1g about 

rnaktng games. After a huqe amount of 

bra1nstormtnq there are some great ideas 1n 

the stud10 . some of which you have seen 111 

Ptav. and som e of which are yet to come.~ 
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Massmarket 
manufacturing: 2 

Costume changes? Playlists? Making a 

massmarket game lik e Pop Idol introduces 

a new range of challenges, explains 

Hothouse Creation's An drew Luckett. .. 

.. VVe knew that wrth th1s sort of g<lme. the 

customer has to get it, q u1ckly, and w 1ttmut 

thought or complex docurnenta!ton You 

should be able to encapsulate 1n a Sl tlQie 

sentence descnpt1on why the game IS tun. 

We now use th1s 'one sentence elevator 

prtch' as tOO when prtching new concepts 

"Once we decided to focus on the p1tch 

bending mechantc, we created a prot otype 

whiCh we used pLNely to alter the vo1ce 

aga1nst the t1m1ng of button presses_ Tt11s 

allowed for very early focus qroup test1ng and 

1t also was a qreat proof of the tecll nology 

"We then had to s1t down and choose 

the songs. We had lists o f hundreds from the 

US and UK top ten from the last 40 years 

from which we had to choose 40 - w1th 

everyone hav~r1g their favourites. We spent 

rllany hours m our boardroom evaluatnlQ the 

songs agau1st the context of the show, the 

mechanic and the demograplliC . lt was hke a 

week -long karaoke party1 

"Most people found 1t tun to work on 

Pop Idol, and it was a change from tt1e 

typical driv1ng and shootinq g:am~. A shorter 

development cycle rmd the potential tor <1 

b tqger bonus due to massmarket sales t1elp 

wrth the enti)USiasm_ M1ke Baker. our lead 

artist. says hts b1mwst problem ts that he 

now has a rather worr:,nng knowiNigc o1 

women's cloth1ng .. 
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not as the flowering of gaming's attempt to 
reach out to nfm audiences, but as a 
reminder of its recent history of isolation, 
repetttion and derivation. 

Back to the future 
"We've always made games for the higher­
selling massmarl<et and not for ourse'ves," 
says another British veteran and chief 
technical officer of Blitz Games, An drew 
Oliver. "When we made Dizzy it wasn't the 

kind of game that we'd buy ourselves but 
we knew that the thousands of kids buying 
games would love it." 

Oliver sees the industry's massmarl<et 
overtures - and Blrtz's part in 1t - as sheer 
business pragmatism. Blitz deliberately 
shifted towards making licensed games with 
casual appeal, and Oliver says that, "the 
reality now is that licensed. massmarl<et­
friendly games are increasingly the only 
ones that publishers pay for. We'd love to 

Gran Turismo 3 and Pro Evolution Soccer are among the current crop of Japanese developed titles that 
are currently troubling the all-fonnats charts. There's not as many of them as there use<l to be, though 

Masaya Matsuura, game designer, NanaOn-Sha 

1. Your games have always had a universal 
appeal. Why do you choose to make these 

sorts of games? 

lt is certainly because I chose music as the theme 

for my games. I don~ know if you know Roger 
Penrose. who defines music as the concept of 

intuition. I would not go that far, but I th•nk that 

music has something close to the idea of 

'presentiment'. I love tt is id ea very much. lt is like 

a form of language you need to handle. Uke th1s 
interview, most of our communications are made 

using words. But wrth music you can exchange 
entire images. That's what~s so great about music. 

Games are very much the same, they allow me to 

express myself beyond the use of words. 

2. Equally, your games, particularly PaRappa the 

Rapper and Vib Ribbon, have been very 

innovative. Do you think that the goal of making 

'games fO< all' also focuses a game designer's 

mind on inventing new gameplay. 

rather than relying on old game styles? 

Of course. I think so but, in my case, I was 

focuse<l on music from the very beginning and 

since a very long time in my hfe. it is nothing new 

for me but natural. So when I made the first game 
people saw a new trend coming out. When I 

presented my new title, Mojibribon. I remember 

being told by the press about their concerns. 
"Don't you think it will be difficult to export outside 
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Japan because it is too 'original'. too •new'?'" I 
think it is important to look back at the games of 

the past and try to rethink your opinoon about 

them. I agree that there are lots of people around 

me being very nostalgic toward Sbit gaming. lt is 
like a trend, or maybe it's really profound. 

Anyway, I have also notice<l that they are not 

necessarily nostalgic about key major titles of that 

time, like the mighty Super Mario Bros. but they 

are more involved in m inor trtles. I mean rare titles, 

the ones at a premium nowadays. I'm pre!ty sure 

that in the past these titles were anything but 

exerting to these nostalgic t.tsers. They were very 
critical of the game's value. So, what is the 

meaning of praising these games now? What was 

this dissatisfaction in the past? I think that 

understanding this paradox may give you the 

answers or some of them to the present situation. 

You know, I don' have any experience of the 

Sbit era of videogames, so I don't feel any 
particular nostalgia. The only references I have are 
music and movies. I don1t know d this is 

appropriate, or if it makes any sense, but recently I 

was thinking that any me<lium that allows you to 

replay some form of memory can be compatib'e 

with nostalgia. 

3. All your games - pemaps even Vib Ribbon -

have a great sense of humour about them. Are 

such 'comic' elements something that are 

be able to sell more original ideas, but we 
also want to make sure we don't ~come 
another industry statistic and leave 120 

people without jobs." 
lt is important to keep the wder 

historical context in mind. To an extent the 
push towards the massmarket reflects 
simply the ageing of this generation of 
consoles, and the concomitant 
demographic widening. Other 
manifestations are Sony's recent ditching of 
its edgy 'Third Place' marketing, and 
Microsoft dropping its 'games or nothing' 
stance with Xbox Music Mixer. 

"As each new piece of hardware gets 
more established it always opens up 10 a 
progressively younger demographic as 
everything becomes more affordable." 
agrees Oliver. "but there is definitely a 
broader trend at work as well. In the 20 
years that we've been in the bus1ness, 
gaming has become much more accessible 
and it's great that Sony, among others, is 
trying to broaden that appeal even further. 
We've also reached the point where our 

lacking in most games when it comes to 
appealing to the maximum number of players? 

I think so. I always keep this inside my heart. 

Humour is important because it can solv.a 

problems, it has a unique power. it does not hurt 

and does not leave any bad feeling, in the limit it is 

used in the proper manner of course. I don't know 

if that makes sense. but a person is different 

yesterday and today. Having said that, I feel a 

strange sentiment. it's like I can't look at myself in 

the past as a different person. 

4. You've also been very innovative when it 
comes to control methods in your games. Why is 

it important to look for new ways for players to 

interact with games, and can this help attract 

non-garners into gaming? 

I hope it is! I'm very happy people think so much 

of my games. May be it has some relation to the 
fact I'm left-hande<l. This may explain why my 

games may look a lrttle bit funny, crazy. I mean in 

this world, and Japan is no exception, left-hande<l 
people have difficulties in their everyday lives. 

You have to pay a great deal of attention to every 

object you use. Take the example of a controller. 

it has been designed for right·handed people. 

5. Will you make games that use the Eye Toy? 
I'm trying hard on this, but I just can't come up 

with the idea to make the experience fun. 



generation - the first to play games- has 
young families. So it's perfectly normal to us 
that everyone in the fam.ly will get 1nvolved." 

Dead weight or massmar1<et? 
Garners gowr1g ~. growi'lg old. or dying­
what does massmari<et gaming really 
represent? lt can even be argued that there 
is no such thing as a massmari<et, and that 
the label is little more than a mari<eting tag 
used to descnbe the aspirations of 
publishing executJves. 

Comparing a tamty-friendly licensed 
fille's 250.000 sales with GTA:VIce Oty's 
mutti-m1 loon unrt shfllng does lead Edge to 
wonder exactly what massmari<et means: •s 

the hardcore first With the casual last. 

Besides, massmari<et innovations can bring 
benefits - Sony has been dropping h1nts 
::hat an Eye Toy· ke device might be bUIH 1(1\0 

PlayStatlon3. tor~ (see p14). 

"The riSe of massmarl<et gamng IS not 
different or separate from the nse of 
gam•ng." reckons Sony·s Jason Fitzgerald. 
' Look at other med~a - everyone listens to 
music occaSionally and some people talk 
and read magazJnos abcut it, everyone 
watches lV and some people read 

magazr.es about that too. or tape their 
favoulte shows. Its not just a games thing. 

"When evetyOne 1$ playing gamos and 
you can tall to fnends of all ages. •nclud ng 

"There is nothing inevitable about the continued 
evolution of gaming into a mass media. Game 
makers have to be pro-active and innovative" 

1t the games that sell to a bigger aud•ence, 
that appeal to a wider audience, or perhaps 
that look toward a different aud.enoe 
aHogolher? />re, then. massmari<et t~les t ke 
Eye Toy and Pop Idol more like a new genre 
than just a new c:flfBCbon. to be oategonsed 
alongside di'Mng game5 and Rf'Gs Ill the 
Industry's ledgers? 

A useful clue comes from the nse of 
'kiddie gaming'. The launch of Teletubblf!s 
on PtayStatiOn in 2000 was a surprise after 
years of careful brand positioning from 
Sony, but ~ made sense - the conSOles had 
been passed down 10 famiiJeS. Three years 
on. the PSone Top Ten fuG-price charts are 
dom nated by danang games and licensed 
cartoon adventures, but the PlayStatlon 
budget charts, while also featuring danc•ng 
games, boast more games like The Italian 
Job and SPK)er·Man. While hardly 
conokJstlle. thiS g impse suggests two 
mari<ets l'l.f1lll"l9 Side-by-Side, 

demograohioally llldependent, rather than a 
homogeniSing trend towards standard 
massmarket fare. 

More comfortable for the hardcore is 
that a new generation of consoles is at most 
three years away, and while they wi I surely 
be amed ever more fervently at ·oonquenng 
every living room· (just as Sony's upcomng 
PSP is a medoa device aimed at every 
pocket. garners or not) format holders Wll 
hardly abandon bu lding an aud1enae from 

female ones. about which game to rem from 
Blockbuster lllStead of which rTlO\IIEl -

without people thinking of you as a geek or 

nerd - then gcwnes 1Nil be rnassmar1<e1 • he 
oontf1ues. •But o:TW1ant.Y ·here IS nothng 
lll9V11able about tne corr.n.Jed evolut>Ofl of 
ganmg into a mass meda Game makers 
have to be pro-actiVe and rroovatNe." 

lt ·s a sentment echoed by Oliver. 
"Products like the Eye Toy and the dance 
mats have done a great job at capturing the 
interest of the more casual garners, but the 
real catch IS keeping thetr 111terest with a 
more n-depth gamng expenence. • he says. 

And. to reiUim to lwata-san·s rrus~ngs. 
where does t111s leave Japan? Ps Edge 

fin•Shes th•S artiCle. the UK All Formats Top 
40 for the end of November reveals one 
message. Rather 1ncredibly, of the 40 

games, only SIX titles - Mario Kart: Double 
Dash!!, two Pol<emon l1tles, DanCing Stage 
Party Edition. Pro Evolution Soccer 3 and a 
Gran Turismo t1tle -were developed •n 
Japanese oodeshops. 

Compared to even two years ago, that's 
almost unth•n~~able. W1th its mix of hardcore, 
massmari<et and myriad hcensed games. 
our Top 40 must look ahen to distant 
Japanese executives. Whether W18Stenn 

developers and publ•shers can build on ths 
unusual lead -and whether garners wil 

ufi•matety benefit or rue this direction 

-remains to be seen. 

frcrterd 
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N-Gage hacked 
Crackers engage Nokia in battle of wits to beat 
the software copy protection on the N-Gage 

There was bad news for Nokia last 
month, as reports emerged that the 

secunty measures prevenung N-Gage 
software from being ··ega~y copied have 
been oro...-nvented, barely a month a,er the 
£mutt m1loo launch of the device on 
October 7. The mobile handset 
manufacturer appears to be learn ng tho 
diffiCUlties of entering the gaming hardware 
market the hard way, having been forced to 
fond off criticism of the design of the 
gamedeck prior to its launch, and 

Second, the cross-handset compatlb11ty of 
N -Gage software f1119ht eat tnto revenue 
from hardware sales, since accorong to 
hackers the games can also be played on 
other devices running the Symbtan 

operat1119 system, such as handsets 
manufactured by nvals such as Samsung 
and S1emens, as well as Nokia's own 3650 

and 6600 models. 
A Nokia spokesperson confirmed the 

reports, stating: "Nokia has investigated 
rurTlOI.J(s that the copy protection of Nokia 

"We have initiated an aggressive program to 
stop individuals and/or entities that are behind 
these intellectual property violations" 

N-Gage software was shown running on the 
Siemens SXt on the Club Siemens website, 
though the news story was later removed 
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accusat1ons of less than stellar sell-through 
tmmed&ately alter (see E131). 

The news broke on Club Siemens, ll 
wobsite devoled, unsurprisingly, to Siemens 
handsets. The llr1Jde an questoo shoYied 
poctures ot a Soemens pnone d15Piay.ng 
Nokia's N-Gage logo and rurnng the 
SorllcN game. The poece was later removed 

at Nokaa"s behesl. 

The problem for Noo<ia s two'old. F1rst, 
the orcumventoo of me secunty measures 
facihtatos the possabWty of do\Nnload ng 
N-Gage software from the anternel and 
storing it on a blank MMC card, eahng 1nto 
Nokla's software licei1Sing revenues. 

N-Gilge game cards has been 'cracked'. 
We have found that some of the copy 
protect1011 mechan1sms of some game t•tles 
have been disabled and the games made 
available for download on vanous wobsates. • 

The CXlfTIP80Y was sWift to cramp dovvn 

on wel:lsltes olfemg prated N-Gage games, 
and pledged ItS C0011'11tment to mf)I'OI/Wlg 

sect.rlty measures 1r1 the fu1ure. "We take 

these types ot 11telectual property offences 
very senously. We have •111liated an 
aggressave program to stop the IndiVIduals 
and/or ent1hes :hat are behind those 
Intellectual property violations. Nokia will 
work 111 cooperat1011 Wf!h ISPs, auction srtos 

SonicN. The crackers managed to get the 
game running on a rival's mobile handset 

and the relevant authomios to pursuo all 
actions and remedies available to stop this 
illegal achvity. We are also working to 
continually develop our copy protection 
mechanisms to make 11 even more d fficuh 
to do this in tho Mure." 

Although fNery Vldeogarne hardware 
manJ1actlxer has had to contend Wlth the 

oeviousness of pG'atos, tho speed and ease 
With wh~ the N-Gago has been cracked IS 

undeniably unfortunate - partoeutany since 
Imminent competitiOn from both the PSP 
and GBA2 looks set to prOVIde obstacles 
to Nokia's ambat10n of selling n·ne 
million units by tile end of next year. 



Handheld market heats up 
A new wave of multimedia gaming handhelds could give Nokia, 
Nintendo and Sony some paws for thought 

The Gamet rac (above) is scheduled for release in the f irst half o f next year, and is currently in 
development in the UK, though its multimedia focus may prevent init ial massmatl<et enthusiasm 

A head of the launch of Sony's PSP. and 

the successor to Nintendo's Game 
Boy Advance, the handheld market has 
been given a reoent boost. 

$400, or £:230). Tech specs are reasonably 

impressive, boasting a 3.8-lflCh hiQh­
resolution screen that the manufacturer 
daims is four times the resolution of the 
N-Gage cr Game Boy Advance. A Motorola 
i.MX1 ARMg processcr beats at the heart of 
the Zodiac, and is op\Jmised for Bluetcoth 

The Zodiac, meanwhile, is already available 
to buy in the US, in two different models 

of Darkness and NevetWinter Nights, plus a 
variety of retro packs, including 
Commodore 64 Classics, Atari Retro and 

Sega Genesis Classics. 
The Gametrac. meanwhile is aUK­

developed, Windows CE.NET-based device, 
which has reoently been given a 

First, there was the surreptitious US 
launch of Tapwave's Zodiac handheld 
(previously known as Helix, see E126), and 
then there was the gearing up of the 
marketing for Gametrac, aUK-developed 
handheld with a similar munimedia slant. 

The Zodiac is the brainchild of a group 
drawn from Electronic Arts, Apple and 
Palm, including some of the engineering 
executives behind the original Palm 
products, and is currently only available 
from the company's website 

"Boasting a high-resolution screen that the 
manufacturer claims is four times the resolution 
of the N-Gage or Game Boy Advance" 

(www. tapwave.com). The Gametrac, 
meanwhile, is scheduled for release in the 
second quarter of next year. 

According to its manufacturer, the 
Zodiac combines the functionality of a 
high-end PDA, MP3 player, photo viewer 
and video player as well supporting portable 
gaming. Navigation of its menus is via a 
radial system and a touch-screen, and since 
it's based on the Palm OS, it's consequently 
compatible with a variety of organisational 
software. as well as games designed for 
Palm products. 

The Zodiac is available in two models: 
the Zodiac 1 (featuring 32Mb of RAM and 
priced at $300, or £175), and the Zodiac 2 
(featuring 128Mb of RAM and priced at 

functionality. An ATIImageon graphics 
accelerator, capable of delivering advanced 
20 visuals, and the FatHammer X-Forge 30 
engine take care of the graphical side of 
things. The analogue controller supports 
vibration effects. while Blue!coth enables 
wireless network play involving up to eight 
players and automated, web-based high­
score reporting. Finally, two expansion slots 
will support add-ons, such as extra 
memory, or peripherals. 

In terms of software, the Zodiac comes 
bundled with two games, Stuntcar Extreme 
and AeidSolitaire, though the forthcoming 
line up of titles (which are priced at up to 
$30, or £18) includes a 30 version of 
SpyHunter along with Doom 11, Duke Nukem 
Mobile, Lara Croft Tomb Raider: The Angel 

promotional website at 
www.gametrac .oom/ogilvyflndex.html 

Mhough it has yet to actually go into 
production, the finished product will 
apparently feature a large colour m 
screen, SMS text massaging, MP3 music, 
video playback and will sport a built-in 
digital camera And, like the Zodiac, it's 
also Bluetooth-enabled for wireless 
multiplayer fun. 

The company behind the device, Tiger 
Telematics, has already negotiated a 
$mu~i-million sponsorship deal with 
Formula One team Jordan to promote the 
device, whiCh, according to online reports, 
will launch for around £126 - though 
mobile phone operators may well offer ;-;rfi 
it at a discount. -~ 
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If 1J1111118 1ft not lhrililg )'DU any more, Edge 

SUIIfiiiM* )'1)11 take a lUll on predicting the 
vkleoglma ClwiollrMa number one to boost 

adnlnalina liMits. l..adblokea' webelte 
(www.~~ is cuter1ltf offer1ng 
odds on which game is goi1g ~top the 
EI..SAIVChartTrack charts cane 
Deoember 25. The lllOI/e clearly Qemonstrates 
just how mainslleam vicleogames have 
become in the last CCJI4)Ie of yea'S. 

/loathe time of writing, Medsl of Honor. 
RiBklg &AI and Pop fdolara jcint favourites at 
3-1. with The Rlltum of the King Close behind 
a1 4-1 (lholqll lrillllly awne in at al8mpling 
14-1). l:jloeToy. Gr00\'81116 a good outside 

dlance at20-1 , though ia clearly 
'-'dicapped by the necessity of a peripheral. 

All other rumen; are 25-1 bar. 

'lllougl Microsoft is stickng to Its "no 
comment• -.::&, n.mc:u118fii!JUWing that 

Xbox2. oodlnamecl Xenon, wll be unveiled at 
GOC. The -.1. which runs from March 22 
to 28, M& tradllklnaly been a showcase for 
,_ Mia'oeo11: produelS, and industry lnsidefs 

beikMI the COmplll)' wll releaSe tech specs 

and a rolling demo, with mote to be 

announced at E3 two months later, 
While Edge is still soeptical about the 

rumous, the smll't money is on Microsoft 
launching ils next cOftiOie sometime in 2005, 
with Sony's PS3 emerging soon afterw~Wds. 
WhattMII' the case. Edge is certai'llhe dumb 
Xenon moricker wtl be dropped. 

Nlntendo, ~ ~n~ounoed that a 
new 'machine' woiAd be unveiled at E3 in 
May,~ most suspect this will be a 
hald>ald '""'Ice l8lher than a successor to 
the Gameeube. 
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Eye Toy offers a shot at game design glory 
Sony gives budding game designers a chance to design 
a minigame for the next Eye Toy instalment 

H aving already set impressive new 
precedents for audience accessibility 

and massmarket participation, SOny now 
intends to use its USB camera peripheral to 
involve gamers at an even more hands-on 
level. Building on the phenomenal success 
of Eye Toy: Play and Eye Toy: Groove, Sony 
is running a competition that will give 
gamers the chance to design an Eye Toy 
game via its website, www.playstatiOn.com 

The competitiOn comes tust a short 
while after Phil Harrison revealed that 
Eye Toy functionality looks set to be included 
as a matter of course in Mure successors 
to PtayStatiOn2. He recently told the 
'Australian Financial Review' that Mure 

"Future generations of the PlayStation could 
include Eye Toy-like capabilities by default, 
allowing them to read facial expressions" 

As news emerges that Eye Toy will feature in 
the design of future generations of 
PlayStation, Sony's design competition 
couldn' t have come at a better time 
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generatiOns of the PlayStation could include 
EyeToy-ltke capabilities by default, allowing 
them to read the facial expressiOns and 
hand motions of players. 

And although it soonds smacks of 
'Tomorrow's Wor1d' ·style futurist optimism, 
he even offered the speculation that 
emotion-sensing software might use the 
input of an Eye Toy-style camera to 'read' 
human moods, offer TV viewing 
suggestions based on the result. "Eye Toy 

£DG£ 

was a signpost for things in the future, • 
Harrtson stated. "If you can attach very 
high-resolution, low-cost video cameras you 
can deduce some quite interesting things 
about their users. We'll be able to 
eX1rapolate players' eye movement and 
gestura! recognition, more complicated 
finger movement, and the logical neX1 step 
from there is to deduce from a person's 
facial expressiOn and demeanour what their 
emotional state is.· Nevertheless. such 

technology won't be available till at 
least PS4, according to Harrison. "tt's 
within the realm of technical believability 
today. but it requ-res a supercomputer to 
do it," he said. 

Log on and win 
Those who only have access to more 
meagre computing power can log on to 
www.playstation.com, though, to enter the 
company's Eye Toy design competition. A 
design template and set of design criteria 
available from the site specify the 
constraints within \'Vhich games need to be 
designed. Entries need to be submttted to 
playstation.com via ernail or post before 
Monday January 6, and will be judged by 
SCEE's London Studio, the creator of 
the Eye Toy series. 

The winner will win various Sony 
goodies, includ'ng an LCD TV and home 
ctnerna system, while ten runners-up will 
each receive a copy of Eye Toy: Groove. In 
additiOn, the winning entry will be 
prototyped by the Eye Toy team, and coold 
be on the neX1 Eye Toy: Play compendium, 
Eye Toy: Play 2, due for release in the foorth 
quarter or 2004. Finally, the winner will also 
get a chance to visit the studios to see their 
game design being prototyped and 
developed. Full competition terms and 
conditions can be found at 
wwvLplaystation.com 



Climax prepares for next-generation hardware 
UK developer gears up for next-generation 
gaming hardware with its Blimey 2 engine 

U K developer Climax has unvo led a 
game development engine aimed firmly 

at the next generaloon ol gaming hardware. 
Bhmey 2 was created by the company's 

Core Technology GroLp (CTG) to supercede 

Btomey 1, whoch is the crossp~atform 

technology behind an of the company's 

MotoGP was built on the Blimey 1 engone, 
replaced by its next -generation sequel 

Recently Reviewed 

Title 
Broken Sword Ill: The Sleepng DraQon 
Pnnce of Persia The Sands of Time 
Ampea2 

Als<.mare.~ Made ut Wa-oo 

Hdden & Dangetous 2 
M{jta/ Atms; Gldch m tne System 

Secret w~ CNer Normandy 

The Lord of the Rmgs: The Return of ttoe Kmg 
Beyond Good & Ev•l 
Bombastic 
CsllofDuty 
O!mson Skm. High Fk:>ad to RfMiltlge 
~Fo.-Sptle<IU~ 

Protect Gotham Rsang 2 
TtU& Cnme. Streets of LA 
Grabbed by ttoe Ghcufles 
SWAT: Global Strike Team 
Tom Clancy's R&nb<YN SIX 3 
World Rally Championship 3 
Judge Dredd: Dredd vs Death 
Mano Klllt: Double Dash!! 

Medal of Honor. Rising Sun 
Tony Hawk's I.JnoefrJtound 

recent motorsport trtles. 1ncluding MotoGP. 
The Italian Job: LA Heist, and Rally FusiOn. 
The developer. who won the prestigious 
Grand Pnx Award at the recent 'Develop' 

maga21ne awards ceremony, IS among the 
frst to go publiC regardJ119 rts preparal1011S 

for the potential successors to PtayStatoon2, 
Xbox and Ga'TleCube. and has hignhghted 
the modular arch1tecture or its fu ly 
crossplatform eng ne. 

One of the great strengths of the original 
Bl'rney engtne was the speed wnh which •I 
could be used to turn around development 
prqects. One reason that CVnax has 

managed to ndo out the prolonged penod 

of adverSity that's affected the rest or the 
Independent development scene in the UK 
1s the fact that the company has been able 
to produce work-for·hll'e to part fund rts 
more creatiVely amb!Jous trues. t's a 
charactens!iC that's also set to dls..ngush 

T>;O 

Ubcso." 

Blinney 2. Apart from th1s, the new eng ne 
has been revamped in preparation for PS3. 
Xbox2 and PSP, and features various 
enhancements and improvements over 1ts 
predecessor. Some of the :eatlJ'es 1nclude: 
aclva'lced particle systems and character 
animation, optollliSed four-pass rendemg 

state-of-the-art sound rendenng, and M 
cross-platform onhne support, which 
1ncludes support for various APis, such as 
Gamespy, Xbox Uve and SCE-RT 11 also 

features the DYNE2 physics I brary, 
advanced AJ for a1 racing games, and 
greater control over fw1e tlJ'lflQ. 

·srmey 2 IS more powerftj. more 
adaptable and 1t keeps us ahead o' th<> 
competit1on: rockons Kart Jeffery, Climax 
CEO. 'We've already got games in 
development that are us1ng Blimey 2. We're 
ready oow for PS3, Xbox2. PSP and 
any olller next -generation platforms. • 

Developer Score 
Revolution 9 
ln·house 9 

Xbo~ Micrclo!l Game StudiOS In-house 8 
GC Nn:endo In-house 8 
PC Talc~ 2 lnteractMI llusoon Soltwort<s 8 
XboxiGCIPS2 l.'!looeodi Universal Swongon />f>8 8 
PS2/Xbo><iPC I.JJcasAns Totruly Games 8 
PS2JXbox!GC Bectronoc Ms In-hOuse 8 
PS2/GC/Xbox!PC Ub<soft ln·house 7 
PS2 Ca.pcom SCEI 

PC Al:liiiiSoon lnfinoty Ward 
Xbox Moerosoft G¥ne Studoos In-house 7 
PS2J'GC!Xbo>VPC Electroooc Arts In-house 

Xbox Mocrosott Game Studios BaatreCrelroiOI'lS 7 
PS2J'XboxiGC Ac!MSIOII Luxo"'x 7 

XboX Mocroeoft Game Studios Rare 6 
Xbox/PS2 \Wend• UnovetSal Argonaut 6 
Xbox Ubosoft Red Stonn Entertainment 6 
PS2 SCEE Evoluto011 StudiOS 6 
Xbox!PS2/GCIPC Vovendo Universal Rebel loon 5 
GC Nntendo ln·house 5 
PS2IXboxiGC Electr()<'IIC Arts In-house 5 
Xbox!PS2 ActMsicr\ Never$011 5 

The T~ of Elemental Evil. A Classic Gteyfl;rw~ AdventoJte PC Alari Trooio.a 4 

~~· ~::.~~: ~ 9 

.. ·~ · ~ · -~··~.'~· · ~-o .. . . 
·, ~ .. , ' 

.... • • ··~ .IJ 
·i'2S • , ·' .,· •. . . 
Bombastic Broken Sword Ill Mario Kart: Double Dash!! Prince of Persia TSoT 
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EIN'm'a ....... fll'*-.dswil be held 

(lfl Febru8y 25, llld IIOITt1IIDna for the 

~~nnaw confimed. The 

UI18U'pllsing big - la OTA· lllce Cily, wilh 
OOTIMtionS- 1011' DIQgorieB (PC, PS2, 
Sound lnd AniiTlltkln or tllloitiM 8lnloBn 
SIMXd: The~ tngon, J111c 1: 
Ronegade llld E,e Tof. Plly each ~ In 
llvee catagc:rlaa. l..ower-pdle ~ "'­
not mM8CI out. ,_. with \'leweliJ Joe, 

Kllrio W..lnt: rd ~ aii'IOITihllld 
In a.- joirCIWMI.c'BuldayTmes'.....,. 
C&l a11o,.,. tor their..,.. ac the year • 
'The Monll', .. M en11rt1UV1Mnt CD-ROM 
lhll w11 ~ 1111 J8liJa,y 4 issue. 
l/lsll-.~activa'announce.hlm 

for a ILe list. 

'" 
Uplrlllnow.tt.e-no~lhlllthe 

N64 - IIIIIIOU!If*liiCIIIIOII on 1111 block. 
Known to...,. UIMd bllrV tl1own flan a 
fnt too- Whlow lrld IIIIIOtet by a bus in 

perfad ~ r II!PIInlnd - wort<lng order, its 

~ "- I1CIN been IIOien by Miaoeoft's 

brit:khouat. The~ Sul' reporiS lhll a 
rt11W11n Maryllnd beCime 80 ~by the 

wUne of Nsi!Mmalt'sllltt-righl Xbox 

sessions lhll he ll8lgld into lhe room and 

met a !mm~ •lhell*line. 
~.~thero.rd 

bOunclld ~·oft N Xbox'll tc11.91 
casing H ltiii!WII9Id 11) diiMble the 
f!*ll'ilne. lEdge 011\ only -.ne the man 
hd will IIUCh ~ IICClftey he ht 

the ~-*" -11)8 COI'IIde equvalent of 
a hBtlhat. peoheps? 
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Markin 
Morpheme's Morph Mark benchmark reveals the 
hidden gaming performance of mobile phones 

Nokla's first consumer smartphone. 
the 7650, provides the baseline 
perfonnance for the MorphMark test. 
Its perfonnance Is rated at 1,000 
units for each test 

F 
rom GSM to WAP, SMS, Java, 

BREW and GPRS, it's ciea' the 
mobile phone industry is fundamentally 
dr"Ven by technology. The resu~ is a 
fragmented market, in which handsets 
from the same manufacturers suffer 
from inconsistency. 

lt's proved to be a nightmare for 
any software companies who need to 
write applications across a 
representatiVe range of phones. Game 
developers, for example, often have to 
create dozens of versions of their 
games. each targeting different screen 
saes, colour d splays and button 
layouts. And it's more complex behind 
the screen. Although most European 

phones use a version of Sun's Java 

prograiTYT1Ing language caled J2ME 
(Java 2 PlatfOffil Moo-Edition), the 
performance of a game still depends 
on the sae of memory or the software 
enwonment of a partictAar phone. 

Such headaches have led London 

mobile developef Morpheme to taKe 
matt9fS into 1ts own hands. H's created 
MorphMark, a neatly-named 
benchn'larMlg system, which can 
piO\IIde performance ratlf1g5 for phones 

runnng J2ME appbcatoos. 
•Our problem was we saw such 

varying perfoiTl'lance from handsets -
not onty from drfferent handset 
manufacturers but across the ranges of 
handsets from those companies," 
expla ns Morpheme manag.ng d:rector 
Matt Spa! I. "Sometimes changes 
would be even evident on rEMSions of 
the same handset." 

Scrolling Tiled 
Background 

MIDP Primatives 

wv.w.morpheme.co.uk 

orward- Loop 32 ms 
ms 

Arraycopy: 16 ms 
Array Access : 78 ms 
Vector Ops : 47 ms 
Obj Inst . : 94 ms 

Java Virtual Machine 
Test Results 

The graphics part of MorphMark tests features such as speed of image drawing for both primitive 
shapes and tiled backgrounds. whole the Java Virtual Machine tests are more mathematical in fonn 

MorphMark w011<s by runng a senes 
of IOU' tests. covenng the pertorrnance 

of such areas as Java Virtual Mac:hne, 
grapl'ics and 11'1P'Jt/OUtput speed : 

then rates the phone~ Nokia's 
first consumer srnartphone the 7650, 
whiCh is rated 1.000 in eacn cateQOIY, 
and thus proVIdes the benchrnM<. For 
example, Nokia's 35101 scores orly 

300 on the ba51C Java test bu1 1 • 1 00 1n 
the graphics test, demonstrat1119 the 
multimedia-focused phone's good 
graphiCS but poor gamong 
performance. This allows developers to 
see whoch Java games n ikely to 
wo11< well on whiCh devices. before 
they start the Increasingly expensrve 
task of porting code 

Setting standards 
Several handset manufacturers are 
already evalJafuQ MJfphMark, cm 
Spalos hopefU thal tn tome t will 

become the stcn:I<Yd package for 
J2ME d!Mce performance testJng. 
·;: allows manufacturers to tune 

the performance of their phones 

and hopefi.ly create better devices 
for playing games on," he says. 
Don't expect to see 1t avaolabte at 
your local Carphone Warehouse 
though. Un 1ke the grown-up 
versoos for PCs. MorphMa11< IS for 
professional developers only. 
After all, you can't yet ovorclock 
mobile phones. 
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The results of MorphMark shown over a range of 
tested phones demonstrates the different levels of 
performance between seemingly similar handsets 

Testing times 

Of the tm~r Morph Mar'-'. ~t":>~s th:' •rQc:.: l'n~xxtar·t ,-JrP t•)f• J;w;l 
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First it was localisation, then quality assurance; now the new string in 
Babel Media's bow is Planet Testing, its online beta testing service 

Talk to any developer or publtshcr 
about online games and tt won't be 

long before they start to complain. 
OrWne mght be the fu:ure of gamng 
but there ·s a heck of a lot of problen's 
st• to oveteorne before rt's as easy as 
offttne. Tho added complexity bols 
down to connectivity. For example, 
while PC developers have always had 

to doal wtth compatib'lity issues such as 
drivers, graphiCS cards, sound cardS. 
operat tng systems and CPU specs. 
adcing an ntemet comecbon to the 
mx just creates more problems. 

"The quosbon for publiShers otten 

ends up being, 'Is rt worth ttytng to work 
out why someone in Gennany wrth a 
particular OEM graphics card and thts 
set of drivers on that locaiiSP is having 
problems connecttng to your game?'" 
explatnS Ben Wibber1ey, business 
development cfrector of outso.xoog 
speoalist Babel Media. 

The dnving force beh•nd Planet 
Testing, the company's new onltne 
gam ng beta test service, Wibberley 
says Sabot's experience in locahsatton 
and QUaltty assurance testtng, 
combined wtth some cutttng edge 

repOI'tlfl9 softwaro. means tt's go1 the 
experience to solve such problems. 

Testing, testing ... 
Based 1n Bnghton, but with a large 
presence •n lndta, Babel is prepanng to 
moot tre challenge by bu king up 1ts 
glObal network wrth new IIOU1t001' 

test•ng groups beong set up ttv'ough 
the US. Asia·Pacific and Elxope. lt's 
already testing a PC firstperson shooter 
for one of the majOr publishers 
(Wibberley declines to reveal who or 
what). employing hardcore FPS clans 
for the task. The big tark for Planet 
TestflQ concerns on~ne conSOle 
games however 

"We planned extremely care!Uty and 

warted unttl the ttme was nght to launch. 
We bel eve that t me is now," Wtbberley 
enthuses. "Thts Christmas, a tot of tho 
big PlayStation2 titles finally have online 
components. but I can guarantee next 
year, pretty much every game wtfl havo 
to have some sort of crine feature.· 

Ths wil put tncredible strain on the 
1nterna testtng resources of publtShOrs, 
few of wlldl have the capab hty to 

coordona'P a~ 01 say 500 console 
playerS dOtted~ E:.rope 
wrth 500 111 tne US Problems 111 ·ne 
US market !YEl also~ tJy 

the fact that garners are aJiowed to 
connect the•· PfayStatton2s via any 
broadband ISP, creattng mynad local 

compa!tbility ISSUE!S. In Europe, only 

cer.an ISPs are permtted. 

Local knowledge 
And thiS s where Babel's extensNe 
expenence wtth OA and localisattan 
will really come tnto play. "Why would 
a publiSher tnvost massive amounts of 
money 111ttytng to butld, rnatntain and 

IT'.anage a srte and comm.n!Jes when 

~ s already avatlable elsewhere?" 
Wibber1ey ques:tOnS. 

"Our focus With Planet Testing is 

dealing wllh vatytng numbers of players 
connecting across multiple terrrtories 

wrth vanous connecttOnS and gettng 
qualrty bug reports bacll from these 
testers." he contOJeS. "At the moment, 

the feedbacll a tot of compan<es get 
from thetr beta test teams seems to 
be •mrted to, 'tH 15 gAm3 sux,' or, 
1 .vanna play 03A dOOd. • What we're 
~ is USifl9 formaliSed onlm 
tranng, WliCh IS smlar to our 11ternal 

sys:ems, ensunng we got useful 
feedback trom our testers and help OU' 

cient tmprove thEltr products." 
ft's not glamorous work, but at least 

Planet Testing should ensure better 
on1tne gamtng as well as addflQ 

another revenue stream ror Babe!. 
~ed how vakJable 'he onine tes(flQ 
nal<et cOOd be. Wbberkly rockons 
Plane' - estflQ cOOd make~ a quarter 
of the company's tun'loller n a~ of 
years· :me. Even With Vll'lual 
muck, there's brass, t seems. 

With full-time teams in the UK and India, as well as trained volunteer teams of 
beta testers through Europe, the US and the Asia·Pacific region, Babel is able to 
test the robustness of online games over a wide variety of conditions 

www.babelmedJa.co.uk 

Htgh-proftle PlayStation2 games such as FIFA and 
Madden already offer online play. Next year, most PS2 
games will have online features such as multiplayer and 
voice communications, creating a testing headache, 
pao11cular1y for the smaller publishers. Babel Media hopes 
its Planet Testing service will be their preferred solution 
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c::L. Green thumbs 

Holland: tt's certainly an intriguing idea- a Dutd1 society trying to 
push greenSJy at Edge to enhance its favourite recreational 
activity - but Edge is rarely fond of press releases that start with 
boring shock tactics. "Prolonged playing can cause con~ntration 

loss," claims the .. . Um ... Sorry, where was Edge? Oh yeah: "And 
stress.· Well, bloody great! Here's Edge trying to get a magazine 
done, wor1<ing all the hours God sends, and now it has to wade 
its way tllrough dull, identikil PR briefs. Brilliant. Bloody brilliant. "H 
you or your little game-player can't be persuaded to stop 
interacting wilh the small screen, • continues the piece of paper, 
patronising Edge just a wee bit too much, "there are ways you 
can counter the ill effects. • This is where Edge gets interested, 
because it tums out their way of making things better is through 
plants, something close to the magazine's heart, particularly since 
rt lost its favourite foliage in the last-office-move-but-one. 

Apparently, "research from Holland has shown that being 
surrounded by plants reduces stress and boosts creativity. In 
short, we feel better around plants, and they help improve our 
{butt kicking) performance!" More super crass than super grass, 
really, but it's a sound enough concept. 

Go to www.plantsfOfpeOple.org for more into. 

CBI Dolby keeps you alive 

UK: Fed up of being !ragged by a sneaking Covenant trooper or 
run over by an unscrupulous low-life driver? lucl<ily, Edge and 
Dolby have teamed up to prolong your gaming life. Enter the 
'Music to Play Grand Theft Auto By' competition and you could 
get your hands on a lovely surround sound gaming kit. which 
includes a Yamaha home cinema system, an Xbox and a copy of 
GTA Double Pack, (featuring Dolby Digital 5.1 channel excellence). 

All you have to do is to showcase your encydopaedic '80s 
knowlEdge (sorry) by listing the ten VICe City tracks you feel are 
most suitable when engaging in an offensive drive through the 
game's seedy streets. An Edge-selected irrepressible jury will 
determine the winner (note: both content and sequence matte!). 

Visit www.dolby.com/edgecomp for all your entry needs. 
The dosing date is January 31 . 

"Amazing job everyone. lt was an 
unbelievable task that was completed. 

I bow to you on this accomplisment and 
will let you bath in the glory you have 

achieved on this dav" 
EvetOuest pi(lyer AJtazar congratulates lhree of lfie game\> top guilds 

on managng to kil the ·unkillable' Kerafyrm in a lhre&hou' baltle 

"0.22a + 0.17f+ 0.153n + (0.12 -
+ 0.1s + 0.09e + 0.06d + 0.0541 

+ 0.011c = pfg" 
Bany Eldridge. creatllie manager Jar toyshOp Chain n..JI'""'"""""' J 

comes up with a formula fOI' lhe perfect · 



Cliiil lhe s in s aub is for 'Speccy' 

UK: 48K are brothelS James and DaVId Ughtfoot, two men drrven 
by a dream. Of oourse, Edge os driven by a dream too, but James 
and David's is substan!Jally different as ~ ii"'IK:llves popu!anslng old 
Spectrun music ttvough some elegant renixing and rewo001g. 

So it is that a ttvee-track CO of their woc1< aniYes on Edge's desk. 
and gets tiYown nto the office stereo. 'Sir Tet' as based on an 
infecbous &V11I)Ie from Telns on the Specbun 128k. "Mrml, 11100, • 

~ Edge, and l"'ll'.'eS to track two. 'Olase' ''fts ns electronic 

and lo-fi beat from the Specbun 48k verson of Chase HO, and 
provides the perfoct rhythm to the haunting and subl me 
melancholic organ beat. Edge dkin 't write that last sent once - n 
breaks the maga.!1ne's moratorium on 'sublime'. b a start but 
thoughtfully composed press releases are so rare it seemed a 
shame to waste it. The final track in the magazine's possession 
blends samples from Robocop 3 and Alien 8,15 called 'Ahen8', 
and is Sl.itably <teamy. Not like Edge's dream. you undetstand. 

No. that'd be srnpty ~ ~··. impossible 

Cl' SUper Mario Bros Flee 

Japan: ... lmpoos1ble. Super Mano Bros 3as not an easy game. n 
is a briDiant game, for sure, but it is a challenge. Edge hasn't 
attempled il for a while - at least propelfy, in its original NES form 
but it imag1nes it'd take a reasonable bme for~ to complete rt. A 
day, perhaps. Maybe longer. Of course, Edge's dream is to do rt 
much quicker. To run from left to right, bouncing soamtessly from 
block to enemy to goal. To never~ 1n the face of Bullet Bills. 
but to disrrMss them W1lh a bop. To not trouble at deadly drops or 
orYl.lSMg enemas. To co1ect extra illes li<e they're QOI'l9 out of 
lashion. To perform a stJ'a9'lt nn tm:lugl the g<rne, one that's 
rnpressille at first. then st..pendous. then dstl.rtling n ns 
automaton-~ skJI and eftiCiency. and to do it in 11 mnstes. And 
then to release rt on the rtemet to cnes of disbeief. It'll never 
happen, but oh. what a dream. Go to http://soramim.egoism.JP 

ea Adult game 'not for kids' shocker 

US: it's the t•me of year v.tlen water-cooler QOSSIP turns to the 
Christmas number one, but Edge is only nterested •n one chart 
and one chart alone: the Uon & la'rb Dirty Dozen. Not a pub QUIZ 

team, it's a ist ol repfehe!ISi)le toys from a US 'ptbic nterest 
~·. One of the g<rnes they're W<mrg ~IS aganst IS 

Manhtnt, an adUts-only game W1lh adUts-<lf'lly W<mrgS on the 
sleeve. Edge wonders d Uon & Lamb has oon5ldered wamng 
parents against buying booze, pom and 9\.flS for theu' tweenes? 

I Da1a Slream GMM!:<£~ 
pw day lhe 11\10(099 chld under three 

spends at a Ollll'llUler 0< television: 5 
Percentage of Ch*:lren under three wt-c ha\oe a 
a:> IJI<¥lr n tl'(w beO'ocrn: 50 
PercEI'llage ol ct-b'en under lmle wr.h a 1V n ;neo- beO'ocrn 42 
f'ert:Enlage of Ch*:lren under lmle v.ro 
ll<MI a PC n lhl::w beCioom: 4 
~ ol16-)'6i>'-dJs thal teve a t90eiiiSIJII. &eroo. CM) pl.l)'IW, 
QMl9S c:onscie, PC Md sola-bed n tl'(w beO'ocrn: 52 
f\lmber of 'g9ol garners' wt-c bd<ed the '(I.'E< 35' box 11 a recent 
ontine 9-INef condtJCied by Codemasters: 50,000 

1~, 
~·~· 
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------·-----..--------....... ===.::? .. =--=-----..:=::::.:: ------------­·--·------­____________ ......_.,. .... _ 
---·------ ---__ . ______ _...... ___ _ 



... --·---.. --..... ·-·----40· __ ... _ ... ___ , __ .. _ 
-------··-.. -----... _ .... .-.. -.... 
_.., ... ,. ____ . ____ .. .._ __ 
·-·-.------

J 

ce:. Nuon and on and on ... 

UKIUS: Statistically speaking, the Nuon is Edge's favourite 
system ENer, SCOiing a massive average of 9/10 on the Edge 
score average-o-meter. Not too many people got to experience 
M inter's marvellous Tempest 3K, though, partly due to the fact 
that Nuons were always hard to come by in the UK, anc\ partly 
because those that were available lacked pypad ports on the 

front. Now, thanks to hardware hacker Rarko Jovicic, you can 
add ports to the standard, DVD-only N505 model with some 
small amount of soldering. it'S a nice piece of work. except since 
the Nuon 's roypad port design was unique, anyone lancing 
upgrading their N505 '1'.111 have to find some sookets first. And the 
means finding an N504, the Nuon with joypad compatibility buitt 
in. StiR, tt's a start. An easier way to get a glimpse of T3K's rnajest 
at the moment might be to indulge in Nuance, a~ released 
Nuon emulator for PCs. The emulator techniCally plays 
commercial games, a marvellous achievement, but only at 
unplayable speeds. Again, though, it's a start, and Edge will be 
watching its progress with twitching interest. See more on both a 
www.nuon-dome.oom 

Cl7 Block idol 

US: The golden age of sprite design is gone, but that doesn't 
mean rt can't be a hobby for those who wish we'd nENer left 
the '80s. PixeiBlocks is a Cahfomian company that produces, 
well, pixel blocks - square pieces of plasbc imitating the game 
designer's tool of yore. These blocks oome in a variety of shades 
and colours, and interlock along the edges, allowing budding 
artists to produce two-dimensional art~acts recalling 
their favourite sprites of yesteryear. As Edge's model of Horace 
proves, tt's even possible to make the move into 30 - although it ·~ 

possible that particular dimensional leap may bring back bad 
memories for people in love wrth dot-dot-dot aesthetics. 
PixeiBiod<s are currently only available in the US, but you 
can find onfine retailers at www.pixelblocks.com 

(I continue ~ 
Project Gotham t:?acing 2 online 
Unobtrusive and efficient. 4's how online gaming should be 
Penny Arcade's Child's Play project 
People who do stuff> People who just whine 
Presents 
All Edge wants for Christmas is Halo 2 preview code 

L Quit 

The post-Christmas release schedule 
Edge is dreading those dreary months in January 

Shock tactics in advertising 
Cootinuing the Mortal Kombat tradrtion of ooncealing temble games 

'Fightbox' 
Because it's truly, truly awful 
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Cl Dungeons and Dreamers 

Games marl<eteers struggle to h~ the massmarl<et. and so does 
'Dungeons and Dreamers'. A oontusing attempt to write a history 
of onine games. for some reason the subject matter isn't 
mentioned in the blu1l on the back or even on the the dust 

;ad<el. Instead. the bool< se1s rtself as ber1g a general reader on 
the nse of computer garre cutl.J'e. As the the Slbutie - from 
geek to chc- demonstrates however. its ;.JSt tl)'llQ too hard. 

The frustrat ng tiYlg about 'Ot.ngeons and Dreamers· IS tt 
should have been a fasCinatr19 reacl. Orine games are a huge 

subject, invoMng both the developers and games themselves 
and, more interestingly. the oommunrties that power them. The 
book starts wen, COOSidoring the impact of pen-and-paper role 
playing games. with early D&D pioneers such as Gary Gygax and 

Dave Ameson. Another great earty source is Richard Gamott. 
Y..t1o dearly rermns the oentral figure 11 US onhne gami1g. If only 

Kr1Q and Bor1and had focused on the nse of such on11ne !de 
piayJ1g games and their sodal ~- they mg,t have 
come up With sometl1i1g serOOal. InStead however, they lose 
concentrallon, and end up 11y1ng to ccver 9loQ)'thrlg 11 a 

scattergt.fl approach. 
The Doom story (covered rruch better recently by DaVd 

Krushner rn 'Masters of Doom'), is rehashed. before they serve 
up the old game/VIolence piece before veenng off rnto L..AN 
part.as, Thresh and the 'rise' of professional gam1ng. The book's 
coherence rsn'l helped by dual authorship erther, W1lh Bor1and's 
concentration on business clashing w1th King's gaming focus. 

Rules of Play 

tronicaly pert,aps. 'RlAes of Play IS a serous bool< about a 
SLqect rrmy WOUd OOI'ISider tnvial. Mer al. play IS traOoonely 
associated wrth chldlood or the reuc1ance of adits to g:a.N up 

.Academically though. play IS a hot toprc. lnrtlaly spar1<ed by 

Johann Huizinga's defiMIOO of Homo Ludens, or Man the Player. 
as a defining human characteristic, and then rEMved by van 
Neumann's 'Game Theory', rt's now that most usefut of suo,ects: 
sexy. cross-doopllnary with plenty of interest from fund1ng bodlElS 
and research studerrts. Even those who consider games a I'Tl8JOI' 
part of their l~e might find 'Rutes of Play' a btt too serious, 
however. tt 's certany not designed for the casual reader At 600-

odd tigltty-wntten pages. ~s academe teenngs are clear. 
HoiOOg to Warren Spector's maxm that Qlm6S designers 

reqLire a ngorous ~- Salen and~ stan at the 
tleglmng. Their self-stated am is to povide the entreat tools that 
wit Blow al types of games- from pla)goo'ld, tiYough board. 
pen and paper and computer games to be lf1derstood as a 
coherent group. And along the way, plenty of definrtrons are 
defined -a game is a system in which players engage in an 
artificial confloct, defined by rules, that results in a quant1fiable 
outcome (phew!) and schemas schemed. The resutt is a book 
which is long on meaning, will be useful for lecturers, but isn't as 
IOSIQhtful as rt perhaps could have been. h IS v.~ell presented 
though. Each neatly chopped-up chapter ends with a SU'IliTlary. 

U notes and reocommended readiogs. 

'UTIUr\T~ ..... _...... .................. .... 
f't IPil lttl r.n ..... t 

Site: ZX Spectrum Games 
URL: http-Jizxlpec:trum.cjb.nel/play/jetpac 

vmen ~ comes to desil}"l. Edge t:leiEMls t11at less 
tS more So, l!lfidEr1tly does ..m 8ob1:Mslo YkJ:rse 
Spectrum games page IS elegant 1n tts Sll"PicitY- h 
does not offer a complete hiStory of Spectrun 
games, or a record of the time. Nor does rt provide 

the foundatrons for a cornrnunrty, or 2L11J kind of 
~· lt Just gives you the chc:v1ce to play lt'e 
best of the games usrng a Java-based emulator, 
Jasper No news, no PQPl:4)S. no ads. no updates: 

JUSt a wet> browser, Jel Pac, and you. And that's 
how rt sl:lCUd he, because, yes. loss IS more. 

Japan: rt proof were needed that Japan leads the 

-~industry when rt comes to I'1Mrg ~s 

gcrnes. then look no flr.her than the latest \Mid 
Anns trtle: Wil:1 Anns Mar Code F. Bless. 

Shots d bar4o-fJiaying. torch-holdi1g .hlpaMM 
cowboys are soon filling the !laMII ... 

... much to the concern of chikhn clinging on to 
their molhers, the look of &Mer terror in their eyes. 

~justasthetansion~....._,.., 

-·~~~ baiiip0r1Bd h-game. 

~to l'ulchds d "people from the wld laldrl" 
&Miiling ... tun to tnunalise childntn. 
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t 's been a funny old month 111the crazy WOf10 

cl computer gM~e gossip! lt may have been a 
seasonal holoday around the wor1d, but things 

don't stop fl'lOVlng for Chnstmas on thos tndustry, 
folks. 11 anylhtng they ge1 buSier se let's hope 
Santa doosn't doal With vidoogamcs- RedEye 
th nks rt might be bad for h•s ELF! But sencusly, 
RedEye's phone hasn't stopped ringing With 
rumours, gossip and all manner of delightful 
digtlal shenanigans. lt 's no wonder he's called 
REDEYE ho's boon up se late fiolding calls 
from those '•n the know' he has RED EYES!!! 

So. on wtth the show, as they say. Red Eye 
hears tales that Peter Molynoux's new game ts 
gong to be a corker! it's been 1n development 
for several years new, whiCh ts almost as long 

as his last opus Black & 111/hite, but thongs are 
tWICe as secret. In fact. you could sc:y thingS 

aren't as "black a'1d white" as they appear! The 

game tS called Ooll, Omitn! and wi I be released 
some time tn 2006. By which time we'll all live 
on the moon -JUSt hke the creatures in the game 
Peter first made hts m•ll10ns from, Lemmmgs! 

Talklng of httle animals, Some the 
hedgehog's comeback is super, tsn't tt? In fact. 
you m.ght say~ was super ... Sonic! it's one of 
the fastest videogames th1s old hand has had 
tho pleasure of playtng, which ts why Red Eye 
was deltghted to hear that Sonic Team are 
working on another seqcl€1, due out •n 2004. 

Cal ed Sonic Adventure. A Tale of Two Ta~. lt-'1 

game Wll combine fast runntng sequences w th 

the nng colectii"IQ Sonoc Team knows """ a1 
entoY WeJI, RedEye knows RedEye does Don't 
you, readers? Something to ttrk abou1, there. 

Did you knew there's a Cheat n Mano Kan. 
Double Dash'! to unlock Sonic? Wel there IS' Or 
IS there? No1 Just kiddii"IQ RedEye loves that 
game, ln:l he can't understand what sort of 
kncw-nothng fools would score 1t anything less 
than 97 per cont. If RedEye had to oraw a 
pred•cted nterest curve. as magaztncs iked to 
do back tn RedEye's day, when 1t took rr10re 
than a su•tcase full of drugs and an all expenses 
pa•d trip to Rodmond (wink. nudge, you know 
what RedEye's trying to say) to buy a review, 1t 
would go through tho top ol h•S monttor. and 

then nght nto space. That game sure Shows the 
gen1us ol Mr MtyamOto-san- tt 's worth an extra 
two potnts just because of the characters! Oh, 
Bowser, you •rrepress•blo lizard, lot ·s see how 

you team up With the dehghttul - and sexy, 
readers, nght? Red Eye knows RedEye would­
Princess Peach. That game IS a poach. isn't tt? 

Just like Halo. RedEye hears that Bunjee 
Studios aren't JUSt working on a sequel to the 
firstpersoo-shooter-uber-classic, bvt that thoy'ro 
working on a TRI·OUEL at the same t•me! Only 
this won't bo avwlablo on your normal lean 
green whirring machine no way Joso, so you'd 
better get saV1ng Halo Ill ('Ill' means 'three' •n 
Roman numbers) wt: be the launch game for 
the Xbox2. and Mtcroscft hopes it wi I have the 
impact of the first nng adventure. ~ better be 
careful - Sonoc mignt mistake the wor1d for a 
REAL ring and try to cof\ect 11.! Serously, though, 

you heard it here first. Oh, and by the way. 
regarding the Xbox2 - there are some big 
announcements to come regardii"IQ that 
bouncing baby, so expect some sencusly HOT 
press conferences. RedEye can't say much 

'most-have' triple-A utle of 2004. hn these 
tn:ertaJn tunes tt's good to have some home· 1 

groW~n sucoess, se RedEye says: "Good on you 
chaps," and: "We!. done to aM ooncemed". Now 
how about that suitcase ful' of drugs and 
money! Just kiddrng guys, it really is a good 
thing to have done. 

What do you th nk of a I this bullet -time 
nonsense? RedEye was playing Activis10n's 
BRUTAL True Crime simulatiOn game the other 
day, enjoying the rap 'vibes' and chtlling on the 
streets of LA, as you do! But \1\>lien he came to 
shoot a pedestrian in the face he was surprised 
to see t me slow down. Now. excuse RedEye for 
a minute, because he knows he isn't a game 
developer and has never ki'led someone tn the 
street before, se correct him if he's wrong. but if 
you shoot someone in the face lhngs don't go 
$10\N, do they? What's THAT aJ aoout? In fact. 

bt.l ets travel very fast. h's not very rea'ishc, 
partiCularly when you consider how powerful 
'tho power or PlayStation2' rea ly is. So. explain 
that, Activision! But thanks !or the game, guys, 
it's qutte good. 

"Don't tell anyone though - this news is on a strictly need to 
knintendow basis. Just between you and RedEye, okay? Great" 

more about who's go.ng to be tnvolved wtth the 
second generation ol ~ s atter'1Pt to 
invade your IMng room but JUSt because •t's you, 
here's a hnt: rr·s A·ME MASTER CHIEF-10. 

Don't tell anyone though - this news IS on a 
stncrly need to :.nr.tendow basis. Just between 
you and RedE)f' r:/K.ay? Great. 

On a d"erent subject. RedEye received a 
top secre; emad ~ a ·Nel!·known BntiSh 
developer the other roght. a heads-up on hiS 
new secret Pf019C(, whiCh apparently has JUSt 

been sogned to a big-name publiSher. Partez· 
vous FranyaJS? Rod Eye th•nks he m.ght new! 
Anyway, te~is game Will be •a survival horror 
action adventure· with "unque puzzle olernonts• 
and ·a gothic flavour". There are some big 
names signed up for the soundtrack and voice 
acting already, so it looks like this wi I be THE 

My goodness, is that the tme? LooKs like 

we' re almost out of space for t,is ISSUe, but just 
time to prOVIde you With a few morsels or lewd 

and rude gossip, hot from the tongues of the 
games industry's most lf1Side •llSiders.INhch 
'extreme sports· games publiSher has a 
reputatlOfl for 'extreme WATEFisports', forcng al 
developefs to enter a 'pisstng contest' for 
contracts? IMlich rnagame IS actually wntten by 

work expertence boys while the staff enpy lavish 
spa-Side treatment in a male rrassage parloLr tn 
south Londoo? WhiCh 'bone-idle' 1ndustry 
figurehead wears nylon tights beneath his smart 

sut trousers? Ooh, RedEye knows, but he just 
couldn't possibly comment! 

RedEye is a veteran videogame journalist. His 
views do not necessarily coincide with Edge's 
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S
o there I am, a crack SAS man in WWII, 
fighting ror the triumph of good over evil 
behind enemy lines. I've got rifles and 

explosives, grenades, binoculars, all the gadgets a 
man could want. And I've been through the training. 
I'm pretty deadly. Exoept ror one thing: mysteriously, 
my training featured no instruction at all in unarmed 
combat. I need to take out an enemy silently: can I 
strangle, choke, punch 01' otherwise render him 
unoonscious with my bare hands? Can I hell. I am, 
apparently, incapable or even trying. I could use a 
knife, but a bloodstained uniform is no good as a 
disguise. So, absurdly, I have to make myself known 
to the enemy, hoping he wdl surrender. Tricky 
business. Cue much quicksaving and reload' ng. 
Sigh. So much for being hidden and dangerous. 
VISible and dangerous? Sure. Hidden and impotent. 

it's moments like this that make you ask 'why 
should I bother?' Hidden & Dangerous 2, tor all its 

terrific atmosphere and ergonomiCally pleasing 
system of giving orders to yot.r troops, just refuses 
to give you adequate tools to do the job. No stealthy 
knockout move and no way to shoot out ights. it's 
fike Go/denEye, Metal Gear Solid and Splinter Gel 
never happened. I don't think Ws unreasonable to 
complain of these absences, in the way h would be 

unreasonable to complain that Soul Calibur 11 doesn't 
let you use a machine-gun to mow down those 
pesky Berserkers 111 the dungeons, because H&D2 
trades on an illusion of reafiSITl and h can be 

cribcised on those same gi'OU'lds The innumerable 
non-tuncbonal, painted-on doors are predictably 
irritating, but the absurd limhation of stealth is nearly 
fatal, making a mockery of the game's name. 

By not allowing an obvious and wel-tested 001'9 

component of stea~h gameplay, H&D2 makes itself 
mcre difficult. Now, to complain about the game in 
this way might invite derision: there is, after all, a whffl 

or stale-sweated machismo about discussions of 
difficu~ in videogames, an intimation that if you ever 
find a game too hard you are not 'hardcore' enough. 

Why can't I just take H&D2 on its own terms and 
beat it? Because I regard this speci8s of difficu~ as 
arbitrary. it's like being asked to <.flQ a grave with a 
teaspoon: no interesting challe~ rest.Ats. 

The answer is that I would finish H&D2 if 1 could 

be bothered The fact that I can't be bothered is not 
because I am a jaded old hack, but because 

videogames these days, competing for my leisure 
time with films, music, chess and so on, have to 
make me be bothered. Advance Wars 2 gets pretty 
hard. but 1 finished it. rnto Halo on Legendary: 
however tough the going got, h was always a 
spectacularly exciting e)(perience. 

Too many contemporary games are too difficutt 
in illogical 01' just uninteresting ways. And 101' various 
psychologiCal and commerCial reasons. I believe 
some of those ways are now past their sell-by date. 

Primary among them is forced memorisation, a 
traditional demand of the 'ok:J-skool' videogame: 

memorise attack-wave patterns, memorise the 
location of guards, memorise crumbly platforms, and 

so on. Many indisputably great games have been 

erJgineered around this paradigm: A-Type, Pnnoe of 
Persia, etc. But ncm that videogames seek the 
rewards of a mass market in order to justify their 
stratospheric development costs, I don't think they 

can rely on this paradigm much longer. The average 
adt.At occasional garner is simply not wil6ng to put in 
the time and effort required to memonse one 
arbhrary videogame system. And why should he? 

it's different when you're 12, but vihen you're 
grown up there are all sorts of intetesting things you 
could be learning instead. PersonaDy I woUd like to 

Adaptive ditfiou~ levels are nice in theory, bul rarely 
\veil implemented, often boiling down to makingi:fOu 
do the same tedious slit but with more medipacks. 
Perhaps the priority of diffiou~ levels should be more 
often reversed: Easy mode should be the defai.At 
design basis, with extra challerJges added foe' the 
more adventurous. But the more imaginative solution 
is to make the gamewOOd so compell1f19 and 
versatile that there is something for everyone. GTA: 

V/09 Ctty is a quite superb example, a true crossover 
game that is cred·ble to the core videogaming 
audience while attracting new garners, selling who 
knows hem many PS2s by ftself. 

Now doubtless a lot of these new owners got 
stuck by mission six and spent the rest of the time 
just doing what the hell they wanted in dayglo Miami: 
ambulance missions, run with radio-controlled cars. 
baseball bat ki ling sprees. And that's just fine. 

Maybe more videogarnes should offer 

something other than a goal-oriented progression 
from start to finish: after all, this linear, story-based 
approach, cribbed from films and novels, is not 
obviously the only one available to an interactive 
medium. The sandbox analogy for videogames is 
perhaps over-used, but h makes a lot of sense: 
provide a play area that is welcoming to all. Some 

·'\f.c.~ames are ~o· ~to have to so.-e.10W solve ul s p oLie no· 
oroviding Cl ctt~ lenaP. while nnt ::~1 enatina ~e "'CC~sion~l consumP.r 

memorise more French words, and venous hnes of 
the Sozin-Velimirovic attack in the Sicilian Oefenoe. 
You might want to memorise a Unkln Pal1< gurtar riff, 
or some Shakespeare soliloquies. Whatever. Wnh a1 
these competing demands on our synaptic 
connections, is anybody but the most hardcore 
willing to memorise the behaviour of clumps of 
pixels? If V!&oNtiful Joe were one iota less staggeringly 
beautiful, I wot.Ad probably have gtven up on h for 
this very reason: hs old-skool by-rote gameplay is 

pretty unforgiving. The one plaoe Where 
memorisation is still justified is in the racing and 

driving genres. and that is because memorisation of 
racetracks or sncmboarding courses is central to the 
activity being simulated. If-Zero GX: you're worth it.) 

To evolve, games are going to have to somehow 
solve this problem of providing a challenge while 
not alienating the occasional consuTler. 

people will want to sit qlietly in a corner building 
incred bly intricale sandcastles while others win JUSt 
want to roll around and have a laugh. 

H you can make both things possible in a game, 
you'll probably have a smash hrt on your hands. 

lt is true, hcmever, that quest games are atways 
likely to need a beginning and an end to the quest, 
and the joy of exploring and progressing through the 
strange new worlds is doubtless to be further refined 
and expanded. 

I just have three requests: give me the rig'lt tools 
to do the job, allcm me to react rather than atways 
have to rely on knowledge gained through failure, 
and make it tun along the way. 

Steven Poole is the author of 'Trigger Happy: 
The Inner Ufe of Videogarnes' (Fourth Estate). 
Email: steven_poole@mac.com 
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A 
fter a. few sen. tences of this I know your 
reaction Wll be: "Oh no! He's talkilg about 
dnrl<ing agar~!" But rOOiy, I'd ike to speak 

here about something to do With the relatiOnship 
between alcohol and videogames. 

Actually, this wasn't the first th1ng I thought of 
wnting about - irvllaly I thougltllllqlt talk to you 
about tobacco and videogames. but tobacco IS a 
particular1y senSitiVe subject so I decided to 
choose aloohol1nstead. I'm not saying that alcohol 
is not sensitiVe for some people, but I thought 
tobacco was more problemabc. 

And besides. there is a very pertlneOt analogy 

I'd I ke to draw between the d9519n of successful 
videogames and my own lifestyle. 

First of all, I would ltke to say that I have a few 
rules when rt comes to dmk. Yes, I'm a ittle brt of 
a ma111ac! I dr.nk almost every woc1<lng day. 

Dvnng the weekend, Saturday and Sunday, I 

can honestlY say that I never drink, or at least tha• 
rt is very rare tor me to do so. 

Why? Welo, I don't 9liOY dnnklng alone. lt's 1"10! 

a very enJoyable thing. OK, I'll adm1t that it 
happens sometimes. but when I do I start to think 
about things, and I don't really I ke that. 

In the week I dnnk. and. SlllCe I don't get 
drunk very~. I don't feel tne effect of alcohOl 

the time and that means I end up dnnklng a tot. 
And you can probably al guess what's COrTlll19 

next ... in the mOI'Illng I have a hangoo. er. Ths IS 

Qlite a clasSic pattern n my everyday life. 
When I drink alone, I can't ho'p ttlonl<i"lg about 

'NOr!<. it's alii can think about, 1n fact, so I don t get 
drunk when I'm alone. When there is someone 
else drinking with me, we speak about other 
things. and the dnnking becomes about 
sorneti'M'lg other than work. 

lt is important for me to have someone to drink 
with if I'm going to enjoy myself. That's one 
condrtion of having a good time. but rt's not the 
only condrtl()(l. 

The other? can drink any alcoholic drinKs 
except for wino. I mean, physically I can drinK 1t 
and sure. I think I can appreciate its taste in the 
same way others do. But even wth the smallest 
drop of rt on my palette, my mouth gets heavy. n·s 
almost as 1f 1t was something chemiCal, a 

COI'Ilpletely instant reaction. Somehmes I think, 
"Oh, today it's goma be okay! l'vo had some wirte 
and ... • And then lfeel1t No, rt is not 01<ay at al. 
Wine IS never okay. 

I've had everything, from tho very cheap ¥500 
bottles to the ternblyexpensive ¥100,000 

Romaneconb, but rt s aN.tays the same. I i-Jst can't 
eripoj drinkJng them n the way I'm supposed to. 
Maybe my body is simply not made for Wine. 

So when I get a bottle of good w1ne, I usually 
give 1t away to friends. 

Oh yes, and then there IS another nAe. When 1 

dmk. I don't eat. Never. I can't eat and dmk at the 
same time - not btologically, as that would be 
somewhat drfficun having only one throat - but 
also in terms of rrvx1ng the tastes 

lt i-Jst seems wrong to me. to mcx the very 
different flavours of food and alcohol 

t watch people enJOYing eatlrlQ meat and 

cimking a beer, ea:.ng lta6an and drinking Yline, 

but no. I ;.JSt coo'! So persuading a friend to 
come dnnkng wrJl me IS getting to be d1ff1CU~: we 
alll't share a bottle of wne, and they've got to be 
capable of~ without eating! 

Thai IS wt1y 1 do"' t have many friends to 

two bottles (that's 3.61tres of safke 1n total) until 
:inally I'()U'l(jng off the session in the early hoLrs of 
the morning. We had stin ISIIed to decide on a 
w1nner, and so we went back home- separately, I 
should add - in taxis. 

The next day, guess what? 1 had a temble 
hangover. I coUdn't possibly go to work on that 

state, so decided to stay 1n my bed, rest111g my 
poor ach ng throbb<ng head. 

Then she called me. Being a gentleman, I 
asked her If she was all nght. She rephed she was 
fllle. no problem, and then she asked me If we 
could meet agatn. later the same day, to continue 
the contest and decide, once and for all, who was 
the 'best' drinker. 

A second round' AAAH! I gasped. aud bly, and 
decided to adrm defeat. She was the winner­

there was no way I could possibly 'fight' on 1r1 my 
delicate condrtion. 

Alter I hung up the phone, I thought this was 
the end of OlJ' relahonsl'l!P. aver before rt had really 
begun. I clearly wasn't able to dnnk at the same 
level as she was. 

I found out later, however. that she was 
suftenng frOI'Il a serious hangover too. and by 

"She was just testing me in a different way. She couldn't get along with 
someone who did not drink, nor with someone who drank too much" 

drink wcra. That and the fact that the u~imate 
chcr.lctensbc of my d'inl<ing hablls is to dnnk a 
gmat deal. I could QU1te easiy dnnk an entire bottle 
of ten-year-old bourbon on my own. 

lt may sound boastful, but there seem to be 
VfYY few people who can dnnk at the same rate. or 
n the same amounts. as I can. 

But there was one person who used to: my 
wile. The very first lime I met her I remember that 
she told me she can't get along with people who 
don' I drink. 

fu very first date quiCkly became something 
of a drirklng contest! 

We started w1th beers, but raptdly changed up 
a gear, moving on to cocktails. Even then we 
could not determ ne Ylho was the 'best·. so she 
deCided that we ShOuld SWitch the type of alcohol 

once more, thiS time to Japanese safke. We drank 

£D 

offemg me a second round in OU' contest she 
was JUSt testing me Ill a drfferent way. You see. she 
couldn't get along with someone who did not 
drink, but neither could she get along wrth 
someone who drank too much. 

That was t'le start of thongs between us. I had 
passed both her tests. and eventually n brought us 
to our wedding. At the time it seemed l1ke some 
kind of a mracte. 

Soe the videogame analogy there? 
No? Well, maybe there isn't one. but it's a nice 

story nonetheless and I eoiOY telng 11. Or maybe 

there is one, and you're JUSt not looking hard 

enough for it! 
See you! 

Poor to Segas reoent restructuring, Toshihtro 
Nagoshi was president of Amuseme11t Vision 
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W
hat is~ they say about woriiJng 1n a 
dlocolate factQIY? Other than the pay~:; 
crap, and you'D get fat, that is. 11 's like 

being a videogame reviewer No. really - Of'ld not 
just because the pay is crap, and you get fat and 

you have to wear a hamet. ll's because you can 
have too much of a good thing. You may start out 
beong the biggest chocoholic on town, but tf you're 
steaing bars from the~ be~ every day 
you'll end up being sick of chocolate. 

tt has been eoght months sn::e I last revoewed 

a videogame for professional g<~~n. I spent over ten 
years revifJWlng games for a living, and once I'd 
stopped it was remarkable the tol tl had taken. 
Astonoshongty, it tOOk close to r~ve months for me to 
enJOy playing games once more, and only ncm arr 
I regretbng not hawlQ a si~ stream ol rareN 

COpieS douching out my leMertxlx I've had to 
adjust to being on the other SKJe of the fence- to 

not being able to vent my spleen pub!•cly ard With 
some appcllllted authonty when. say. I got 
frustrated by the ab'f.;rnaJ AI~. say, Hdden & 

Dangerous 2 I've had to lrilarn looking at every 
game from an anaJytical poont of 'VIfNol, and JUSt 

~them 0' try and errpf t.'lem, at ~ Soroo 
games~., determrild :o Q1"i19 the player a hard 
t•me. Shame on you, Mr Developer. 

IMlat~>ver the case the pas: year has boon 

both enlightened and eollgh:onong I'm su-e you re 
•nterested, so here are the essential lessons I've 
learned as a born·ag<~~n gam .g pUI'lter 
LESSON ONE: GAMES ARE TOO EXPENSIVE. 
I always k1nd of knew they were, and when we're 
all paytng 40 quid for them it seems to b a case 
of statlllQ the bleeding obvious. ''ve had to buy 
games for my eh ldren this Christmas and, frankly, 
I' m gobsmacked that the games industry is still 
aive and we haven't nscn up and marched t..pon 
Baron Von Gamespublisherste•n's castle wrth 
flaming pttchforks. I know for a fact I'd buy more 
games f they were cheaper, renderng rnpotent 
the age-old 1ndustry wh•nge of "Oh, but games are 
soooo expensive to make, p1ty us as we wipe our 
tears away wrth 'lly pound notes". Pff. 
LESSON TWO: IT IS POSSIBLE TO ENJOY 
ONLINE MULTI PLAYER GAMING. I only over 
dipped my toe •nto the online waters whie I was 

revtewing protessoonally. Alrighty, you may suggest 
I wasn't dOOg my tob properly, therefore. but I 
don 'I care. The fact I now have to pay for my 
games. coupled with the1r singleplayer shortness, 
forces me to squeeze every last drop of vakJe out 
of thom (and therefore. id1ots, delaytng me buying 
a new game). I've boen online with the old 
deathmatch gulfs recently, and fomcl t to be every 
bit as dcpressong and stereotyped as I always 
suspected it would be. 

'Wt'ry, I was orty five mirutes into my first gan·e 
before 1 had the damnong ep<thet ·u R gay· lobbed 
1n my directoon. But hey, Unclo B•ffo can type fast: 
"No YOU are gay, you ititerate boy." And so at 
ieast .. get som enJOYI'Tl(lOt out of 11 that way. 
LESSON THREE: I KNOW WHAT I LIKE. I no 
Qr1geo ""ld to pi every type of game. so I have 
no ..,•erest ~ p1ayng the typeS of games 1 don't 
like. You jUSt try feognong enthusiasm for what you 

know is probably The Best Turn-Erased Strategy 
Game Of All nme when you don't like tum-based 
strategy games. 0' ffight Slll'lS. 0' most Japanese 

RPGs. Or ach ngty po-faoed driVIng s•mulatoons. 
GIVO me a game with a big gun, or a decent 

platformer, and ''m happy. prObably shcll.t:fn't buy 

I'm on the outSide, •t's the revtews.l bought
1 

Knights of the Old Republic on the strength of 
positive opin1on from presvmably pro·RPG 
reviewers. I'd been convinced that this was an 
RPG- a ·star Wars' RPG, no less! - that even 
guys I ke me would enJOy. I didn't. I found rt tedious 
and wasted 40 quid. or someth ng. on the 
opportlXlrty to have exat119 COOIIei'Sahons about 
moisture vaporators. I could nng up any one of my 
stupid fnends and do the same thing. Tsk. 
LESSON FNE: NOT All CONSOLES ARE 
CREATED EQUAL As a games joumahst, the 
standard answOf to give when asked ''Which 
console shoovld I buy?" is "They a1 have different 

strengths, and 1t depends on the type of thing you 
like." Well, yes. But when my SISter rang me last 
week and asked w!1ich console she should buy 

her son, the answer was obVIous: a PS2. Oh. and 
don't start all that about moor Edge oong biased 

toward Sony. Sony sucks, but the PS2 has the 
Eye Toy. man. and young people 'keto see 
themselves danCing about on the telly. 
LESSON SIX: TALKING OF SONY, OOG'S LIFE 
IS THE FUNNIEST GAME EVER. Well, since The 

Sims anyway. You can do a poo, piCk 1t up 1n your 

''When my sister rang me last week and asked which console 
she should buy her son, the answer was obvious: a PS2" 

fMJIY firstperson shoot ·em up tha' comes out. 
but I'm addcted. That bnngs us nicety to ... 
LESSON FOUR: REVIEWS ARE WORTHLESS. 
We ar ike certain types o1 games over other typeS 

of games and. as the above po1nt concludes, that 
•ncfudes reviewers. How can you be sure when 
you're readlrlQ a rfN'IfJW that the revi&Nor has a 
completely unbiased, subJOCtlvelitfm of the game 
he's cribquing? Answer: the reviewer doesn't have 
an unbiased, suotective vifffl. If he's a fan of the 
type ofganne 1n question then he (or she - let's not 
forget even girls can be reviewers these days, 
Edge readersQ could mark the game higher than 
somebody who isn't a fan. Who woutd be more 
likely to mark them down? Curiously, when I was 
wnting 'Dgitiser' tt was always the preV19WS that I 
oonsiderod to bens most poontless feature. Now 

mouth, and throw rt at people! I'd QKe to see lHAT 
i'l a Mar10 game. Please? 
LESSON SEVEN: THERE AREN'T ENOUGH 
HOURS IN THE DAY. That may seem like a 
contradictory po1nt. given that I've complained that 
you don't get value for money from most games. 
Nevertheless. t'ler9 are so many games out there. 
and when you have to factor 1n work, and a family, 
and watching television, and spend1ng hours 
learning to pick~ poo, tt~ ;..st isn't the tme to 
play games. Shorter, cheaper games pertlaps? 
LESSON EIGHT: MY COLUMN NEEDS TO BE 
LONGER THIS MONTH. Ohhh, stop snoggemg at 
the back, please. 

Mr Biffo is a semi-retired 1/KJeogame fOUmaiJSt. 
His vrews do not necessanly coincide wtth Edge'S 
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Rnal Fantasy XII 
After the disappointment of Episode X, and the European absence of 
Episode XI, could it finally be a case of Episode XII: A New Hope? 

Despite the slightly 'Star Wars' aesthetic that has set many message boards alight, the FF staples of boss battles and summon spells have made the 
transition intact. it's likely that the different races will have different battle strengths, with the Viera excelling as archers, and the Bangaa breaking heads 

[!] 
he unveiling of the first 'real' Anal 
Fantasy since 2001 in Tokyo's 
fashionable Roppongi Hills was also 

the occasion for the baton to be passed from 
the father of Anal Fantasy to the man widely 
viewed as his successor. Hironobu 
Sakaguchi, the creator of the series, appeared 
on stage to pra~se the work of Yasumi 
Matsuno and give h1s bless1ng to FFXJI. 

Having been absent for the launches of 
FFX and FFXJ, his presence seemed to be a 
clear indication he feels that. in the hands of 
his protege, the series is back on track. 
Matsuno-san, who Sakaguchi-san lured away 
from Quest (where he had worked on Ogre 
Battle and Tactics Ogre). made his mark at 
Square with Vagrant Story and the Anal 
Fantasy Tactics senes. 

However, despite this feel-good factor, 
Square Enix was still holding ~s cards close. 
1t gave away precisely nothing about the 
battle system in Final Fantasy XII, but it is 
possible to piece a few things together from 
the screenshots and movies it has released. 
Combat seems likely to stick to the line­
dancing tradition, but placed in dlynamiC 

"The team has drawn inspiration from Turkey, 
India and even art deco New York to create 
the extraordinary cities in the promo footage" 

3D environments. Your team appears to have 
a maximum of three members, although 
Edge would be stunned if there weren't other 
playable characters who can join and leave 
your party as the story progresses. The rest 
seems as expected, and it will depend upon 
your feelings for the last eleven games 
whether the sight of a fire spell knocking 68 hit 
points off a row of identical monsters will send 
you heart leaping to your mouth or thumping 
to your boots. However, the designers have 
coyly indicated that they've only released the 
footage that matches previous Anal Fantasy 
games as dosely as possible. The obvious 
implicatiOn is that there may be some 
substantial surprises in store. 

What is a little clearer at this stage is the 
story. Although FFX/1 takes place in the world 
of tvalice, there won't necessarily be much 
that is recognisable to veterans of the Anal 
Fantasy Tactics series. Dominating the map is 
the empire of Arcadia, and FFXI/'s story is 
triggered when it mounts an invasion of the 
smaller state of Damasca. Our hero. Vaan, is a 
happy-go-lucky Damascan orphan who 
dreams of little more than to become an air 
pirate. However, once he encounters the 
dethroned Princess Ashe in the aftermath of 
the invasion, their fates (and no doubt their 
inventories) become linked. Their opponents 
seem likely to be the iron-faced Judges. 
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Having grown beyond their FF Tactics 
Advance role of bemgn umpires, these 
towering, terrifying knights may hold the 
political balance in their spiked gauntlets. 

Not that lva'ice's tensions are purely 
political. Although the bulk of FFXII's 
inhabitants are human, Matsuno-san's other 
races- the slinky Vl9ra and the scaly Bangaa 
- are also in evidence. There are a suggestior 
of some racial sub-themes, provoked by the 
failure of the humans to grant other species 
the rights they claim for their own. 

That's not the end of tvalice's fauna, 
however, as the inim~able Chocobos and 
Moogles make the r retum, although not, 
perhaps, as you would recognise them. 



'he Chocobos have transformed into razor­
beaked war chargers, and the Moogles are 
tooled up with armoured wristlets - but rest 
assured that their trademark deely-bopper 
pom-pom remains intact. The same tougher 
style is evident rn the main characters, whose 
angelic faces belie their armoured shinpads 
and steel toecaps. 

But while those faces may be angelic, 
:hey are not substantially more sophisticated 
than the ones you will have seen in FFX. The 
decision was made to tightly limit the polygon 
oount for the characters. presumably in order 
to implement some currently unannounced 
wonders in the background. The settings are 
certainly sumptuous, as the team has drawn 

insptration from Turkey, India and even art 
deco New York to create the extraordinary 
cities that soar and glitter in the promo 
footage released. But there, again, is another 
change. The quality of the models and the 
environments mean that there will be far 
fewer CG cut-scenes than in older Final 
Fantasy games, with events instead unfold.ng 
in realtime 30. 

Salkaguchi·san lives in Hawaii now, act ng 
as a long-distance advisor tor the gaming 
phenomenon he created. Edge suspects that 
knowing Matsuno·san is at the helm, steering 
a new course between hiS own ideas and hts 
mentor's tradrtions, will make him sleep ""~ 
easier in his Sl;n-dappled hammock. L _-;;... 

_ Form~t~~a)'Stat~~2 
Pub ~~r: Squ!!':E!~ 
_Eev~~: ln-t>ouse 

Ongin: Japan 
Release. &;.,;;;;er 2004-(.il;pan),. Tee(UK) 

FFXI/'s rumoured 'darker' tone has provoked as much gossip as the Vaan's decidedly feminine 
features. Edge is reserving judgement until more concrete information is made available 

033 



FarOy 
lt's hell in paradise. What could be more heavenly? 
Edge packs its espadrilles and an M249 

The archipelago setting means invisible walls are almost entirely abolished. Any dry land you can see, you can visit , although there may not be anything 
there worth seeing. it's a solution similar to that of The Wind Waker, but your path through the game is streamlined to avoid tedious long distance swims 

Different enemy types carry different 
weaponery and respond with different Al. 
They can be distinguished by their hats 
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aving moved beyond rts 
magnificently simple ambrt10n to 
make a game "in a tropical setting 

with lots of guns," Crytek •sn't giving much 
away about Far Oy's plot. Jack Carver, a 
charter boat skipper in Polynesia, has a 
searingly multi-ooloured wardrobe and a 
shady military past. Hired to ferry the 
innocent -looking Val to an island where she 
can photograph some rare birds, he's 
attacked on his return by mysterious 
henchmen and left for dead. Val makes a 
return later in the game, revealing more of 
both the government agency she works for 
and her delightful midriff. The developers 
promise a finale of 'Dr No' proportions, but 
won't whisper a word on what to expect. 

The revolutionary Al promised in Edge's 
first proper look at the game (E119) hasn't yet 
been ironed smooth. Although everyone you 
encounter in the game has a real job to do -
unloading boxes or practicing on the firing 

range - their response to your arrival is still 
somewhat erratic. When it works well the 
firefights are free-flowing and unpredictable, 
but the illusion is broken when you meet a 
soldier trotting uneasily back and forth like a 
trapped hamster. Which isn't to say the game 
isn't hard -with ammunition low and enemy 
accuracy high, wading in is always a high-risk 
option. Most frustrating in the build Edge 
played was the lack of a gun·butt melee 
attack, as this omission leaves you 
defenceless when you run out of bullets. 

The new breed of tactical FPSs usually fall 
down by denying you the tools you need to 
abandon gunning and runn·ng for something 
a little more considered. Far Cl)', however, 
ought to equip you well enough to encourage 
a reliance on long-range play. Your radar only 
gives you a bead on people you've actually 
sighted. but once it has a lock-on you can 
trace them wherever they roam. This means 
you are well rewarded for taking the time to 
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seek out a vantage point and surveying an 
area with binocular precision. The weapons 
on offer also make the long game a real 
possibility - sniper rifles and rocket launcher 
are both useable over 1 km of game terrain. 

Crytek is determined, however, that this 
kind of singleplayer tuning doesn't hamper tl 
mukiplayer experience. In an effort to increa~ 
the vulnerability of stealthy players. sniper 
scopes give away a telltale glint and rockets 
are slow eoough to be dodged by anyone o 
their toes. As well as conventional 
deathmatch.ng, a capture-the-flag style 
assault mode will be available. 

Deathmatchers can choose between a 
heavy-arms-toting grunt, a lightly armoured 
sniper and a support class. The tatter can tu 
his hand to healing with a slim gun, building 
gun emplacements and demolishing the 
bunkers of his opponents. 

Without a chance for some rr10re 
extended play, it's hard to judge whether the 



AI wtll frustrate()( entertain. and if the team's 
tactical ambitiOnS wi I produce vaned and 

llexible gameplay ()( a paranocac refiance on 
the qud<save key. 

FQr rcw. tllcllql, what stiCks is the sense 
of being somewhere games have never taken 
you before. Although the game opens in 
dtSaPPQtnt ngJy conventional styte, almost 

immediately the beige and khaki of the 
regulation-issue FPS masonry ends with a 
spectacular gash through which you can 
glimpse a bla7ing tropical kaleidoscope. Then, 
as you make your way down to the sea, 
scanet and yellow ftashes of whlr1ing toucans 

punctuate the lush greens and fizzing blues of 
the beach. Later. when n.ght falls, the sky 

tt.mS to onk, the clouds gleam silver and you 
cotAd swear you feel the <Ill' atOl.fld you start 
to cool Far Qy's 01 2004 release dale could 

hardly be better Judged. 
Edge can't think of a better place to -, 

wait out another fi~hy winter. t-~ 
Crytek has already licensed the impressive Far Cry engine, which it believes will compete with 
big hitters such as Doom 3 and Half-Life 2, and which it has no Intention of selling off cheap 

EDGL 

Fotmar. PC 
P\lblo$her· ClyiGI< 

--------------------~=-~-~ 

Ong1n: Germany 

Release Marcn26 (UK) 

PreVIOusly In E1 12, E119, E1 25. E126 

AI this stage vehicle handling 11 &toll a little hit 
and miss, but may well extend a little beyond 
the ordinary. Who could resist armed 
hang-gliding in the tropics? Not Edge 
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1-Ninja 
Robots and ninjas: surely the compound at the heart of gaming 
alchemy. So why does it remind Edge so much of monkeys? 

The roller-coaster zip tracks require you to slingshot round comers with your grappling hook, and the 
rail grinds a llow you to chain together mini point-boosting combos. The physics of both is delicious 
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---------- Foonat PlayS_I!ltion2 
PubliSher: SCEE 

PreVIOUSly in E 125 

liJ 
he name's a lie, of course. 1-Ninja 

Now and Again When !·Not 1 

Being a Robot or Tony Hawk or 
Something would be closer to it. In the best 
way, 1-Ninja is the least conSistent game 
ever conceived. Each of its themed 
hub-worlds contains a handful of missions 
that slice and dice the basic jumping, fighting 
and collecting of ingredients into a dozen 
unfamiliar recipes. Grinding on rails and 
riding on rockets. you'll soon leam to expect 
the unexpected. 

You've certainly got the moves of a 
ninja, with wall runs and grappling hooks, but 
their use is strictly rmited to areas that are 
clearly marl<ed as ninjable. There's a little pang 
of disappointment at not being able to 
freeform anywhere in a level, but that's soon 
soothed by the comfort of knowing with 
complete certainty vihere a move will work 
and vihere it won't. 

Your ninj(lhood is enhanced by upgrading 
your sword, and instead of finding health 
boosts and power-ups hidden in crates it's 
advancing lhrough the game that unlocks 
new ninja powers. Each swipe of your SWQ(d 
stokes up your gauge and allows you to 
unleash a super atlack, replenish your health, 
or ride around on a giant shuriken and slice 
people in two. Expect to return to each world 
once Q( twice. as in Q(der to earn your ninja 
promotion to the higher-ranking belts you'll 
need to re-finish levels, but with the added 

challenge of. say, a time limit. 
Each hub ends with a boss batlle so epic 

you'll need mechanical means to defeat them. 
Robot suits, submarines and artillery are 
hardly a very ninja approach to combat, but 
they do allow you to pulverise your opponent 
in a most satisfactory manner. 

Which explainslhe '1, Robot,' but why 
monkey? There's certainly a Super Monkey 
Ball tinge to the sections that see you 
embedded in a giant ball. Although the 
lumps of your bum and your bonce don't 
make any impact on the ball's physics, 
manoeuvring it through tunnels and onto 
telescoping platforms is still a delicate 
business. And although it's hard to explain 
why, there's something about the cosy 
containment of each level, the exuberance 
of the main character and the pattern of 
return visits to the worlds that reminds 
Edge of the first Ape Escape. 

Which is why, if Argonaut is able to 
successfully meld together these disparate 
ingredients, it could just forge a new J;' #<'-

element of gaming excellence. 



Sittn Ongon: Jajlan 

~ease OUt now (Japon). Match (UK) 

--------------------------------------------------------------------------------------~~~ 

Sony helps seal Japan's monopoly on scary static, rivers 
of blood and women with chokingly long black hair 

--- lrerl may t!jjl rts three-day StOI)' in 

~ jLmbled ftashbacks, but that doesn't 
-- make much •mpact on the SUIVIVal 
horror equatlOil you're famliar With. You're 
weak. tlleY're not. You're alone, they're not. 
You're lUmbered w1th an obso4ete control 
scheme. theY're fast on their feet. You're 
peenng tnto the dari<ness, they're advanc•ng 
w~h infra-red confldonoe. 

'Sight -jacking', the process of tuning into 
the vision of the zombies that populate the 
town. is Siren's innovative aoe. One of the 
most ch•lhng things about the process is that 
the undead look so much like the ordinary 

people !hey onoe were. Tai<W1Q ~ 
someone's eyes to find them performng 
some l1'li..I1CI&'1e task, half remembered from 
lheor ear1.er hves. prevents you from dismsslng 
them as ident kit cannon fodder. Once inside 
their head, their vOIOe IS ctaustrophobically 
muted as it resonates through their bones. 
and each zombie has a d stinct repertoire of 
frenzied monkey pant1ng, fooorn keening and 
agonislngty lucid mumbling. And all they want 
os to j8b a vegetable knife into your ribs with 
abrvpt and sickening Slmplicrty. 
~ nto nearly eo mini-chapters, 

mosoons 'MII olten take the form of simply 

Ct0SS111Q a short secbon of the town. or 
guoding another' character to safety. Often 
your best chanoe of success 1s to 
methodically SIQhljack a• the zombies in the 
area, and use their eyes to reconnOitre. 
Learn ng the patterns 1n which they move and 
look is crucial for timing your dashes for 
safety. it's a fresh process for gaming, but at 
rts core the gameplay 1t produces is not that 

far removed from dodg•ng the guards at the 
begiMIOQ of Ckantla of Tme. Hopefuly, later 
chapters Will•ncrease the vanety. 

The character models, created from fim o1 
the games actors (their photographs appea­
lll the manual) are unsetthngty human. ne 
language banier makes rt hard to gauge the 
strength of the story, but the quality of the 
acting and the eerie solidrty of the characters 
mean there is enormous potential for 
someth1ng truly stunn ng. Sony has yet to 
announce concrete details about the PAL 
converSion. but Edge hopes 1t considers 
subtrting rather than dubbing, since the 
resonance between tile actor's faces and their 
vooces would be destroyed by over1ayWlg 

msmatdled western accents. lt would be a 
very great shame Slnoe, as things stand, Siren 
represents the pinnacle of accomplishment •n 
marrying believable characters and a 
pervasive atmosphere. 

Zombies see other people as a piercing blue twinkle which can penetrate through the undergrowth 
where you thought you were hidden. lt's what guarantees they always see you before you see them 
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ProYIOUSiy In E 129 

The frontend allows you to keep track of the 
sprawling game plot and multiple objectives 

1 \/'; 
• ..., 

-~, 

'-~ ,,,''!: .I!<:. 

Stick or twist? 
Whenever a zomb1e sees you . the 5ereen 

flashes red for a heartbeat. show~ng the~r 

v1ewpomt of you _ lt ~cavos you w1th a 

paraJysmg split second dect~on_ Do you run. 
bhnd aOO dtsonented. or nsk stay1ng st•ll and 

trymg to tune 1n to tt¥>ffi? The zomb•cs move 

fast. and Wlll clamber and chmh to get to 

you. Even rf you've got a qun. a few auto­

a~med shots to thetr chest w •ll only knock 

them do wn for a m.nutc at most 
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Mojibribon 
lt's adorable, beautiful and made of colours videogames have never 
seen before. And now, finally, it makes sense. Well, some sense ... 

Trip over too many mar1<ers and your ink wi ll 
splatter all over the screen, making it even harder 
to p ick yourself up and get back on the groove 
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ib R1bbon was digital pertection. 
White on black, right or wrong, 
nothing in between. Mojibribon is the 

opposite- all pastel creams and analogue 
flow. Don't, however, be dismayed by the 
calligraphic theme - this is rhythm action plain 
and simple. You didn't need to know how to 
play guitar to ace Amplitude, and you don't 
have to know Japanese to bob along here. 

Instead of a continuously vtbrating line, 
each verse Circles in turn under Mojib's 
jogg1ng feet. Gold markers tell you where to 
start writing, and the clouds behind tell you 
where to stop. A simple down on the left stick 
is all that's needed, but the process is 
complicated by the need to charge your brush 
with tnk. Hold down for too long and your 
wr~ing gets sketchy, the brush refilling itself 
with an ugly, thick blot. Instead, you'll need to 
regularly flock your brush up to collect more ink 
and, timed nght, this will produce elegant and 

even calligraphy. The more even you are. the 

_____ Foonat: PlaySta~cm 
Publ•she<: SCE 

_____ Develo~~~ Nana~:Sh< 
Origin: Japar 

Re>oooo: OUt ,;,w {~), TBC (UK; 

PreviOuSly in E 1 1~ 

more points you get. Clear the whole verse 
the first time through and you're awal:Jed with 
a high score and a rousing cheer. 

Miss any markers and the verse will keep 
circling, giving you the chance to fi ll in the 
gaps. Mistakes cost you ink, and once your 
supply runs out you are busted down to a 
lower level of evolution, albeit ooe with a 
replenished ink tank. Running dry as the 
lemon-headed proto·Mojib will take you 
straight to the Game Over screen. However, 
these de·evolutions are not irreversible. In a 
system familiar to anyooe who lost their heart 
to Vibri, getting sections right causes a flock 
of tiny birds to assemble above your head. 
Complete the nng, and you jump an 
evolutionary level with a sparkly twang. 

As a music game, n's immensely 
satisfying. The up· flick requires you to 
emphasise the offbeats, and the whole 
process becomes reminiscent of some kind of 
rudimentary scratching sim. The music style 
has also mellowed - the occasionally 
cacophonous J·pop of Vib Ribbon has given 
way to hip-hop and be·bop, some of it airy, 
some of it sombre, all of ~ funky. Mojibribon 
will have you backward-nodding with a fat 
smile from the very first loading screen. 

Despite our darkest fears, once the rather 
torturous menus have been negotiated there's 
not much to prevent someone who doesn't 
read Japanese taking in the measured funk of 
Mojibribon's delights. However, without the 
interest brought by an understanding of the 
words so elegantly trailing from your brush, 
the simplicity of the gameptay may not 
sustain you much beyood the in~ial 

stage of wide-eyed captivation. 

Chasing the high scores is as engaging as 
always, but you' ll need to know your Japanese 
numbers to read the results. Bonuses are 
awarded for reaching the higher evolutions 



F()fma!: PlayStatioo2 

~ll.switdl 
Release: February (UK) 

Previously in E125, E131 

Disarmingly simple it may be, but if you hanker for the days 
of puerile gung-ho action, this could well be for you 

Simple object ives must be completed and, in 
keeping with the game's central conceit, these 
are signified by glowing blue icons. Take a lot 
of damage and the screen begins to flicker, 
reinforcing ' your' status as a game character 

o I have to be stealthy?" grumbles the hero at one point. 
Fortunately, the answer is no. kill.switch is about running 
around and shooting people, and in this department Namco 

has delivered with an arcade experience better than nearly everything 
else in the thirdperson action genre. 1t works because it's simple. lt 
works because the oontrols are perfect for the environments. 

l l locks the main character to the scenery, and from these vantage 
points he can lean and shoot at his adversaries. L2 swaps guns (which 
include semi-automatic weapons, a sniper rifle and a grenade launcher), 
while a brilliant 'blindfire' manoeuvre can be executed when you're 
hidden low beh:nd objects. This keeps you in deep cover, but accuracy 
is reduced. Enemies can be a bit stupid, but the pleasure of mowing 

them down is simply irresistible. 
klll.swttch is also a game about gaming. 

While rts play mechanics are simple, the 
premise is wonderfully intertextual. You see, 
you play as someone controlling a super 
soldier via a neural link, and this throws up 
many astute and witty gags. lt can even 
account for why the second level is a rip-off 
of MGS2. Well, nearly. 

Edge's code is almost the finished article 

and white kill. switch iS short and sweet, ~~ 
the journey so far is a lot of fun. -· 

kill.switch may be ugly, but when you're pinned 
down by machine-gun fire you soon forget 
about the environments' lack of rich textures 

Fo"nat: PlayStatioo2 

Sengoku 
-----Publisher: Koei 

ml.JSC)LJ .......... ~~~~<>P~r. ln-llouse{~~= 
Release: Feb'Na.y (Japan), i8c (UKl 

----------------------------------------------------------~==~~==~~ 

Koei puts Dynasty Warrior out to temporary pasture, 
and its engine to work in medieval Japan 

Each character has their own special attacks. 
New weapons, such as shuriken, also become 
more powerful the more experienced you are 

The improvements made to the DW4 engine 
and the compromises made in the size of 
the battle arenas allow for sharper, clearer 
environments and less of that gloomy fogging 
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ooi took advantage of its 25th birthday party to announce a 
new offshoot of the phenomenally successlul Dynasty Warrior 

series. In a move which further extends its unrivalled historical 
hegemony, Sengokumusou transports the heart of the game to Japan's 
turbulent Sengoku period. This means a whole new range of samurai 
and ninja fighters, each with an individual fighting style and range of 
weapons. Mounted combat will also be expanded, with riders able to 
pull off skull-crunching rearing and jumping attacks. 

tt will also be possible to move from the open battlefield to the close 
quarters of castle interiors. Riddled with traps, choked with fire and 
guarded by a boss, these sections will require a very different approach 
from Dynasty Wanior's freewheeling brawls. Although an experienced 

player will be able to punch through to the 
end in a little over an hour, there are dozens ol 
characters to use, each with multiple endings. 
There are also around 500 submissions that 
wi:l be triggered as you take different routes. 

Dynasty Warrior's vast following in Japan -
Shin Sangokumusou 3 was outsold on 
release only by Rnal Fantasy X-2 - means it is 
almost inevitable that Sengokumusou will sell. 
Other publiShers have allegedly begun 
rescheduling to avoid clashes with what ~ 
they're already calling 'Sengoku Shock' 'i~~~-
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James Bond 007 in I I • Eveything cr Nothing 
EA has high hopes for the latest superspy adventure, 
but can it escape from the shadow of a certain N64 title? 

ITJ 
n fNe years' time, Everything or Nothing is going to be 
mentioned with the same kind of reverence we bestow on 
GoidenEye today." So says senior producer Scott Bandy. 

it's a bold claim, and one Edge, on present evidence, believes to be 
a little far fetched. The extra time given to the game (a result of EA's 
stacked Christmas line-up) has been spent on the small details: better 
enemy anirnations, better lighting and a smoother learning cuNe. As is 
the current vogue, Everything or Nothing offers a melange of game 
styles. Along with some decent driving sections and rather standard 
thirdperson action segments the player can rappel down buildings 
adding extra bite and drama to the foonula. While each part of the 
title is fun, none of them offer a deep and forward looking game 

The driving sections in the game borrow 
heavily from the expertise of the Need tor 
Speed Underground team. and it shows 

experience in their own nght. 
Architecturally the environments are 

impressive and imposing. Huge buildings are 
integrated with the ground levels so the 
tranSition from vertical movement to ground 
combat is seamless. A manual lock-on can 
be engaged when firing at enemies and the 
gunplay is fast, shallow and pleasurable. The 
services of Pierce Brosnan, Richard Kiel and 
Willem Dafoe give the game a gravitas 
missing from more recent 007 titles. 
But this ain't no GoldenEye yet. 

Wade Hixtons Counter Punch 
Do you restore an antique like Super Punch Out!! with exaggerated 
National Trust care, or infectious sledgehammer enthusiasm? 

[}] 

nferno knows what its answer is. lt has ditched the 

cotton gloves from the off, favouring toon shading and 

pimp-daddy slang. The bold character design is inherently 
funny and Wade himself, all chicken-scrawn and straggly mullet, is 
t:keable as the reluctant non-hero. 

The mechanics haven't much changed since you first enoountered 
Super Punch Out!! or one of its clones. Dodging is properly directional ­
dodge left when your bur1y opponent cocks his left fist and he'll swipe 
across the empty air you've left behind. Dodge right and you'll take the 
full force. Attacks are directed, too: hold up to swap from body blows to 
teeth-rattlers. The shoulder buttons are used for powerful right and left 
hooks, but you'll need to have stunned your opponent before 
unleashing them, or they'll have plenty of time 
to block or counter. 

There's been a mini Super Punch Out!! 
resurgence of late. The Wario Ware /ne boss 
rekindled in many the love for the simple, 
digital jab. And ~ crops up again, in a luscious 
robot disguise, in 1-Ninja (see p36). it's one of 
those games that's hard-wired into you. You 
know it even if you've never played it. 

One note gaming it may be, but it may 

prove to be exactly the kind of snack / ~ 
your GBA is crying out for. .,..._,~ 
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Compet ing in challenge matches - against the 
clock or without taking a hit - earns you money, 
which you can spend on special moves which 
charge up with each successfully landed punch 

Format: PS2, GC. Xbo< 
Publisher: Electronic Ms 

Developer: In-house 

--------~=-= Orig.n: US 
Release: F<lbruary 20 (UK) 

PreviOuSly in E125 

EA wants everything or Nothing to exude as 
much quality as the most recent Bond movies. 
Let's hope this is nearer to 'Golden Eye' than 
'Tomorrow Never Dies'. Whatever the case, it's 
always good to see Richard Kiel back in work 

Foonat: Game Boy Advanoe 

Publisher: Inferno 
Developer: DSI Games 

Origin: US 
Release: Out now (US), February (UK) 

it's a game that believes you' ll want to spend 
your money buying comedy hats for the 
referee, and you' re likely to succumb soon 



P~ Alpllas This month's announcements and updates ... 

Goblin Commander 

Fo<'Mt· PS2, Xbox. GC 
Putll-· Jaloco~ 
De\""'P<f In-house 

The brainchild of a couple of ex-Blizzard chaps, 
Goblin Commander shares a Stmtlar structure, 
aesthetic, and polish, as the Warcraf! series, but 
was designed from the ground up lOt consoles 

Ollle King 

Format. Alcade 

Pllbl ~.hor: 5og;l 

DevelOper AmuMment Vision 

lt may be 'Jet S.t RadiO does skateboarding', but 
the end result looks to play a little like Amped. 
The choice of the Chihiro board makes an Xbox 
conversion an alluring - and plausible- idea 

Van Helsing 

F'ortnBt PS2, Xbox 

P\b. .,..,. Vlvondi lnwrsal 

~Sellh~ 

Modelled on Unrv0<S81's filmic monster mash, 
Edge hopes that the presence of both Oracula 
and Frank--. will be enough to distingutsh rt 
from the ... ol thirdperson action tie-ins 

Penmeter 

The<e's a httle hint of Populous about this RTS, 
as you fill and hollow land to make flat building 
plots. Once you've raised your impenetrable 
perimeter, there's time for elaborate strategies 

Killzone 

Sttlllool<tng lovely, silO scheduled to make •IS 
summer release. Edge wtllreely admit to. other 

than new seteenS. not hav;ng new delads 
concenw>g one of tile PS2's key blles lOt 2004 

RSII - Ridng Spm 

A wide< range of bike manufacturefS and the 
eternal triple promise of better graphics, 
improved physics and more tracks will be 
matched with detailed customisation options 

Initial 0 Arcade Stage Ver.3 

Format Arcade 

Not a luU sequel so much as an exercise In wish 
fulmment lOt the orig•nal's fans. Nlght·time and 
snow-bound condtbOnS should make raell'lg on 
the SIX old and two new tracks truly challenging 

Metal Slug 5 

Formal Arcade 

Publ•sher SNK Ptaymore 
O.,etoPe< In-house 

it's more of the same, but such en lrrests\Jble 
same. Along with submarines and vertical tanks, 
this iteration introduces something which looks 
suspiciously like an armoured Flat 500 
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Cold Winter 
Is there a solution to the problem of the 80 per cent of garners who 

don't complete games? Edge meets up with Swordfish Studios' 

development director, a man who hopes to provide it ... 

tthough hes been talking for 

the best part of an hour, 

Julian Widdows has yet to 

mention GoldenEye. Whtch is unusual. 

These days it feels I ke fNery dfNeloper 

Edge speaks to is worl<ing on the 

game that's finally going to take 007's 

crown - even if they're not dfNeloping 

a Bond game, or fNcn an FPS. 

Swordfish Studios, however, •S 

worl<ing on what it hopes wll become 

the definitive PS2 shoot 'em up when 

it's released next year. But it's only 

after Edge poo1ts out that the game IS 

ren11liscent of Rare's opus that 

Wlddows admits, after graciouSly 

accepting the rnagazroe's complllllElnt, 

tnat ths has been his team!:; arrbtJOO 

from the very outset. 

While Edge IS conscious of 

sadcklg Cold W/llter with a great deal 

of expectatJon, there's somethrng 

abOut the game that nrores 
confidence. More speaficalty, there s 

something that evokes memories of 

the almost perfectly balanced level 

design of GoldenEye, or its superbly 

chatteng ng AJ, or the way in which 

difficulty evels were implemented to 

ease players 111to the game, or the 

self-evident attenbon to subtle detail. 

And with some nine months of 

development st to go, the playable 

sectJOOS of the game are already 

1ooki1g tight and po6shed. 

VISI.Ialy, as one o' me 'TlOSt 

breathtakllg l;;les Edge has seen on 

PlaySta;J<Jn2 - certar 1 o..fYllalchecl by 

arTi other FPS. Vv'hoch IS pemaps 
surprising given tha1 it's powered by 

Ortenon's RendeM'are engne 'M'ry 

haven't other ReoderWare titles looked 

this good? Wlddows puts this down 

11! ~~· PlayStation2 

I I! Publisher: Vivendi Universal Games 

I t DevelOPer. Swordfish Studios 

I• Orign. UK 

I < Release: 04 2004 

£DC£ 

Fill your character's adrenalln meter by engaging in constant bouts of combst and his 
health bar will also start to fill up. "Fortune favours the brave," as Widdows puts H 

to tne close retationsh p between 

SwordfiSh and Cnterion and to the 

skin of his team's artists. Fun colour 

lightmaps are exported from max. 
mock-volumetric effects produce a 

misty look and there's luly·stenCIIled 

shadows on all objects. Meanwhtle, a 
ded1cated programmer IS wori<Jng 

solely on llisual elfocts. such as blood 

spattenng on t.ios or bullets sparl<lng 

off metal Sllfaces 'M1ICh all adds up 

to the fact thal Cold W111ter looks quite 

beautiU n mo11011 and. thanks to the 

games phySics system. there's a lot of 

tllingS ac:ualy 111 mot1011. 

The abiity to create cover out of 

:abies or beds. and to pick up objects 

and 1JYOoN them at guards. lends the 

mpressJOO of a proto·Haff·L.Ife 2. 
Every object 111 the game reacts 

tea:IStcaly from radators to lotter-bi:ls. 

VI/hat's more. enemy soldoers are 
also smart enough to turn over 
objects for cover. and they respond to 

your actJOOS as a team. Indeed, the 

combination of pre-scripted and 

intel igent AI IS bnlhantly convincong as 

Widdows advances his character 

A comprehensive arsenal is based on 
real-world weaponry. A sniper rifle can 
even pick off grenades hetd by enemoes 
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By spreading the stO<Y across three different missions, Swordfish a.ms to make a game that 
woll appeal to dedicated garners which is still completable by more casual consumers 

The level of vosual detail is staggering for 
a PS2 FPS,thanks to RenderWare and 
Swordfish's own talented artists 

< 044 

down a comdor. forcing several 

guards to take cover. it's this sort of 

detail that charactenses the game, 

from the blossom that drifts oN I he 

cherry trees to the moths tl"at gather 

round loght sources and the files that 

C01111ef9e on dead bocfes. 
If an enemy sold er has a grenade 

s:rappeo to a bandoloer. you'll be able 

to make n explode wth a sniper nfle. 

When vehdes blow up, they do so 111 

the same manner as they do n the 

1110VleS: a downward force throws 

them up 1nto the air. 

ft's not just Hollywood's good 
ideas that Swordfish has plundered: 

"We analyse everythong that's out 

there very carefully, and read the press 

because 1t lets us know what people 

have er'40Yed and what they haven't." 
explainS Wtt;JOO.Ns 

So enemas can be held hostage 

as n Spiln·er Gel. and t11e game sets 
the ptch onversoon il<e Halo, IMih 

anothec' character shlnng a torch 111 

your character's eyes at the begon111rog 

of the game, and worklrog out whether 

playors prefer an 1nverted y-roas or 

not. "I saw a guy from Burogie talk 

about it at GDCE," Wlddows 

contonues. "And I thought: 'hang on a 
second. They've got millons of 

dolars. they've got an entire tab 

devoted to doorog this, they've got 

people who a-e psychology map'S 

from UOIYerSiti8S in America who are 

paid to do this ,00. I don't mind 

borroWorog theor research. I'm not 

too proud. it's realty good, interesting 

end·user research."' 

And rt's not the only debt of 
insp~rat1on to Halo: "There are a 

couple of triCks that are very, very hard 

to see 1n Halo which we spotted a 

couple of 'NEI8ks ago. tt does 

something very clever r' you eave 

your cross 11aor on an eneMY. and they 
move shghtfy, your whole screen is 

drawn woth n- whiCh means you don't 

get the problem of tl)!lng to Circle 

around someone and they run oul of 

your hne of fire. Very subtle, but we're 
go1ng to try to put that in." 

Anothec' source of inspiraUon os the 
systemc design of Oeus Ex, which 

has been errdated via an rtem 

combonahon system that p-ovides 

players wnh the tools for each of the 

solutoons to on-game problems. "We 

dodn 't want to give tl1e character 

everyth ng tt'ey needed to complete 

the level before they start, that JUst 

allows the player to know what's 

comng and takes away some of the 
surpnse. We present the puzzle first, 

and the player has the ability to make 

the 1terns they need. So in the case of 

an electltri:: lock you moght be able to 

make a hackng device from a circuit 
board and Wlf9S, or you moghl find a 

keycode on one ot the guards." 

One of the upshots of this 

£00 

systemiC design are tl1e emergent 

poSS<biloties: you moght use tables and 

chairs to barricade a dOOIWay while 

you create a mine to blow apart 

unwot1ong enemies who eventually 
push through rt, for examoJe. 

These emergent dramas are 

supplemented wnh presa1ptod set· 
poeoes. SUCh as a fixed rnad'one-gun 

emplacemerlt, encotr~tered earty on, 

whiCh then reappears thrOtqlOlll. 

"You know how to fight them because 
you've fought them on a controlled way 

ea~ior in the game," notes Widdows. 

Or there are the helicopters that fly 

in to drop off reinforcements, providing 

both theatre and the logic behind 

respawning enemies. This is, above 

at • a game w1th realistiC aspiratoons. 

<Mlr 30 weapons are based on real­

Me guns. W'1ile ex-SAS Muay Thai 
master Bob Spour has taken c:rver 
a<Msory dutoes from Andy McNab, 

who was •nvotved early on. 
Spec.atists from other fields are 

also on board. Nathaniel Parl<er (bell er 

known as lV's detective inspector 

Thomas Lynley) provides the voice 

actorog, whole Brihsh comic book 

stalwart Warren Bios is provid rog the 
narrative links and backstory between 

levels. as he Od on Hos/Jie Waters. 
SwordfiSh's previous title. 

Ths backstory actuaJy COflSIStS of 
three separate stories. The first couple 

of levels features a prison breakout: 



they follow the StOiy of lvtdr&N 

Sterling. an ex-SAS sober and OON a 
hrtman fOf the BntiSh govemment 

who, havl1g been captured, IS 

schedUed fOf execution n Chna. Its 
after hiS breakout that the plot divides 

wrth Ster1ng offered one of three 

mtssoos. "On the surtace they appear 

to be totally separate mcSSIOI15, • 

expla111s Widdows. "They start at the 

same bme. same place. and each one 
lasts four to five hours.· 

Complele one mrssion, and you've 

effectively OOfnpleted the game. "But,· 

says Widdows, "you can go back and 

choose one of the others, and on the 

surface it appears to be a totally 

separate mrssion until it hooks back 

into one of the locations from the 

previous mrssion and then loops out 

again, and by playing all three and 
gathenng rntel rgence you actuafty start 

to uncover a bogger st01y. • 
What's notable about thiS 

structure is that, as wrtl'l the rest of 11"€ 

game. rt has been dP.\Irsed to make 

the whole expenence as accessble as 
possible l's perhapS the game's rnosl 

rern8l1<able d'lal'actenstJc: that rt has 

been designed from the groood up to 

be accessble to every type of~ 

"'We'd like aeate a game not Oft.t !Of 

garners but also fOf the mass 11l81'ket. 

something that appeals to the 

hardcOfe but is accessible, easy to get 

into and achoevable fOf someone 
who's not played a game be!Ofe." 

Consequently. the game's 

structure os apparent from the outset. 

"We're not showing where the 

locations are, but we're making 

players aware of how the game rs 

structured, so they always know how 

much is left of the game. We don't 

want people getting to wrthin an l'lour 

of OOfnpletrng the game and then 

putt1ng the controller down having had 

enough because they don't reafrse 

they're neatly there 

"lmagnoe d you went to see a fim 
and you had no idea how long rt was 
going to be, and 1t could be crrywhere 

between two and ten hours! How 
many peopje do you think WOlAd stay 

trU the end? t don't th1nk I WOlAd." 

Well, qurte. Swordfish osn't alone in 

recogniSing that some fundamental 

changes are needed to the design 

canon if vldeogames are to appeal to 

new audoences. Trtles I ke Eye Toy are 

evidence of a growing interest m !lUes 

that appeal to the abbreviated lelsu'e 

hours of the less delloted gamer, and 

Wlddows quotes Sony's research 

fn:fng that CJI/el 80 w cent of 

garners don't fnlsh <lfl'/ given ~­
"Most of our audience leaves befOfe 

the end of the expenence you''le 

created fOf them," he rertemtes. • /!vtd 

mOfe often than not, games actually 

backend a lot of good work- we 

make rt so that the latter half of a 

game really brings together the Ideas 
that were develloped in the first half, 

but most people have already gonoe. 

which is such a shame. That 

experience of not finishing a game 

diSlnterests a person in the next one. 

why would they OOfne back? 

"So what we want to do is create 

a game where 9'len a casual gamer. 

who wiU only play a game !Of SIX Of 
seven hours. wil get to the end." 

Nevertheless. Cold Wmter os 
a.med at both ends of the spectrum. 

• t's a shOfter, fatter game, fOf want et 
a better expression," conth.Jes 

Wlddows. "1t's rruch richer whie 

you're experiencing it. but a brt less 

heavy n terms of garneplay hours. 

lJtrnalely, we don't want to fOfce the 

player to do thngs that aren't tun -
even d that makes the game shofler. • 

The means of making the game 
shofler and fatter go beyond the 

structure, howe'ler: ·0ne thing we are 

gong to do IS to ha'le checks for 

people who aren't 'lery good at the 
game. The way we're considering 

doog this is if, on the first level, 

someone dies a certain amount of 

limes m the same zonoe then the garnoe 
will give you the option of tum111g on 
an aim-asSISt feature. We were looking 

at Crimson SkJes yesterday - one of 

the guys came and told me thallf you 

fai a mission three troes •t asks you a 
you want to skip the msoon, IM'ICh IS 

something we mrght COilSIOer. I ttwi( 

it's patrOOsing and doowleemg to say 

that you ha'le to CXJC'r4llete the level to 
see the garnoe you paod b. • 

Another neat tnck IS the game's 

health system. Ycu- med'pack can be 

used at any pocnt, but rt ·s also 

possible to fill up an adrenalinoe meter 

by shooting successive eroemoes. Thrs 

will also ha'le a healing effect when n·s 

full- "fooune favours the brave" is 
how Widdows puts it. "'We didn't want 

t!DG£ 1 

thiS to be a game about rernoembemg 

where the medipacks are. Of 

management of sawgames and 

S8Wl9 at the riglt bme- ~·s about 

combat. the chalenge of beallng the 
AI and solving puzzles. If you die you 

kOON you'119 made a tactica1 mistake. 

you haven't been puniShed by the 

garnoe 's design ()( by the fact that 

you '119 gone through two load points 

and not saved enough medrpacks 

Widdows demonstrates the game's AI by 
moving round guards, prompting them to 
take cover wherever it's possible 

'We don't want people getting to within an hour of completing 
the game and then putting the controller down having had 
enough, because they don't realise they're nearly there" 

two loads away because you didn't 

know there were n noe guards coming 

up. We're JUSt allowing the player to 

progress thtough the garnoe. • 

Which wt1 no dolbt be heralded 

as good noews by CW1yOI19 who 

couldn't get past ~)eS Cradle 

IEM!I. Because - agaon at the nsk of 

darmong the game wrth lflhealthily 

hgl expectatl()(lS- Cold Wmrer 
really rs ~up to be 
GoldenEye 2004. 

Swordfish isn't yet prepared to talk too much about multiplayer (suggesting an online 
mode?), but fourplayer splitscreen will be included, including Go/denEye-style ran kings 
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Flat-Out 
Racing cars, flying tyres, damage and mayhem. No, it's not the Edge 

Christmas party, but a new racing game from Bugbear that could 

inject a much needed level of invention into the staid racing genre 

t's the Half-Ufe 2 of racing games. • 

Okay, stop right there. Edge can 

see a press-baiting headline a 

country mile away. But Aki Jarvilehto, 

d'rector of business development at 

Bugbear, has a point. He doesn't 

mean it in the sense that his game 

could be qualihvely as good as 

Half-Life 2. but more that it shares 

many of that game's design principles. 

"Garrers should be playing on the 
edge." continues Jarvilehto. "They 

need to be on the limit and feeling 

each impact. Our environments are 

completely dynamic - there are no 

invis'ble ropes guiding the player 

around the tracks. ·• 

Each track contains over 2,000 

dynamic objects, providing a 

playground for damage and mayhem 
on a scale never seen before in a 

game of this type. Because so many 
objects have individual values, and are 

fully incorporated into the physics 

system, they can be set up to cause 

the same kind of chain reactiOOS Valve 

so proudly demonstrated n rts most 

recent Half-Life 2 demo. Water tanks 

held up by wooden struts can be 

smashed to fall down on chasing rival 
vehicles. Wood piles can be shunted 

to scatter over the road and ramps 

can be broken or blocked to hinder 

the chasing pack. 

In structural terms, Aat-Out may 
sound like any other driving game: 

eight competing drivers in any one 
race, three distinctly different locations 

each with 15 track variations (making 

a total of 45 courses altogether), 

weather effects, day and night racing 

and realtime damage. As soon as 

Edge gets into the driving seat of 

Format: PS2, Xb<lx, PC 
Publisher: Empire Interactive 
Developer· Bugbear 
Orig n: Finland 

Rele<!$€: 03 2004 
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one of the game's vehiCles the 

wol1d c:orres to ife. 

lhe Flat-Out universe is so 

pieasuably reactiVe and breakable 

that Edge spends much ol its time 
expenmenting, going off-road and 

demoi1Sh1ng as much scenery as 

possible. The rival drivers' AI is still 

rudimentary, but Edge is in a most 

miSchievous frame of mind today. 11 

holds back and waits until the pack 

has driven off into the distance before 

moving in behind a crash barrier made 

up of 100 or so tyres. The stacks are 
then toppled into the road and the 

tyres scatter everywhere just as the 

other vehicles are completing their first 

lap. The resulting chaos is fascinating. 

Some cars swerve erratically to avoid 

the obstacles while others blunder 

over the rubbery debris and collide 

We're all used to excellent vehicle models and 
dynamic crash damage, but what makes Flat· 
Out a bit different is the manner in which nearly 
every object in the universe reacts convincingly 
when you bash, smash or drive right through it 
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with each other. it's a scene 

reminiscent of a classic Keystone 

Cops caper. This is the kind of 

dynamic and unpredictable behaviour 

that should ensure every Rat-Out race 
is unique. "We don't want to make a 
simulation.• adds Janne Alanenpaa, 

Bugbear's managing director. 

"Everything is focused on fun. We 

want players to enjoy fighting for first 

place, and if that means trashing the 

other vehicles and limping over the line 

with their engine on fire, then so be it." 

Bugbear decided at a very early 
stage not to seek permission from car 

"Everything is focused on fun. We want players to enjoy 
fighting for first place, and if that means trashing vehicles and 
limping over the line with their engine on fire, then so be it'' 

manufacturers to license vehicles. The 

company is supremely confident that 
once consumers play a demo of the 

game, they'll be hooked by the unique 

Rat-Out racing experience. Burnout is 

mentioned several times during the 

day and rt's clear the team adrTlll'es 
Criteoon's splendid racer and would 

love to emulate its critJcal and 

commercial success. 
To add to the a.r of anarchy IS an 

integrated phy51CS system that 

extends to each driver. 1ndudlng the 

player's avatar. Though none of th1s 

code is present at the moment, the 
idea is to have ragdoll drivers who will 

be jolted by impacts and who can 

even fly through windscreens and into 

Any debris that clatters onto the t rack stays there for the duration of the race. Drive 
over it when you come round on another lap and it could seriously impair your progress 

the paths of oncoming cars. "Vehicles 

will roll and the drivers will react to this 

aooordil'lgly." promises Alanenpaa. 

"1/1/e want this to look dramatic but not 

puniSh the player too much. So when 

a big crash like this happens, the 

dnver will be out of the car for a short 

time before it is reset." 

Alanenpaa goes on to discuss the 
pclSSlbilrty of other drivers running over 

fallen rivals, though "there 1'Vill be no 

blood,' he asserts. Such excesses 

may sound a lrttle improbable, but it's 

completely in-keeping with the game's 

broad philosophy of chaos over 

clinicism. Shortcuts can be taken but 

often objects, such as flimsy buildings, 

must be demolished or disturlbed to 

open the way ahead. The team wants 

players to experiment with finding the 

fastest route around the track before 

using this knowledge to their 

advantage in multiplayer games. 

One drawback of the 

unpredictable nature of each race iS 

that it could cause nightmares for 

Bugbear in terms of game balance. 
"We want it to be as much fun as 

Super Mario Kart," says Alanenpaa. 

"We want players to be constantly 

competing and fighting for position. 

There's a lot of balancing to be done, 

but as we've already got the game 

running, this is the area to focus on." 

Bugbear has made driving games 

before, such as Rally Trophy and 

Tough T11.1Cks: Modified Monsters. but 

with Flat-Out the team knew that 

competitive online play would be a 

major factor. With such an irresistibly 

crushable world, the idea that players 

would only be able to race against 
CPU drivers was dearly anathema 

to Alanenpaa. 

A maximum of eight vehicles will 

take to the track in any race and while 

online functionalrty is still at a nascent 

stage. Edge expects that alongside 

the 'traditional' track racing there will 

be a number of off-beat tournaments 

and arenas to beat your mates in. 

Eight vehicles take to the t rack including your own, and Bugbear is hard at work on 
the online modes for both Xbox Live and PC. PS2 online functionality is uncertain 

A Destruction Derby-style free-for­

all seems assured and, as the game is 

so dynamic, the only restraints to 
creative multiptayer mayhem will be 

the limits of the track designers' 

imaginations. Edge looks forward to a 
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few vanants that don't 1-dJde ·~ 

words 'atptu-e the flag' or 
'deathmatd"l'. One suctl rrngame the 

team IS toyr19 wrth •s a tong JU111P 

contest. Ragdoll phys1cs combined 

with an Olympic event? Really? 
Alanenpaa talks enthuSiaStically about 

players rammng their venaes fiAI·tit 
into barriers: "The idea is to !'jog the 

driver as far out of the car as 
possible,· he says, a roguish g11nt 

spari<Jing 1n h•s eye at the prospect. 

The game is being developed 

s•muttanoously across all formats. and 

only the PS2 versoon wi I have some 

minor changes to content. As you'd 

expect, the textures wil be less 

detailed and there wil be fewer 

dynamic objects around the track. 
but, reckons Bugbear, nothing that WIH 

atter the gameplay dramatically. 

After talking to the team on this 

subject •t becomes clear that rt is 

proud of the challenges rt 's overcome 
to make the PtayStation2 version as 

much tun as the PC and Xbox builds. 

Flat-Our s;;J has a year to go before 

release. bul•:'s h<>.artenng to play a 
game at this stage that has so many 

emergent pos51bil t.es. Yes. the off· 

road galtvanbng can get a little st<lld 

after half an houf or so, bul ma:·s orty 

because there's no ~t.'llve $p1111 

1n there yet to bacK n up. 

Put seven other personalrt•es 1110 

these arenas, and Edge can't 1mag1ne 

rt not becoming compulsive. 

If the minigames and multiplayer 

aspects can mimoe the technoeal 

excellence on display elsewhere then 

rts namesake, Bumout. should 

be rather concerned. 
...: __ _ 

All the tracks and cars are ftctoonal, which has given the developer free reign to invent 
dramatic scenarios. The Finntsh landscape has clearly been a huge inspiration 
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Arcade Perfect 
Before consoles, the arcade was a playground for everyone. 
Edge wonders whether truly massmarket, inclusive gaming 
is making a return with interactive TV games ... 



I f you can second guess an artlde in Edge every six mooths 
or so, it's the news piece on the decline of the arcade 

Industry. A jaded missive sent from the trade show frontline. ~ 
Will reflect the lack or interest from the 1ndustry in innovation, 
and from the buyers in anyth ng more than pub quiz 
machines. Not that there's anything wrong in those. of 
course- see the minifeature in E129 - but it's not the same. 
is lt? And it never will be again. Perhaps, though. the 
experience is being recaptured in the most mainstream way: 
With onteract~~~e 1V gam·ng. 

Playors pay per game for simple pleasures, and the 
exCitement oornes partly from that - the knowledge that 
prolong ng your go means II1CI'eaSing the value for mooey 
you· re gettl'lg. JUSt ll<e 1n the arcade. 

ThP rest of the thnll oornes from prttong your wrts, and 

your score. agaonst those of other players. just like the 
atcade In fact, rt's also a lot like Xbox LNe n respect of the 

latter, except rt's not ~mrted to the most de\Klted of game 
players. Thos is truy massmarket, because n does not 
requore the potential player to make any financial investment 
specific to gaming. aside from the cost of the expenence, 

jUSt like the atcade. Interactive 1V games are often played 
by people who chance upon them for a few rTliClUies. rather 
thiYl dedocate theor leisure tme to them,~ tike the arcade. 

The games themselves are stnpped-down, reductive 

expenences iust ike :."'e arcade 
t's • • .,.,. iflso s;;ntence that Should hit home hardest 

am · og Edges readerShip. How many toch·centric console 
~· ·'1'3d>'1Q this poece have written off Interactive 1V 

gamng as beong of no lr'lterest? h's an easy thing to do: 

digital bOxes have a fractJon of the power that owners of 
'StatJOns and 'Cubes and 'Boxes are used to. But don't you 
th•nk, at the heart of everything we seek as next, next, next 
next-generation explorers, is the thrill of the new and the buzz 
of witnessing innovation for the very first time? And are you 
really so bl nkered as to think that this innovation can only 
come from faster and faster CPI.Js and higher and higher 

polygon counts? 
Edge would suggest that yes, yes you are, but perhaps 

someone. somewhere, wi" come up wilt> a 1V game to turn 
your head. More and more del/elopers and publiShers are 
tumng theor attentions to other revenue streams. seeking the 
disposable incomes of those who've never COOSidered 
videogamng as somethng For Other People. h dJdn 't used to 
be that way. When the arcades tmved, gaming used to be for 

the pubic. for everyone. Consoles kled that. but perhaps 
somethtng new IS ernerQIIl9 r»N, somettlng that's 
cnangong Oll' landscape for the better. 
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Fahrenheit 
Four years after The Nomad Soul, David Cage is back with 

an even more ambitious action adventure game. 

Interactive narrative could just have found a new master 

avid Cage was taking a 

calculated nsk when he 

created his studio back in 

1997 (see p60). But now that 

adventure is back in fashion - not so 

much as a genre 1n rtsetf but as an 

Indispensable element in every other 

genre - h•s dream is coming true: "I 

have always seen videogames as the 

•ntersechon between programming, 
QJ<lPOOS, INI'itmg, scenario and 

mUSIC •.• 'rnt.itlmed.a' is the place 

wnere al the other me<f.a come 
together and create something new. · 

In sprte of the fact that 2002 was a 
~ d•!JcUt year for many 
110epe< del ~ studios, Gage stUCk to 

r.s !P"'5 ana refused to oornpromse 

rwr-.se: 0'/ produCing more 
reasonable· ptOJeCts for visibly 

aporetJensNe l)lbtishers. And his 

stl.COOmneSS paid off. In late 2002 he 

S9'JeC1 v.WJ Vrvendi, and 2004 Will see 
us plngeo nto a brand new kind of 

a::Nenxre one that stands every 

,.. ctaloe of bei1g a landmark 1n the 

hstOI)' of games. 

Fahrerl>eit IS a psycho thriller set 

10 present -day New York. The city is 

stunned by a senes of mysterious 

murders al folow1ng the same 

pat1em: a seemngly noona1 persc10 

SlJd<leiYy goes bersel1< and at1acks an 

apparently CCJI'l'4llete stranger. Three 
stab wounds cut the blood routes to 
the heart, and the rnt.roerer uses thf>lr 

knife to carve cabbaliStic sgns on hS 

own forearm before l<i1ng h.mSe!l or 

goong totally, necteemably. mad 

When the story beginS the poice 

haven't been able to establiSh frt.J 

relation be:ween the \IICims and theor 

rnmlerers. Aganst a backaop of 

Rl<mal PS2, Xbox, PC 

Publisher. Vivendi Universal Games 

[leo.oeloper Quantic Dream 

Orig1n: France 

Release: 2004 

falling terTW'Sti.Xes (hence the t•tle), 

you will have to 50Ne thS mystery 

througl rM> heroes and a set of some 

ten other characters But ll!ike The 

Nomad So.J. 111 wt1!Ch we look on a 

senes of afferent characters in tu m, 
tl"le characters 10 Fahrenheit hve their 

own iYes, sometmos act1ng together 

and sometrnes separately. but never 

e.<c:i.Jdflg each other it's a bllllke a 1V 

sones. where each character enables 

us to lllCOVer a ddferen: aspect of the 

stOI)'. e.<cept here al of them are 

l.llder the player's control. 

N3 Gage explalls. 'We can't totally 

reonvent the technique of storytelftng. 

We have to borrow whatever we need 

from books. films and music and find 

a way to make the result interactive. tn 

Hitchcook's movies, everyth ng 1s 

based on the fact that we know 

certain things the hero doesn't 

Don't look for the interface, as except for rare 
occasions, Fahrenhert's screens are free from 
symbols, health-meters or other furniture 
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because we have seen things that he 

hasn't. We use the same principle to 
give Fahrenheit a stronger narrative." 

The two heroes in Fahrenheit are 

Lucas Kane and Car1a Valenti. Lucas 

is a 30-year-old bank employee. His 

life was uneventful up until the day he 

became one of the mysterious 

murderers. The introductory sequence 

of the game shows Lucas sitting in a 

diner. Suddenly, as If in a trance, he 

picks up hiS knife and walks to the 
bathroom. Once ll'lSide the bathroom 

he begins to hallucinate: a little girl is 

calling for help, a man is swinging a 

knife ... Lucas executes the same 

movements, and when he comes to 

his senses he ·s covered with blood 

and there's a dead body at his feet. 

The player takes control: what 

happened? Why? What should we do 

now? The eeriness of the situation is 

lurther compounded by an added 

oomplexity: the interface is blank. No 
life gauge, no cursor, no inventory. The 

problem, however, is short-lived - no 

effort has been spared to make Lucas 
respond inturtively to requests, you 
simply use the left stick to move him 

about and the right stick to control his 

Lucas acquires supernatural powers in the course of the adventure. He is also subject 
to disturbing hallucinations, like in this sequence where giant mites are chasing him 
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The game's programmers have done a good job of rendonng tealtlme shadows and texties. These cannot help 
but add to the atmosphere of Fahrenheit, and are testament to the artJstic talent put to work by Ouantlc Dream 

actiOns - all his actions. Whenever the 

player is faced w1th a particular 

situation or objeCt, the game offers a 

prec1se movement that iS often more 
logical than any o ther. and which can 
be accomplished with perfect 

prec1sion through the nght stiCk. 

Depend ng on the circumstances, the 

murder weapon, wash of the 

bloodslalns. drag ~body nto a 
corner.. or he can Jlr;it take to hos 
heels and get the ~ out ol there. 

/ls a reso..Cl. wnatovor traces he 

leaves l:>erind twn tu:n .nto evldonce 

for the second hero olthe game: the 

very cnarmng po6ce rnpector Car1a 

"No effort has been spared to make ~respond 
intuitively to requests, you simply use the left stick to move 
him about and the right stick to control all his actions" 

game enables you to roach out an 
arm. stretch a log or move the whole 

body. gMng the mpressoon of really 

rnov~ng The effect os starthngty 

roolislle. it's a brt like on Th~ef 3, where 

both stiCkS are used to pick locks. 
Lucas can do a number or things 

while in the bathroom: he can hide tho 

Valenti, who amves on the scene not 

long after Lucas diSaPIJOOrS. The 

player uses Car1a to check out the 

scene of the crime and to questl()r'l 

any witnesses. Here again, you are 
free to decide on how to set about the 

tnvesllgation. But whichever cast 

member is used, whether 1t 's Carla, 

£DG£ 

A cinema production 

Fahtetltlelr s productl()r'l phase was very sun.lar to that of a film. All the game's 

alllmat.ons ~ filmed on mo!Jon cap!t6e. Ouantlc Dream has Its own 1n-house 
stUOoo (w\th 24 VICOI\ M-Cam cameras\, one of Europe's finest motiOn capture sets 
that haS aheaay been used to shoot spec.at effects for several films. Fahrenheit's 
~ onematJC aspect and the correspondingly large quantrty of anmation requited 

~~ tne mocap set was put to extensive use: three and a half months of shoot ng, 

w th more tnan 30 actors (for 140 game characters) and action and combat 

518Q1.111nCeS USing professiOMI stuntmen. In all, more than 6.000 animatiOnS were 
created correspond ng to 12 hours of animation after processing - something whiCh 

IS llbsoll.~ enonnous for a videogame. 
Anot."oer 1111erestong feature IS the way Ouantic is creat1ng virtual actors W1th an 

il'lnOIIll::ve techlliQue for fac1al animat100 based on modelling, for each character, of a 

series of faces dosplay1ng extreme expressions. By interpolat100 w1th a neutral 

expressoon. Ouantoc Dream's technology can animate lip movement, fac1al 
expressoons and eye blinks for a devastatingly realistic effect. Moreover, characters' 

faces are anomated throughout all the game sequences with an amazing 'puppet' 

system Each finger of the puppeteer's gloves IS connected to a specific movement 

of the 30 face. The puppeteer thus gives life to the character's face just by moving 

hos fii'IQIWS 1n a strange and hypnotic dance. One dance for the lipsync, one dance for 

the moods ... the result is subtle and very powerful. 
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A TV experience 

Cage believes the power of a game is denved from the emotions it arouses, and the 

key IS to be found in the way the player relates to his or her Character. To him, "the 

camera IS a very powerful tool for tell'"9 a story, firing the emotiOnS, staging scenes 
and creating thongs. • So before making Fahrenheit, Ouantic Dream started by 

equippong itself wrth the means to stage film-like scenes rapidly and easily. 
The result, called Movoe Maker. IS an oncredible tool: a sort of Adobe Premiere 

dediCated for realbme that is currently the only tool of its kind on the market. Ouantoc 
Dream's level designers are usong this tool to position and synchronise their 
characters' anomatlons. to move theor cameras, to place their sounds and their 
scripted events. 11 is both oncredobly flexoble and powerful. 

The desogners create four dofferent cameras oriented in complementary 
directions. Each of these cameras tracks the character whatever he or she does, 
according to the designer's preference. At any time, they can open windows to look 
at the scene from dofferent angles. and choose what camera best fits the player's 
needs. This system also enables the designers to add cinematic sequences that are 
embedded in the game window. it's a bit like the splitscreen techniques used to 
great effect in the TV series '24'. 
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Lucas or one of the secondary 

characters, the goal is always the 

same: to solve the mystery both of the 

murders and the cooling of the planet. 

The means, and the characters, used 

to carry out the investigation, are 

entorety up to you. 
Thos IS where Fahrenheit really 

comes onto its own: in sprte ol an 

extremely dose-knot narrative. the 

QMl9 allows the adventure to be 

explored as deeply - or as superficially 

-as you ike. Ouantoc Dream has been 

WOI1<ing on a revolutionary Idea, 

'Bending Stones', foc amost three 

years, and the result gives the player a 

sensatoon of rea! freedom that should 

enable Cage to reconcile interactivity 

wrth emergent narrative. 

Instead of choosing the means of 

doing S()(Oething, as in other games, 

Fahrer>l>e1t's plot os very much the key to the game, and has a large number of action 
sequences on whoch players have to react to a tightly timed chain of events 

Fahrenheit enables players to choose 

the characters they want to use to 

conduct theor tnvesbgatiOn, beanng on 

mind that each character, I ko on a 1V 

senes. has hiS or her own dostinct 

personality that Will not only define the 

actions they can conduct but also 

characters. as well as the ways they 

interact woth each other. 

Fahrenheit sets out to create a 

relatiOnsh p between the player and 
the game characters. •t wanted to 

prove that a game can be just as 

engrossong as a movie", says Cage. 

"Fahrenheit enables players to choose the characters they 
want to use to conduct their investigation, bearing in mind 
that each character has his or her own distinct personality" 

theor abolrty to get results. lt's not tike 

playong an F?S. particularly Sonce 

players don ·1 do 8rrf kJ I ng 111 

Fahrenhait (oc, at least, very lottle). ThiS 

loss of capaaty in terms of brute force 

should be balanced by the ontenSity of 

the plot and the abooly to doscover the 

complex personalitiOS ol the 

"Games can communiCate ideas and 

fooongs but with the added bonus of 

onteractivity, the knowleoge that 'I'm 

part of the story'. I wanted to use 

Fahrenheit to tell a story that involves 

the player as a sort of co-directoc, a 

eo-writer, wh'le springing 

surprises all the way through.'' ;.:l 



The French 
collection 

060 

L 
ast summer, the third annual 
Creative Dinner brought 15 French 
developers together. Edge was 

there, and although this article isn't intended 
to provide an exhaustive list of the coding 
delights our Gallic chums have to offer, it 
could be considered representatrve of the 

state of the art across the Channel. 
In France, like evetyWhere else, times 

have been hard for the independent studios 
and the last two years have seen them 
disappear with alarming regulanty. The 



explosion of the market with the arrival of 

Sony's PlayStation, led to frantic publishing 

investments and the equally rapid growth of 

developers. However, then came the 

collapse of the intemet boom and the 

investors' swift retreat. The videogame 

industry got too big too soon, and now it's 

paying the price. 

The potential for creativity from the 

French studios didn't die, but conditions 

became so difficult that many Simply didn't 

have a chance to grow. 
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But despite their difficulties in build1ng a track 
record, some of them managed to find a way out. 
They learned how to speak to publ1shers; they 
became businessmen; they bettered their 
understanding of game mechanic; and used their 
renowned attention to detail to bring additiOnal 
levels of immersion to their games. (And the 
results are already evident: PAM Entertainment's 
excellent Top Spin (see p110) and Nadeo's highly 
addictive TrackMania are proof of this.) 

You'll read about a handful of those studios 
over the next seven pages, although 1t's with 
regret that before the magazine went to press 
news of Carapace's closure reached us. Another 
stern reminder of the volatile nature of the 
current videogame development wor1d. 

Edge hopes this piece provides a ghmpse 
into a coding scene that often goes 
undisturbed by English eyes. 



ARKANE STUDIOS- Raphael Colantonio 

Founded: 1999 
Number of employees: 10 

An extraordinarily small studio- "just like in the old days" ­
made of ten passionate developers who combine flexibility with 
artistic and technical skill 

The birth of Arkane Studios is like a fairytale. it's the story of five inhabitants of Lyon 
who, after having made the<r mark 1n various pos1t•ons at various companies 
developers. publishers. diStnbu\()(S), deoded one day that it was time to move on. 

They were ready to start work on a pi'OjeCt that they'd been discussing together 
f()( years. So pooling their saVIngs. and With money bon'owed from parents and 

'nends, they assembled Arkane 

During their first year they managed to prOO,K:e one of the most 1111pressive 'first 
looks' ever seen: an ambitiOUS roleplayl'lg game In toons of rts setting, a game that 
offered ricll possibildoo tor •nteractoo, and one that offered JUSt as many resolutions 
as problems, aJ while rem8lfllll9 simple and natural Jt was 2000. and the project was 
called Ant Fataks. lt rested on a smartly-desqled uwerse, a neat 3D engll18 and an 
RPG system whiCh ctew onsprat()(l from some ot the best RPGs to appear on the 

PC - Ultma Undetworld, Ultma VII· S&pen: ISJe and Thiet The Dark Protect. In short. 

n was exactly what RPG fans wanted. and tne playing communrty feMlntly BWailed 
some concrete reaiiS9tOO o1 ArkMG's promses, ~ as Vldeogame pubishers 

glanced at the demo. shrugged and wert elsewhere 
Fortunately, Colantooo eventually met a publsher that fel nlove With hs team's 

prqect. Arkane released the game •t had dreamt ot and can rv::;w bu Id on that 
success. PJ.the time of writ1ng Ant on the Xbo< (.9.'!e p111) IS about to fOllow, and the 
mpressive work it's been do1ng Wllh Ant 2 - both technologiCally and artisllcally, but 
also on the ease of access and the reonforcement of as IOCI'ed1ble mmersNe quality ­
should soon find rts conclusion With a neat pubriShing agreement. 

What would be your other job? 
Singer or bass player 1n a rook band. 
What does game development bring to your life? 
The pleasure of creating a universe, bringing pleasure to players who have the 
same passion as me. 
What do you enjoy most about making games? 
The multiple functions of my role, and the relatiOI'lSh p between management 
and technOlogy. 

What do you dislike most about making games? 
Market law. and the death of French oreatMty. 
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BABYLON SOFTWARE - Christophe Gandon 

Founded: 1999 
Number of en'pioyees: 25 

A studio that specialises in making racing games 

Having stud1od automobile des.gn and worked f()( a few months at Renautt Sport, 
Gandon d•scovered vicleogames at Ubisoft while working on physics models for its 
Fl Racmg Simulalion. There he leamod that reality isn't everything and that, thanks to 
the screen limitations and lack of phYSJCBI feedback, it must be adapted to feel real. 
"Tormenting physics· is the key. and Gandon became someth1ng of a specialist. Aftor 
spend1ng lime in charge of car behav our across various Ubisott studios, ho left with 
other Fl RS team members to start a company concentrating on an underdeveloped 
gam•ng genre: raong games incorporating narratiVe. 

The team's flr5t prcl!9Ct, Funous KaltJng. was signed to lnfogrames •n the summer 
of 2000 and released 11'1 2002. Pressure from the publisher gave the title an arcade 
feel. but !he game received ittle support v.tlen ~ read1ed the shops and , while 
competent erl0Uf11, tadly pushed art'{ txx.rdaries. &.. it meant Babylon was 11'1 a 
more oomlortable pcS:;on than .< had been at the start. and the trtle •t 's currently 
d6'veloping f(Jf ~ RPM T,g IS subslantialy doseo' to what tt befiellos t's 
capable ot a strong plot, vanoo gameplay anct realisi!C raang. 

What would be your other JOb? 
Aac .g a.. engn.;.J. 

What does game development bting to your life? 
PIPa-o;ure. 
What do you enjoy most about making games? 
The creatiV9 Side of things. and bnng ng together workers n different diSCiplines. 
What do you dislike most about making games? 
The ever·tncraaSJng number of liCences. 
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CYANIDE - Patrick Pligersdorffer 

Founded: March 2000 
Number of employees: 22 

Cyanide's mission statement is to produce "small, ambitious 
games" - it's a compromise, somewhere between a realistic 
commercial attitude, and an emphasis on innovation 

As with all of those who leave large studios to create their own team, Pligersdorffer 
created Cyanide to escape from corporate constraints. But unlike the others, who 
often crack because their own framework is too rigid - disqualifying potential projects 
as 'unworthy' or 'insulting to their art' - Pligersdorffer left Ubisoft well aware of 
reciprocal duties to the games industry. After he'd achieved a cer1ain number of goals 
(one of which was assembling a Tokyo studio tor Ubisoft), he watched them ruined by 
waste and inefficiency. So he created Cyanide, with the idea of ·making a studio 
without Ubisoft 's princely methods, where everything costs two or three times as 
much as tt could". The problem then was to find an original idea for a garne that 
wouldn't be too expensive to make, that Cyan de could produce alone, which would 
have success, and on which the studio could be buin. Eventually it came up wtth the 
idea of a cycling game, for the simple reason that there were no cycling games 
around at the time. And so the studio built itself on the Cyclmg Manager series. 

Cyanide's method has proved ttself, as none of its game has made a loss. lt now 
forms an imposing studio, both serious and passionate, with small, efficient but also 
very tight teams. And even if Pligersclorffer pretends he can not afford to make art, his 
game designers are constantly looking for new concepts. lt is currently WCfking on 
another quick and self-produced project: Spike, out of the 'Blood Bowl' board game, 
and Xanthos, its first large project - an ection game inspired by the vampire-strewn 
universe of Enrico Marino. 

What would be your other job? 
No idea. 
What does game development bring to your life? 
The pleasure of earning a living from one of my passions. 
What do you enjoy most about making games? 
Lots of things. But if I had to pick one, the enthusiasm of the players. 
What do you dislike most about making games? 
The lack of riSk taking or ambition in the industry over the last few years. 
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DARKWORKS - Antoine Villette 

Founded: January 1998 
Number of employees: 40 

A large studio that specialises in action adventure, its focal 
points are its concept artists, the quality of its work and the 
egotistic obstinacy of its president 

tt all began in 1g95, wtth a very small company specialising in 'multimedia', offering 
graphic and technical serviCes to corporate clients. A few years later, it turned its 
business to full-on game development and recruited senior members of the 
videogame industry. That brought some production methodology to their team, and 
that structure attracted lnfogrames, who proposed they develop the fourth game in 
the Alone m the Dark series. lt was enough to raise the developer's profile (indeed, 
securing it an Edge cover), and the team was able to begin work on another 
game - USS AntarctiCa, signed to Capoom. 

The concept isn't revolutionary - it's a traditional action adventure, wtth some 
driving elements and some shooting elements, but set in a beautiful retro science· 
fiction universe. Imagine Captain Nemo. copper but1ons silting neatly with modern 
machinery. Villette is not fighting to push the medium. According to him, as long as 
we're constantly struggling to solve a dichotomy between narration and interactivity, 
as long as we're constantly creating new tools for dialogue, AI and animation, it'll be 
impossible to make games wtth the depth of books or films. 

So Darkworks prefers to attempt leaving players wtth a feeling "closer to 
the funfar than the cinema· . Which ride? Well, the ghost train, of course. And 
now the tradttional gameplay aspects it learned in Alone N has become the 
studio's knowhow. And the beauty and originaltty of its universes, thanks to a cell of 
hoghly talented concept artists, has become its trademark. lt recently signed two 
more trtles (an action shooter, and another suNival horror game) to a "prestigious 
111ternational publisher". 

What would be your other job? 
don't know ... bookseller? Editor? Printer? 

What does game development bring to your life? 
The satisfaction of bringing a long and difficuh project to fruition. 
What do you enjoy most about making games? 
Approval. 
What do you dislike most about making games? 
[No reply.) 



DOKI DENKI- Pascal Stradella 

Founded: 1995 
Number of employees: 55 

A well -oiled, reliable studio, which specialises in 
cartoon licences, producing structured games with 
developed methodology 

When Pascal Stradella created his studiO in lyon in 1995, the company straddled the 
lflteractive realm between games, multimedoa, educatiOnal software and the web. A 
few years later and it decided to focus on the most lucrative aspect with a small, 
decent cartoon licence- The Smurfs, for lnfogrames. Capitalising on this identity, 
Doki Denki persuaded Disney that rt would be the perfect development partner for 
two reasons: deadlines are alWays met, and deliVered products are often better than 
expected. That effectiveness is the product of organisation, the company being split 
!llto seven specific departments (productoon, game de51Qn, code, animation, 2D 
graphics, 3D graphics and integratiOn). 

The other Stde of the coin is that thos way of work ng inevitably leads to a kind of 
'dehumanisahon' of the work, not ideal for some of the studio employees. lt was a 
culture shock for some of the team memberS who joined from Delph1ne (Cruise for a 
Corpse. Rashback, MotoRacei). a development house purchased by Doki that was 
famous for cultivating individual talent. But the studio's current project, MotoRacer 
TraffiC (MotoRacer, but in an urban envronment}, appears to be sufficiently advanced 
not to suffer from the new working methods - and besides, the owners intend to set 
Delphine up as a devoted raang game studio, leaving Doki Denki to ooncentrate on 
action adventure titles. The latest? A game called Dras}on Hunter. in which the player 
assumes the roles of lead characters from a cartoon currently unde!' development. 

What would be your other job? 
Toy maker. 
What does game development bring to your life? 
Bringing pleasure to others. 
What do you enjoy most about making games? 
Creating game mechanics. 
What do you dislike most about making games? 
Nothing, particularly. 
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EDEN GAMES - Stephane Baudet 

Founded: December 1997 
Number of employees: 70 

A large studio, born from lnfogrames and now working within 
Atari, led by the pragmatic Stephane Baudet 

Baudet is a product of lnfogrames' development crucible. He began there in 1988, 

five years after lnfogrames' formation, as a programmer on Hostages for DOS. 
lt was a game full of good ideas. a kind of Metal Gear Solid before its time. but 
repetitive in level design. 

His first game there was a liCence. based on the Asterix brand. A half-decent 
game meant good sales. and led to a decision witlin the company to buy more 
licences. The next was the Smurfs, and like Asterix, it went well - so the policy 
continued. After that. licences based on Spirou, Tintin and Lucky Luke all arrived, and 
the smal. team found itself completely overwhelmed, obliged to produce games for 
each of the five games across six formats. Just as he was about to exit lnfogrames. 
Bruno Bonnell caught h1m and granted him everything he asked: all the best 
members of his team, and a newfound creative freedom with which to 
develop a car game. 

So Baudet created another studiO within lnfogrames. with the intention of 
developing what would become the second great success ollhe lyon publisher 
after Alone in the Dark: V-RaJ/y. But soon he'd feel unoomfortable again, as the 
company grew too big. too soon. In order to find an environment more to his 
tastes in terms of size he once again decoded to leave lnfogrames, th1s time to 
create an independent studiO. 

Eventually, it would be Bonnell who once more took a risk on Baudet, and 
reinstated Eden Games in June 2002 within the group. For the studio, that means a 
return to some development oonstraints. but without the sword of Darnocles hanging 
above them. "lt's impoSSlble to finance games as b1g as Kya on your own, to support 
70 people, • says Baudet. "If it hadn't been repurchased, Eden Games would have 
died." As i1 is, it forms a part of the publisher's core development strategy, along with 
two other studiOs, Shtny and ReflectiOns. 

What would be your other job? 
Toy seller, at a smal toy shop. 
What does game development bring to your life? 
The satisfactiOn of creating games played by a great number of 
people the world over. 
What do you enjoy most about making games? 
Starting pr0j9Cts, worl<.ng on the projects, bringing a learn of creative 
people together around a single idea. 
What do you dislike most about making games? 
Pubhshtng politics, unjust distribution of profits. 
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EUGEN SYSTEMS - Cedric & Alexis Le Dressay 

Founded: January 1999 

Number of employees: 20 

A small Parisian studio that specialises in producing realtime 
strategy games 

After the1r studios - business data processing for cedric, and archrtecture for AleXJs­
the brothers Le Dressay worked independently for a short time, each in his own f~ld. 
before launching themse!lles .nto the videogame industry. IM1y? lt was Slll'pie. 

obvious: they'd been fans of the art for some tme, and they wanted to do some·~ 

together. Alexis played a lOt of Starcraft and, as w1th most players, he spent de 1rt1e 

wondering how he could make it better. A friend who worked in the VJdeogame 

industry rem nded him that rt was much easier to cribc.se than to create, wtlch 
seemed more 11ke a challenge than anything to AJexis. 

How ddficult COlAd it be to wnte a IIICleogame? 
So, haVIng learned some Delphi, Gednc agreed to pn ~xiS 11 hs ventu'e A few 

months, one employee and two trBJnees later, they Signed a deal With MICIOidS. rmes 
of Confltet was scheduled for release at Chnstmas 2(XX), but rt slipped and suffered 

Regardf19 thos as a leam.ng expenence the brothers decoded to recu::e theor 
arrbilion for thel' next J)roiEICI. and the rnov" was a success GI!Oillas was much 
more positJVely recetlled, and the team were rewarded WJm a preproduction 

agreement w1th Atari for the tnple-A trtle of rts dreams. 

What would be your other job? 
Architect. 

What does game development bring to your life? 
WQ(king on e)(cit1ng and ambrtious projects. 
What do you enjoy most about making games? 
FClflting game theofy, both n terms o1 c1esq1 and produebon. 

What do you d1slike most about making games? 

Amateunsh behaVIOUr. 

< 066 £DOE 

EXXOS INTERACTIVE- Philippe Ulrich 

Founded: 2003 
Number of employees: 5 

A new studio formed by French industry veterans, whose 
capacity to attract talent is already drawing attention 

Ph I ppe Ulnch is practically a mythical figure in French development. Considered a 
true pioneer of cyberspace, he was also the founder of one of the largest Parisian 
studios of the '90s, Cryo. AlongSide Bruno Bonnell and the Guillemot brothers (the 
founders of l.bsoft). Unch belongs to that rare !10\4) of peoplle who have seen 
everything the Industry has been ttvougl. and contnbuted much to rts nse. But the 

financial success and growth of Cryo brought a creatiVe stagnancy, and having 230 
employees to manage proved too much for Ulrich. He left to found a music label, 
Exxos, which produced Henti Salvaclor's last album, and showed U rich that old age 

has noth.ng to do With how lOng you've been around- rt's just a state of nmd. 
So, inspired, hes returned to the videogame •ndustry with a head tur of ideas­

ideas that hes not ready to talk about at the moment. but that 'MH appear across 
vanous forms of media. Exxos Interactive is JUSt a design and production company, 
and wiU work hand 111 hand with other videogame studiOS. speciaiJSlng in graphiCS ar 
so on lt's a break from the tradrtJOnal videogame design frarnewof1<. and appears to 
be a chance for the industry to return to whal1t does best: creat ng. rather than 
feed ng off licensed hand·me·do'Mns. 

What would be your other job? 
Bounty tulle.- 11 Baghdad. 
What does game development bring to your life? 
The certainty that hfe is a game. 
What do you enjoy most about making games? 
The five-mll'lute period of concept creation. 
What do you dislike most about making games? 
The three years that follow - espeoo11y the last month. 



F4 TOYS - Frederick Raynal 

Fot.nded• Janual)' 2002 
Mlmber ol employees: 25 

The new studio from the creator of Alone in the Dari< and Little 
Big Adventure, from which the gaming industry eagerly awaits 
the first announcement... 

As the creator ol Alone in the Dark. and therefore a founding father of survival horr()(, 
Raynal is unquestiOnably the most wel!·known, and well-respected. French 
developer. 11 all started f()( hiiTI at !he end of the '80s 1n the attic of his father's st()(e, 
where he wrote games f()( the Soecuun. When he began at lnfogrames at the start 
of the '90s. the fratne\NOI1< he'd €amed n the atbc (sett ngs, programming, interface) 
l'9l1'lallled steadfast. 

Helped by the gaphoc desq1er Dod:a-Olamfray. he delleloped a demo of a game 

that would change the deslf'IY of lnlogames: backdrops 1n 20, characters 111 3D and 
a system of cameras that l:lrt:ll.qlt e.er;.tr.g togetner. Alone in IIlo Dark was born. 

Bosses at lnfogrames sud<:leNy took a geat lllterest Ill Raynal's revolutoonary engm. 
quiCkly entrust1ng to him a team to conll'lue his efforts For him, rt was the beg nning 
of a new adventure, and while he has creabon Ill h1s blood. he had to learn to control. 
create as a team, to posrtoo hlmseif among other creators. 

He eventually used this knoWledge to assemble Adel ne Software with the C()(e of 
his lnfogrames team and became the Sl.bsld131Y of a small French publ,sher with 
whom he created h1S second career~·· I..Jttie Big Adventure (aka Relentless!. 
Tme Commanclo followed. as did econornc reclLndancy- so he started a neoN 

developer with the same team. Lyon·basecl No Oic:he and ts 20 employees became 

a Slbsldiary ol Sega, but the developer was icpda'ed at the end ol2001. Often the 
w::tom ol jealousy, regtjarty nlst.nderst()()(j. sometmes E!IIE!Il hated but always 

respected I()( exceptoonal creatove gellUS. Raynal has had a chaohc career. 
Which bnngs us to today. AI that anyone NlOI IS IS that Raynal has formed a neoN 

studiO and constructed a nCl\\1 team. And a1 Edge ..J1 do IS hope that he's found an 
environment secure enough f()( h m to create n his QUiet fashion, and a publisher 
~ntell igent enough to exploit h1s creatrvrty 1n the long run. 

What would be your other job? 
Tractor driver()( crane opera!()(. 
What does game development bring to your hfe? 
Eternal youth. 
What do you enjoy most about making games? 
Making toys f()( myself while bnngiOQ pleasure to otrus. 
What do you dislike most about making games? 
Those who clalm they know everything without ever hav ng done anylhiOQ. 
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GALl LEA - Guy Parmentier 

Founded: 1996 

Number of employeeS: 25 

Gal ilea came into existence almost by chance, but now it's 
building a reputation for solid adventures 

The studio began as an expenrYIOOt, exptonng 'interactlvity', but then started to focus 
on a better defined, but harder, activity: games. Its first game, Genesis, was a simple, 
barely interactiVe affair, but it gave the developer a foundation to launch a series of five 
adventures starring its hero. Detecll\'e Cameron. Loch Ness, set in a Scott1sh castle, 
and Pharoah's Curse. set Ill the US, are Similar to Cryo's adventure games: the player 

SI1S within prerendered locatiOOS. and can tt.m around but not move DetectiVe 
Gameron games. IJooMMlr, ae focused on maonstream garners. so are much 
ease: to play. 

Currer-<ay. Gafua os d9llolopong Jack the Ripper, a neoN venture but stl With 
prerendered gaphocs but row With freedom of movement. The story remains l.near. 
but the quafrty wrth whiCh 1t's told has unquestiOnably progressed. Parmentl8r has just 
pned two research laboratooes. one spec~alis;ng in 30 and one 1n AI, and his game 
designers plan to use the labs' flnd1ngs in such varied places as flexible clothing and 
the conversatiOns between characters. Gafilea might not be a veteran, but its creative 
effort is undeniable, and each new project pushes things a little further within the 
strict boundanes of budget and market forces, of course. 

What would be your other job? 

Newsoaoer !rl!or 
What does game development bring to your life? 

DOing a lOO erooo 
What do you enJOY most about making games? 
3mgi'lg togelt1er ... llatlve and t~ people who are passoonate abouttheor jobs. 

What do you cfiSiike most about making games? 
---.a;yy tme and budget constrao'1ts 
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HYDRAVISION- Denis Potentier 

Founded: 2000 
Number of empio',-ees 25 

A young studio, whose lack of experience is also a potential 
source of innovation 

HydraVIsion was created by two brothers who'd wanted to make games ever since 
they were little. As of the end of his studies, Potontler spent some tme examining 
how gamos development worked and, in 1999, he and h1s brother decoded they'd 
formed enough of a working knowledge of the subject to open their own studiO. it 
began in the garage of their parents' house wllh a clutch of volunteers where they 
created a small technlcaJ demonstrai!On, knowtlQ that 11 wooldn't be enough to 
000\llnce publishers of their worth. 1magne 1t as a tna1 run, because one year later 
they assembled Hydr<MSion, and launched cJevelopmer1l of a hll game. They failed to 
find a publisher, but rt dd let them develop tner tools and receMl a Aa ,Station2 

development klt. 

By the end of 2001 the comoany had expanded to 15 people, Wi:h various 
backgrovnds, but one th1ng in common: a love of videogames. AI the start of 2002, 
they began a project 1nspred by teen horror moi/IOS OOscure IS a survival horror 
game which features a grovp of five teenagers at a US unl\ler51ty. Each of the teens 
represents a 'life' for the player, not a revolutiOnary a:;pect but an 1nteresting one ­
much I ko the game 1tself. Indeed, it's the fact that the game IS a ne-N sp1n on a sold 
genre whiCh atlracted the attont100 of pubiiShefs. and rne<Vlt HydraiiiSIOI1 saw 
Obscura sw ftJy Slglled. And that, in turn, meant that the developer survived the 
iquidation of ts last publisher. Mlcrods. 

What would be your other job? 
A director of a d1fferent type o' errtertalrmont 
What does game development bring to your life? 
Creating new th1ngs. 
What do you enjoy most about making games? 
Trying to make batter things, and management 
What do you dislike most about making games? 
The d1fficuny of f1nding people to finanoe your prOfi'Cts 
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NEVRAX- Dav1d Corval 

Foulded: 1999 

Number of emplOyeeS: 47 

A studio created around the concept of creating extremely 
innovative and ambitious games, and one that still managed to 
survive the bursting of the dotcom bubble 

There were six people at the core of the Ryzom team at the start of 2000, but David 
CaNal, producer, is the only one sti I present today. Back then. Ryzom was 
announced as a 'radically different' MMRPG, combin ng the best eiOments of other 
games but making rts own important addrt.ions. For example, leaving the 
management aspects- pof~ICal. economc and ~oos -to playerS. The game 

\110\Ad not 1mpose any concrete obtectNes on them, just create consequences for 
g.>ery ecoon, and let the WOI1d self-balance . .n short, rt promsed to be a fM1g WOI1d, 
and the ne-N leader Ill the wor1d of MMRPGs. 

There was another element of ong naf:ty, too: the buSiness modo!. which rested 
entrely on Pfl\late 1nvestors and 111ral marketi'1Q target ng ti'O player commun,ty. Alas. 
when the 1nternet boom bust, 1nvestors got cautJous, everyth ng had to bo revised. 
and most of the company's founders left. So what can be sa1d about Ryzom today? 
Well, beta one, currently In progress. IS too limited in scope to reveal much, but its 
setting is clearly trad1honal fantasy fare. The nchness of its world is 9\/ldent, too, With 
four playable races, dozens of other minor races which players can control, two 
supernatural powers whiCh battle for control of the wor1d, and many more possible 
actions than JUSt combat. The inclusion of guilds. though. Wll lead many to speculate 
tl'at Ryzom may rest on much more tradrt.JOnal game rnechanocs than 111 tlally planner; 

bu1 the nchness of the ul1l\lei'S6 and the free software engne might still a low the 

players to get deeply involved 111 the game. 

What would be your other job? 
Wildl"e reporter (my other paSSion). 
What does game development bring to your fife? 
The happiness of detng what I love for money. 
What do you enjoy most about making games? 
Creating and bu11ding. 
What do you dislike most about making games? 
Heavy admin strat100 and hars 



QUANTIC DREAM - David Cage 

Founded: 1997 

Number of employees: 60 

A big studio built entirely on the personality of Cage, who 
tries to grow the videogame medium by using it like any 
other form of expression - and as a vector for his vision 

Unaffected by the French curse that appears to curta.i success, David Cage seems 
to have no problem assuming his vanous guises· cha11111an of OuantiC Dream. 
musician, writer, director, creat{)( of llicleogarnes IIISIOIWY and r111 oonaJre. Indeed, not 
content wrth being one of the few creators ot games who actually have a \11$101l, Cage 

1s determ ned to make you share n hiS passoon. 
His arbstic calling began early, with the pane at ~ve years of age then with his 

first serious compositJon arrangemeo:s at thirteen and then by halt ng his studies at 
20 to move to Paris. Once there he bought an old studiO and began to compose 

IT1.JSic f{)( the traditional media 

A fan of games, he S<W the arrival of the CO as a means of enriching that 
rnediun with true rrusiCal crea:.ons. His ntJal forays met with muted responses from 
Plblishers. but he persevered and ended up COI'MnCinQ some publishers (crucoally. 
0)'0 am<YlgSt them. where he met t.s lutl$8 team) of the lll1pOrtanCe of reaiiT1.JSic. 

So began OuantiC Dream and The Nomad SotJ. as a conve.-gence of arts of whlcn 
Cage is the rnos1 enthuSiastiC French representatl\16. it's a convergence which IS not a 
vulgar jl.IXtapOSitoOn of Klftuences and :echniQues but their synergy, earned with 
respect for videogames and st.il presE!rW)9 that cruiCJal element of choooe f{)( the 
player. ThiS would prove to be OuantiC'S breakthrough, partly thanks to Oavid 80'N.e, 
who agreed to have himself cast as a lead charactef in The Nomad Soul and 
composed half of the game's S<Uldtracks Ths first step 1n multimedia made it 
possible for Cage to show that these partll(j(Shlps are not only possible, but actually 
1ntereshng, too. Continuing his research ll'lto Wide-rang ng mmersive exp.eriences and 
interactive narration, OuanliC IS now developong Fahrenheit for VUG (see page 54) as 
well as lead ng an ambitious and 'nnovatJve pro,ect for Xbox2 Live in collaboration 
wrth Microsoft. 

What would be your other job? 
Musician, ()(writer. or a film direct{)( 
What does game development bring to your life? 
The freedom to create 
What do you enjoy most about making games? 
To see the game taking off day aftef ddy. to share my personal world wrth hundreds 
of thousands of people across the world and to see players getting pleasure from 
something we've made 
What do you dislike most about making games? 
Lack o1 maturity. pointless pressure and sceptiCS 
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WIDESCREEN GAMES- Olivier Masclef 

Founded December 1999 
Number of employees: Around 50 

A studio with solid foundations that's succeeded in 
growing into one of France's leading development houses 
despite the industry's crisis 

A former producer at lnfogrames, Masclef isn't strictly a game creator, but his passion 
f(l( the media and his active participation in the development of Outcast makes h m 
far roore than an amateur. His background in business and markehng made h1m an 
appropnate leader 1n these unQE!(!a.n times, and that's perhaps the reason why 
WideScreen Games has found 1ts profile on the up as others stars have waned. 
Masclef started w1th a low key-, the idea was f{)( \fi/&2, to prove a rei able company f{)( 
ProdUCing games on small budgets, thus gaming the confidence of the publishers, 
and openKlQ the door for more ambtoOUS prqects. 

Having developed Frank Herben's Dune for Ctyo, \fi/&2, SIQned Whte FfKJJ' to 
Mocroods. whfte at the same tme continuing development of Dune 2. aga~n for 0)'0. 

But lfe IS never easy: huge financial cflfficultJes b both publishers meant they 

stopped pay~ng \fi/&2, dunng 2002. and then filed for bard<ruptcy. At the end of 2002. 

through hM! W011<, stnct {)(garaatiOn and sman brainstormi1g. Masdef tumed the 

nigltmare year 1110 a dream. by sqling ttvee rew deals 11 four months: Fame 
Academy IQ( French publisher Montecnsto (out now); Airborne Troops, a rather 
111tE!(e5tflQ prqect f{)( the Dutch publisher Ptaylogic; and Plague Darkness. a 
sigl'llf~C31t survival h(l(ror trtle With figlting elefnents set 10 the Mddle Ages tor 
NarroOO's US branch. Not a bad outO(l(n9 f{)( a studio that. 12 months ago, looked 
sure to d1sappear. 

What would be your other job? 
Why would Qlv8 thS up? 

What does game development bring to your life? 
The lack ol '1t&lectual routlll8 thankS to the constant evolubon of Vldeogaming. 
What do you enjoy most about making games? 
Taking part ,n th1s evolutl()(l w1th my team 
What do you dislike most about making games? 
People who believe they've made rt. 
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"By creating games that appeal to girls' more sociable 
nature, the industry will not only attract a far 

greater audience but will also begin to diversity 

Pop Idol comes with Its own Simon Cowell, 
but no Pete Watorman or Or Fox, alas. 
The loon visuals are a distinctive touch 
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"By ignonng teen and pre·teen g111s, :he games indus:ly IS 

essentially imlting its potential by half • reckons 8;gBen s 
Nick Clarkson. "At its most basiC. the llldoogames 

ndustty >S all about providing enpymen: through 
tnteractJVe enterta~nmont. Untti recantly, n's beer> an 
almost totally male-dominated sector, \'Yhch IS hardly 
surprising given the overtly compet>tl\e nati.J'e and 
content of most games. By creattng games that 

appeal to girls' more soctable nature, thO rdJstry w1ll 
not only attract a far greater audoence bl..t wl also 
beg n to diversify." 

Karaoke games have eXtstod Ill JaiX!t' for a e 
now. not surpris ng for a country ;hat II'IVOOtod the whole 
concept of singing over other peop!es songs tl'l :he first 
plaiCe. Jaleco's Dream Audmon senas fnt appeared 111 thP 

arcades and on PS2, CJStenS>bly mar1<Wlg players on tnetr 
abitny to hold a t~. The technology was pnm!tiYtl. 
however. Acaxate prtch recogwon IS a da:l< art and ody 

rv:;w, a.'ter two years of resean::h w.m a Sl)edafist team of 

signal proc;es&lg expetts does Sony feel tha' Stngsrar's 
central concert IS COI1WlCil19 

-"hs ~ pioneoring t~ a· least 111 a consumor 
field. but Sony and Konami are both keen to make ther 
games seem nstantly na:uraJ to the player. In both 
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The PlayStation Experience with, left, Sing Pop (as it was 
called then) and Karaoke Stage, below, appealing to 
female visitors at the traditionally male-dominated show 

S1ngstar and Karaoke Stage, your voce IS mapped 

aoross the screen allovMg you to see roughly how close 
you are to hitting eaiCh note n terms of prtch and tongth. 
Slngscar's interla!Ce 1S arguably the more >ntmive. but both 
games are deliriously s.mple· you s.ng what's on the 
screen, and yo.x perlormance is measured with one 
COld, hard statistic. 

Stngstar provides more varianon. allowing tor duets. 
smJ!aneous twopayer ba~ or pass-the-me 
scenarios, but Karaoke Stage has more songs. it's drfficult 
to see how either can fail. 

"I thtnK the young audoeoce who are nto 'Top Of The 
Pops' and 'CO:UK' WTIIIove 11, it's the perfect thing for 
birthday parties for example: says s,ngstar's produoer 
Paulina Bozek. "The idea of becoming a singer is so 
popular right rv:;w with the whole 'Pop Idol' and 'Fame 
Academy' thing, so Smgstar definitely Mches on that. At 
the same time, an older audience will definitely be >nto the 
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Singstar has a distinctive look from many other karaoke 
games, w ith an uncluttered interface. The licensed videos 
will add to its appeal. Edge is looking forward to Blondie 

game for the simple reason that karaoke is fun. And rt IS 

cutting edge technology." 
For years, the music biz has viewed gaming as some 

kind of idiot cousin, and claims that the games industry tS 

worth more financially still ring very hollow when you 
C()(Opare the two in terms of mainstream penetration. 
Things are changing, and while it's diffiCult to see the 
music industry's sudden interest in gaming as anyth ng 
other than a whiff of the honeypot, licensing tracks for use 
in music-based games has recently become a whole lot 
easier. lt helps that people such as Sony's new music 
licensing co-ordinator Sergio Pimentel is being employed 
direct from the music industl)' w~h contacts book intact. 
With the basic gameplay tenet of Singstar or Karaoke 
Stage being instantly apparent to most potential buyers, 
the games will stand or fall according to the quant~ and 
qual~ of their songs. 

Relations between the games and music 
industries have now progressed beyond simple 

11100890 

The way you move so scandalous 
lt's all about the two of us 

licensing arrangements. Recoro companoes can cer1ar.ly 

see the value of peope sng;ng or dancing along to meor 
artists' songs over and over agan. When Singstar laKes 
off, expect to see the tectrdogy used !or IW.her special 

editions of the game. Bozek elaborates: -we want to 
establish Singstar as a platform as opposed to just a 
Single game, a brt like Eye Toy. There's the potential to do 
special ed~ions with individual artists, or other crossovers 
with the music industry, once people have the 
technology in their homes. • 

Imagine: Girls Aloud release a new single, and it's 
accompanied by a 'limited edition' extra disc. At present, 
this extra disc might be a CD-ROM or a DVD containing 
video footage, but in the future it could be a PS2-enabled 
DVD-ROM compatible with Singstar. Record companies 
could even use the Singstar or Karaoke Stage format to 
break new acts: when you buy a disc featuring your 
favourite songs by established acts, you also get a few 
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f'lElY,'IeS thrown 111. Players are likely to watch these videos 
and learn the songs in ordar to extend the game's 
'fespan, thus planting the new acts' songs firmly in their 
consciousness far more effectively than any amount of 
rao10 play ever could. 

The videogame industry has always been wary of 
outSiders. My company perceived as not paying 

" J:-, .,...., .,..----, ~ 

you 0 K An· ntr? 

As ho came • 1n through the wm- • dow , 

Karaoke Stage has a 30 took that sets it apart from Singstar. 
The pitch of the players voice is accurately mapped across 
the bottom of the screen, and marks are given for accuracy 

or eptc story line to feed the competitive thrill. That's why 
people still play pool, or poker, or fantasy football, or even 
go to karaoke nights. 

Everyone th1nks they can sing better than their mates. 
So far, your only proof has been who gets the biggest 
cheer on the Fnday night pub karaoke contest. But 
Singstar and Karaoke Stage scientifically prove who hits 

"Games don't necessarily need to provide an 
all-encompassing audio-visual experience 

o .. epic story line to feed the competitive thrill" 

sufficient homage to years of game-making heritage or 
appearing to prioritise the targeting of a specific 
darnographic over making ·a good game' has usually had 
its fingers burned. Singstar, Karaoke Stage and Dance 
UK are all games that undoubtedly have the1r roots in a 
marketing meeting as opposed to a creative brainstorm, 
and they're about as far removed frorn the accepted 
zeniths or game design - Zelda, Gran Turismo, Halo, 

GTA- as it's possible to get. Does this, and the fact that 
they're targeted at a less discerning audience of teen and 

pre-teen girls, make them worthless or reprehensible in 
some way? 

Let's take a step back for a moment. Games are 
about enjoyment through competition, either against the 
computer or another playar. They don't necessarily need 
to provide an an-encompassing audio-visual exparience 

the notes. And singing is a much more fundamental 
human skill than being good at 7imeSp/itters, so it hurts 
more when you lose. So, no, it isn't just going to be 
12-year-old girls playing these games, but if there's a 
12-year-old girl in your family you can play against her on 
a level playing field - and you can't say that for a E;£; · 
game of Pro Evo. ;o:<-
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Born in Dundee. Dave Jones' first job in the 

computer industry was WOtkJng .n the local 

T roex factory, whiCh rn<n~factured the 
Sindalr Spectrum. After tour~. he took 
voluntary redundancy and enrOlled to study 
computer soenoo at the University of Abertay 
Dundoo. During hJS first two years there he 
eo-wrote the Amiga games Menace and 
Blood Money. Publlshed by Uverpool-based 
Psygnosis, these were moderately successful 
and Jones decided to leave the course to set 
up OMA Oosign with two others. Its first game 
was Lemmings, in 1990. 

A massive success. reportedly being the 
most ported game ever (24 ver510ns) and 

se11ng over 20 mi hon copes (lnclud ng 
sequels). Lemm•ngs led to a development 
deal Wlth Nintendo. U11trally was released .n 

1994 on the SNES before DMA Design 

started work on N64 games. Its first tJ11e for 
the console was Body Harvest. a~hougll 
diSagleerl'leOts over its d rectoon meant 

5nelf161d·based Gremlin tnteractrve eventually 
pub[lshed the game. Gremln fOllowed l-'> by 

acQU1009 DMA for around C4m Ullate 1997. 
By than. however, DMA Design had areacty 

signed a deal wrth BMG lntetaet.ve for 1ts 
top-do-M! cat)aCkng crme game Grand Theft 
Auto. Released Ult997, rt caused a storm of 
outrage in certain areas of tl'lti maonst:ecrn 
press. manag ng to se1 several million copes 
in the process. 

Jones left the studio fOllowing tnfogrames' 
take-over of Greml n •n 1999. j01nong 
Uverpool-based publisher Rage and settJOQ 
up Rage Scotland. He bought back the studio 
1n 2002. renaming it Real Time Worlds. Still 
based 1n Dundee, the studio is working on 
two games, the first of whch is said to be a 
mix of GTA and next-generation racong. 
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Can you explain a bit about the studio's 
background? 
Altnough we've only been working under the 

most of the core people have oeen together 
for many years. The orig nal 19 people who 

tno company were the best I worked 
w1t11 at OMA- most of them worked on GTA 
and GTA2 and some on Wtld Metal Country. 
In ttle last year we've been slowty expanding. 
so we·re oow up to 35, all the time making 
sure we got the best people. And we've also 
addod some upper management. lan 
Hethenngton. who published my frst six or 
sevon games at Psygnosis ar>d IS also 
nvollioo wtth EvOlution Stuoios. is onboard, as 

s Tony Harrnan.- He used to be at Nintendo of 
Amenca 1r1 the days of the SNES and the 

And what are you working on? 

lt's 8 ~I can't say too rnuct: about it at 
lhe rroment because I love tal'<Jlg about 

games t s gong to be different. lt does have 

8 ttrorJg orU>e component. lt's oot an RPG -
• s more ~ a massively rruft4>1ayer <rine 
g:¥1'18 but not a trad~ one. All can say is 

tna1 • wl get peooie :nnking. t's arnbrtiOUS 
and hOpe ·ne concept v.ill be very appeai1ng 
to garres. a::hoogh • wit reQUire a i tt e b t of 
lateral t~ :ta· v.o're ~ plannll1g 
to do Is get a~·~ up come E3 and snow 
off what v.e·re l4l ·o I m keE!'1 on ge:ung 
people's reactioOS and any Ideas L"'ey na e 
about 11. That s one good thing about CJ:'atng 
a game 1n which we'l need lo's of ptaWtS -

we may as weft get the r 'eedback as~ as 
possible and get deas .nto the ~ oc: 

What are the challenges you're currently 
dealing with? 
A majOr one boi s dO'N!l to money, because •f 
you're delleloptng a pors.stent onl ne game rt's 
gong to cost money 11 tenns of thngs 1ke the 
SEIIVCI'S. That means you have to persuade 

the audience to pay on a monthly baSIS In 
rum. that means you have to create 
sornethi'1Q so add tJYe and special tl'at people 
are happy to say: 'Yes. 1'1 pay tor that.· Havng 

said that tnough, I tnll'k thOre is an in-between 

That sort of inter-game movemel'lt is 
already happening. When Dark Age of 
Camelot launched, whole guilds moved 

from EverOuest and Ultima Online to try it. 
Absolutely, but a game 1s going to have to be 

pretty special to persuade people to move 
from another game, leaving the r community 
and friends, and stay with it. That's another 
whole new challenge lor the industry. 
Previously when a great game came out, 
people played it for a month or two and 
finished it and then asked: 'What's next?' Wrth 
online games. people play month on month 
on month, so when you launch your onl ne 
game rt's not just about passive markebng­
you have to literally pull players from the 
games they're already p aying. A whole new 
type of seltng 1s required and that's gOing to 
be tncky. There are also other 1nterest1ng 
1mphcations for the industry. At the moment. 
garners buy four or fJYe games per year. but 
as onilne games become massmarket I'd be 

surprised if people buy more than two games 
a year. As I've started playing on1ne games. 
I've noi!Ced the runber o' games I play a year 
has gone down dramatJcaily. For a lot of 
developers, that is going to be really tough. 

" I can see a lot of competition developing in the 
marketplace to get people on one subscription-based 
game to leave and start playing another onl ine game" 

mode! where people can get a 'imtted subset 
of the game at cilfterent rates. Fundamentaly. 

someone IS Q01f19 to be playtng on your 
servecs t.'ler' • ~money to keep people 

onWle cn1 · costs money to make c:ootent. so 
any g;:me illa' IS good and orme and 

POCSIS!eniiS Q01f19 to have to use a 
subsct1l!i0n mode! 

1h9 next big challenge IS keeping the 
expenenc:e fresh tor two years. Then the next 

UWlQ IS whe:her you try launching another 
g;:me and trying to rob players from your 

orJ9nal one I can see a lot of oornpetrtion 
Cie'•P!opcng onlhe marketplace to get people 

on one subSCI1PtiOO·besed game to ~ and 
start playing another ontJne game. it's goong to 
be onterestng to see l"ow many perSIStent 
onllne games the market wil support. I don't 

took rt ·s goong to be many. 

How are you planning to deal with thorny 
issues such as the requirement to play a 
game for 30 hours a week just to keep up 
with the other players? 
There's a space for those sorts of games and 
for some people that's fun but we have to 
address that. Most people can't play 20 hours 
a day. it's important they feel l,ke they can 
compete in the environment and that they 
have a chance to do the cool th ngs players 

who play for that length of ttme can do. 
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Another big problem for online games is 
continually creating enough content to 
keep everyone happy. How are you going 
to do that with such a small development 
team? Games like Star Wars Galaxies have 
hundreds of developers. 
Star Wars Galax1es deals with the problem in 
a completely different way to what we're 
looking at. We have a couple of unique 
features I reckon will get around this tdea that 
everything has to be pre-scnpted and bUitt by 
designers. There have to be mechanisms in 
games that provide enough content and long­
term rewards for the people who play 300 
days per year, but whiCh don't need to be 
hand-bu lt. Equally, features like user­
generated content are gotng to be key. We've 
seen how popular mod commundteS are ­
they're a n&N dynamiC diQilal medium where 

peope can play around wrth their own toys. 

show them to other people and allow them to 
play with them, but 1t's gotng to be a biQ 

change for developers too. How do you get 

the tools out there? How do you police all that 
content? Ifs a whole n&N mJ19rteld. but an 
exabng CJ19. 

Have you started talking to pubhshef'S yet? 
We've been talking to people casually at the 

moment, but we've not been too actiV9 on 
that front because we wanted to have 
something concrete to show before we 
started talking too much. But sa}'lng that 
there's definrtety a bit of resistance and 
uncertainty because of the online focus. No 
one's sure about the business model. how 

we're going to make money from onhne or 
what the timescales are for next-generatton 
platforms, because obviously we're not too far 
away from them. Do we wnte for current 
platforms, or do we wnte for what's com•ng? 
There are a lot of unanswered questtonS. But 
there are publishers out there who are a btt 
more forward thinking, a btt smarter than 
others. Actually, rt 's strange that you can 
virtually count on the fingel's of CJ19 hand a1 
the publishers you'd want to talk to. There's 
not as many around as there used to be. 
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Do you need a publisher? Presumably you 
could fund a lot of the development costs 
through other means. 
lt 's great if you have a reasonable level or 
financing so you can get your project to a 
certain stage, but you don't want to go too 
far. You might get 80 per cent complete only 
to find three publishers have competing 
products. Or they may say: 'We have oontent 

Whatever happened to the Lemmings 
licence? 
Sony got rt wt1eo it bougtt Psygnosis. lt has 
been quiet. although rt would be nice to see it 
exploited on some of the lower technology 
platforms. I'm surpnsed rt hasn't happened, 

actually. Obviously Sony's busy with rts various 
upcoming strategies. but maybe something 
hke the PSP would be a good platform for 
Lemmings. Although it was such a simple 
game, the key control method for me was 
always the mouse. You'd have to do a very 
good implementation to get JOypad control as 
good as a mouse. so there are issues like that 
to overcome. 

"lt's strange that you can virtually count on the fingers 
of one hand all the publishers you'd want to talk to. 
There's not as many around as there used to be" 

cssues, t you'd done this, this and this 
differently we may have iked it'. Or a publisher 

may have a lot of licensed musiC they want to 
use. but for whatever reason you can't. So 
you need to bnng a publisher onboard fairly 
early tn the process, not so rruch for the 
funcftng but for the other ISSues l'ke platform 
strategteS, licensed cars, licensed tracks, 
whatever assets they are bring ng to the table, 
sort1ng out an 18-month marketing campatgn. 
it's not now a case of saying: 'We'll self-fund 
and when we're finished we'll give it to 
somobody to sell.' And it's particularly true for 
online games. Who's going to host the 
servers? Where's the customer support gong 
to be? Not many developers have in-house 
customer support, so someone has to train 
the staff. it's a big collaborative effort. 

Does that collalboration mean you'll have 
to hand over the game's intellectual 
property when you sign a deal? 
At the end o1 the day. that's JUS1 a tOU!11 
negoba!Jon. You have to dig yr::u: heels tn and 
hope the puotosher reter1ts and says · tt's a 
geat game. I want to publish rt at'rfovay'. Or 
maybe the cleveqler is struggling and so to 
get a good cash up-front deal n s CJ19 of the 

things you have to trade. ~·s diffef'er't for every 
proJect, but atways a tricky area to deal wtth 
in the negolla!Jons. 

What's your view on the next round of 
console hardware? 
I can't say really know much more than 

anyone else. I don't thin-< rt wl be a 
revoh.ltoonary step. 1t won't be anythi1g ike the 

swrtch from 20 to 30. sot hope rt shc:Ud be 
fall'ly control ed You can make rough guesses 
- five times polygon performance, four tJmes 

the memory. hopefully a decent amount of 
local storage for PlayStatJon3. ObVIously the 
big difference will be broadband capabilthes 
from the start. For me, that's the big step. 
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Does the timing of their releases worry you 
with respect to what platforms you'll 
release your game on? 
As long as developers get the time to 
experiment and adapt. we can make 
somethrng specral. Sometimes wtth launches 
in the past. everything was in a rush and the 
development tools weren't quite finished. 
Microsoft has a good reputation for its tools 
but Sony struggled with P1ayStation2 because 
it was complicated and the tools were late in 
coming. More generally, though, rt's going to 
take a while to get up to speed with the new 
on line capabilities - that's going to be the big 
learning curve !{)(all developers. We have to 
recruit people with new skillsets. We've just 
employed someone from Sun, for example, 
who has a good background with databases. 
with servers and all that stuff. it's been 
lflterestrng reading his reports and the options 
we have when we're developing online 
games, technical stuff I ke how many 
processes a good back-end database can 
handle per second. 

Grand Theft Auto in pre-Vice City days. A huge 
seller that caused controversy back in 1997 

Generally, though, the UK development 
scene seems in a bad way at present. 
it's cert<l~Ay not been a good few months. 
There a:-e a couple of factors. Because 
projects are so big most studios are only 
Yl()f\(Jlg on one or two, and if there's any 
hccups they have to shut the dO()(s as IT 

"Gone are the days when you could have good gameplay 
and get away with slightly ropey graphics. Now you 
need everything. That's a shame for the industry" 

What was it like working so closely with 
Nintendo back in the mid-90s? 
lt was hard. because although the- hac a US 

presence. the Japanese v.ere tre strongest 
driving force and 'here are so rr.any rSSUeS 

when yCMi '8 tl)'U'l9 10 WClfX directly Mth ~. 

not reast things like language ana ane zones. 
lt was obv\ousJy great to Cl1at :o people il<e 
Miyamoto anc Takeda. but rt·s not :he sort of 
thing you can do reguany. it was reaJy di!:icut. 
I suppose Microsoft and Sony have a be:ter 
relationship with UK developers. They both 
seem to be wol'klng qurte hard at lrylng to 
come up with new rdeas and fund projects in 
different ways with things like prototyp ng 
agreements, so that's positive. 

·ar:es a: east srx months to get another 
pt'(lj9Ct srgned wrth a publisher. Secondly, 
pubishers knOw what IT takes in terms of 
team srze and experience to make a great 
game. so they are being careful about who 
"u"'ref commi$SIOn. it's taken for granted thal if 
you waM to make a good game, you need a 
&Zeatlle development budget, and it's 
£3~m to C()(Opete on a reasonable level. lt 
takes a long time and you need a good team 
w.th a solid background to land those sorts of 
deals. Unfortunately, that's just the way the 
market is going. it's not good for developers 
wtth great game ideas. and even if a 
developer says, 'We'll do a high-risk, low· 
budget. original game,' they sti I need the 
productron values. A game has got to look 
good and sound good to compete, and that 
oosts a lot of money. Gone are the days when 
you could have good gameptay and get away 
wrth slightly ropey graphocs. Now you need 
everyth ng. That's a shame for the industry. 
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You've been in the industry for over 15 
years now. What surprises you about the 
way it has changed? 
Just the amount of man-years that go int~ 

every game. it doesn't relent. PlayStation3 
and Xbox2 are going to be just as scary. 
Already we are talking about teams of 40, so if 
you told me that every two or three years your 
team sizes are going to double, I wouldn't 
have believed you. I didn't think you would be 
able to keep 40 people busy tor two years on 
a game. and yet it keeps on happening. it's 
going to get worse tor the next generation. 
and sadly UK companies just don't seem to 
be good at dealing with rt. We're not 
ambitious enough. In some respects, of 
course, small is better- it'S more focused, 
everyone pulls together and you have much 
more of a controlled structure. When you have 
large teams, people don't know each other or 
what they are working on, and that's a shame 
but there's no way round rt. Thinking back, we 
had seven games in production when OMA 
was bought by Gremlin. There's no way any 
company these days would have that number 
of games in development. I can't even 
imagine the biggest developer having seven 
titles in development let alone seven original 
titles, which is what we had. There's no way 
you could even contemplate that these days. 
Now I'm surprised anyone can do more than 
two original games at a time. 

So what is it about the games industry that 
still keeps you interested? 
I play games a lot, and that's the key thing at 
the end of the day. it's hard for me to talk to 
senior people in some companies who don't 
play games. it's like running a restaurant and 
not liking food. Also, there are always new 
things to do. I was so excited when we were 
starting to simulate a crty in GTA but it was 
just a bare minimum. Imagine what that will be 
like in ten years' time! Just wor1<ing towards 
that year-on-year is great. And you get all this 
new stuff like rag doll physics and all the 
compound interactive stuff. it's so oool and 
you can breathe more life rnto your games, 
and yet we're still in such an earty age of f¥..~ 
gaming. We've got miles to go yet. .-~~ 
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L9gacy of Kam: Soul Reaver (top left), Shadow Man (bottom left) and Jet Set Radio Future (above) were all decent 
games in the~r day, but poorly structured missions and bad algnposting left many with no Idea where to go next 

have an area that s easy but '101 fun, or an area 
that is sta~stiCally too hard but the h.Jn factor 
overcomes thos." 

Jak and Daxrer os ro.v seen by~ 
developers as a template lor unacti·erated 
frustra:Jon·~ gamng, alleaslln the pa;'or'"!IDQ 

genre, but e\len Rubl1 recoQIIISeS that ttis 
approach WIU not appeal ·o fMI:'I auoence. • Ja; 

(and Oaxtetj was too easy We go! so caret.J at:xlu1 

players spending too much ume 01' areas or 
compla;ning that we neutered everything. • If Jak 

challenge to surt f!NG('f gamer (only in open-ended, 
non goal-spec fie games such as Eye Toy: Groove is 
this rea!stiC) t's inenldib'~ the nurrber of times 
players get stuck a· :ne same points n the same 
ga:nes '1'hri< me~ -ernpoe 111 Ocanna of Tme, 
t'le Me:al Gear Ray :. rf'rJ battle n MGS2; Ben·K. 
lhe nters:ellar ~ n G:aroo Man and Noghtrnare 
r J'.Ae:rOid FUSJOO 

Greg Zeschuk pr: CEO at S.OWaro, beii9Ve5 
lfflic:Uty sp"..-.es ocnr because developers get too 
doso to theot games not because they are 

"You either have an area that is easy but not fun or an area that is 
too hard but the fun factor overcomes th1s. Jak was too easy. We got 
so careful about players complaining that we neutered everything" 
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and Oaxter's dlfficuity could be plOtted on a graph, 

it would be represAn'ed by 1ttto more than a 'lat 
line. Whle th•s 1s more d9Sil'!lb e tnan encountenng 
a game·end1ng d fficulty spke. many felt there was 
someth ng anodyne about Naughty Dog's first 
PlayStation2 game. 

Engineenng a smooth and upward!y·curving 
challenge from level to level is phenomenally 
difficult, and Edge is most sympathetic to the 
pressures that many de\lelopers are under to meet 
marl<eting. publisher and gamer expectations, but 
there a-e commoo design SOlutiOnS to many of 
tnese probjems. 

The diffiCUlty 'sptke' os the most froqcJent 
element barring the satiS!yv'og connpletoon of a 
game. Everyone wants to be challenged, but \'lhile 
it's extremely diff•cult for a developer to de iver a 

deliberately sacistic or insensi!Ne. "Problems I ke 
this become i1vosJble to you if you play the gamo 
too mucl\ • tot: says. "Hence, when it comes to 
gaugong ciffoculty, the core team a;nd tho OA testers 
who have played the game for a tong time iit<oly 
can't see th1ngs as clearly as a new tester can. it's 
valuable to cons1der this at regular intervals during 
game development.· 

Zeschuk proposes two solutions. The first is to 
use external focus testers as well as bring ng in 
ontomal designers to play lhe game onterm<tent/y ~~ 
you have the budget). The second os to implement 
a af!icu.ty sider. Whtle many '1"4S$1011·based games 
otter vanable dlfficutty settongs, tray rarely a low the 
ooportun1ty to alter this serring once the game is 
und91Way. 810Wore used a slider to great effect 1n 
Knights of the Old RepubliC, but there's no reason 

why difficulty settings always need to roman static 
in other game genres. 

A lack of d rect10n or focus IS the other major 
contnbutory factor 1n players lOSing their motNation. 
Customanty associated With RPGs and ad'ie'1ture 
garres, ot's the snking teeing you get as you 
wander amessly cround seEWchtnQ for the goal or. 
worse, \'lhat the goal IS supposed to be. Legacy of 

Kam: SolA Peaver, Shadow Man and Jet Set Radio 
Future are just a handful of games that can be 
accused of thos crime. 

These moments are staggenngly common. 
Even the magnificent The Legend of Zetda: The 
Wind Waker suffered from chorishness. Agan, 
anecdotal evidence suggests that countless people 
gave up at the same point: complete the Tower of 
the Gods dungeon and the game d1ssolves onto a 
teogmy quest for the eight T rtforce shards. Nor so 
tn.lCh a consequence of alftcutty as replaong tne 
carrot Wlth a manky auberfjro. 

Ne pubishers faoJong to adaPt to mM<et 
cond•tions? Are marketers st1l obsessed With giving 
garners 'value for money'? If rt's true that 80 per 
cent of games are never completed, then it's I kely 
that 80 per cent of garners are rarely satosfied by 
their purchase. We're talking that deep, warm 
sense of fulfilment when the final credits roll a;nd 
true resolution is reactled 

Fnishing 'screens· used to be a integral part of 
the expenence back in the C64 and Spectrum 
days. and it's notiCeable that ffffl ~ orm 
bother Wl1h barnstOITTJ,.ing enclngs. Perhaps they 

know so few are goong to stay the course. Most 

mporta;ntly, ;he industry needs to stop eng neering 
games to be artificially long or hard . Maybe 
not a'l difficulty spikes are accidental . - · 



Prognosis: variable 
Edge is not advocating that all games become easy, just that developers think carefully about why 
traditional structures and design principles are employed. Sometimes they are inappropriate, sometimes 
they only suit a particular format and sometimes they are just stupid. Here are a few of the usual suspects ... 

Qu cksaves 
Ouioksaves encourage lazy design. While many 
believe the system is the ultimate solution to the 
difficulty spike (developers assume players will 
save after every s.grvfioant encounter). n reality 
quicksaves interfere with gameplay and ru n a 
game's rhythm. Why anyone would find an instant 
death from an undetectable collapsing bridge or a 
boss battle that takes 25 attempts to beat 
entertain•ng ("it's okay because you can save right 
before the encounter") mystifies Edge. Only in 
tu m-based strategy titles and epic RPGs can there 
be a positive argument for their IOdUSIOil. 

Case study: 
Rod Fac on 
Anyone whh the stamina to reach the end of 
Red FactJon will remember the fina boss. Masako 
A typically repetitious, mechanical and lame banie, 

it could take upwards of three minutes to 
complete. While this doesn't sound very long. the 

difficulty of the combat stretched it out in<Xd nately 

and encouraged players to quicksave after e>ery 
missle hit its mark. Boring. 

Upaated ooject'ves 
Ever got to the end of a series of ob,eotives only 
to be killed cruelly by the final bullet? Your 
punishment is often not to replay the last 
segment or the mission, but to start all the way 
back at the beginning of the first objective. 

Stringing three (or even more) ob1ectives 
together without any opportunity to save is a 
cynical method or artificially lengthening a 
game, however the penalty for the player is 
too severe. As a general rule, if a player is 
forced to replay objectives that they've already 
completed more than twiCe, then motivation is 
going to wane very rapidly. 

Case study: 
Rog Sq "I '"' LP"C"' 
Factor s·s :its: outng on GameCube captured the 
ClnerT'atJc flavour of ·Star Wars' but rts structure 
was obr.;se. M SSlOnS generally folowed :he same 
procedure: c:ond.:.OOS for an objecllve needeCI to 
be met, and tl'en anotJ'1er objectJve \V()(jd be 

added. However. mere were no sa.'9S oer • ...eer 
obJectives and · 'le gar.-:e diOn ; '9COgl'lSe ~ p<ayers 
were struggling on any oar..ct.iar sec:JCn No;e to 
developers: is h better to e; ihe ma,t:X'hf of pla'fers 
finish your game if1 eoght hOurs lf'M:IlQ cr:!JC!s'Tl 

that it's 'too short') or make ;hem grve up a':er 
four? Put that way, it's not such a dlffiCUt oeosoon. 
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Adapt1ve difficulty 
Predominantly used n raang garres thiS s a 
common method of maKing a game f.t a:l OlayBf 

oompetences. In short • .: you re :emble. ''le!' ·ne 
game cheats to let you win. and If you re great, 

then the game cheats to make you lose. 

Subtlety is everything: the device was 
imperceptible in TOGA: World Touring Cars 
but blatant in Racing Evotuzione (rival cars hung 
back so much after you crashed that their radar 
dots barely moved on the overhead map). 

Striking the right balance presents a formidable 

Three lives 
This device has largely outstayed its weloome. 
A throwback to the dawn of arcade gaming, it was 
an appropriate method of giving new players value 
for money for one credit (time limits were 
eventually introduced to avoid the Billy Mitchell on 
Pac-Man factor), but one has to wonder why it's 

still so oommon today. 
it's understandable why developers want to 

rematn true to the integrity and dynamic of an 
arcade classic when they come to translate it to a 
oonsole (as in lkaruga and F-Zero GX's focus on 
standard.sed hi-sooring), but why do so many 
games still use the three hves contrivance? 

Th1s fautt is most prom1nent in platform and 
th1rdperson adventure games, especially those 
with hub-world structures. What benefit is there to 
throwing a player out of a level and back to the 
hub after they've lost an allotted number of lives? 

Challenge to the developer and some 
corr.promse by only adJusting the variables 
MJen two attempts at the game segment have 
already been faJied. 

Case study: 
Crimson Sk.es PC} 
MISSIOOS are structured in a similar fashion to 
Factor 5 's Rogue Squadron 11, only players are 
gJVen the option to skip the mission after three 
failed attempts. lt's a simple, brave and 
enlighterung way of reducing player irritation. 

Checi-'?Joints 
If implemented expertly, checkpoints can keep 
tension high and give players the correct dose of 
challenge. Halo's checkpoints were finely judged. 
lending the game a seamless quality that only felt 
mishandled in the Ubrary section. The flaws with 
checkpo.nts are those rare incidents where an 
autosave kicks in just as you stand on a grenade. 

EDGE 

Surely it would make more sense to dispense with 
lives and have the player restart at the section 
they're struggling with. They're already fed up with 
jumping over lava, or whatever, so why force them 
to trudge back to the problem area? 

Case study: 
Su;:~er Mano 54 versus Super IIJiario Sunshine 
Both games throw the player out of the level and 
back to the central hub when the designated 
number of lives are lost. However, Sunshine has 
come under great cnticism for its "horrendously­
judged' difficulty curve, a factor which is less 
severe when one considers there's often more 
than one method of acquiring Sh1nes. But Mario 
64 wins the day because it lets players hunt out a 
liberal number of Power Stars at any point in the 
game and most of the areas in MariO 64 don't 
restrict the hero to collecting the stars sequentially. 

Case study: 
F're Warrior 
Fire Wanior, a game that superficially modelled 
itself on Halo, very often got its checkpoints 
wrong. Long tedious sections leading up to 
end-of-level encounters or places where sniper 
fire unfairly punished the player let a decent 
game down. 



Maps 
There are few good arguments for an expiOfatO!}' 
adventure game not to incorporate a well­
designed map. The notion that a player will get 
more out of a game from probing every nook and 
cranny wrthout any topographical aSSistance is 
misguided. Note to developers: if you want players 
to wander around a lot, please include a map. 

Save points 
Tomb Raider used stationary save crystals. 
Tomb Raider 11 allowed you to save wherever you 
wanted. Tomb Raider Ill combined the two 
methods, gMng players save crystals they could 
col'ect and use anywhere. 

Core's alteration of the saving system from Ofle 
Tomb Raider game to another shows how drfficu" 
this is to get right. The difference between a 
satisfying challenge and frustration is a fine line, 
but Ofle solution is to give the player the power to 
save where they like using tokens. This is not 
without its own problems. 

Case study. 
"1na. Fantasy VII 
Although one could save at any point on the world 
map, it was not always clear when such an 
opportunity would arise. The cut -scenes were 
pretty, but after an hour-long dialogue sequence 
followed by lengthy FMV sometimes you just 
wanted to save and get some fresh air. 

In the last section of the game players 
were given save crystals for the final journey to 
Sepiroth. Unfortunately, there was no indication 
of when Sepiroth was to appear. This left many 
wrth a lengthy journey after their last crystal 
had been used up. Damnably frustrating when 
you consider the fina' battle could go on lor over 
half an hour. 

Case study: 
T' ., Tll ng 

Not only drd Computer Artworks not bother with a 
map, the game reduced the he~h of characters 
whenever they went out into the frosty Antarctic 
expanses. This double punishment did not induce 
tension, fear or trep dation but levied a heavy 
penalty on players for taklng the effort to explore. 

£DGE 089 



E.ve:ry ssue, Edge AVatuates the test1 most ~@ft~rtl. 

tlrped . .nnovatJ.I~ or PIOO'ItiJng g;ltNlS c.~ a scole ~·tor>, 

.rher .. r~ve roB~ y represtnt.s tne 'Taiddle \;1:-..~o Edgt 1 
r.at.ng system I& lar PlOQrfi!SMt 8l'ld ba&w1C84 Arl 
• ..,._ __ ..,.,_.Jg<>....,k•ncl.ld TiiiT'1 

teieve ..,_, w. of ten. Scon>s t;oQcdy COtTO$pond "' ,.,...,..ng ,...,._nts: zero <lO'l!>l'>g r<~e ~ 

-~·'"'""--'V-""'~ 
M: awrage. Sit ~ent ......, dil nguoohld. "i11' 
o.:e(e.."'tt. rme: 85!0Unlt..""-O, blt': I'Cflt'CIIution 

Edge's 

Morrow lnd 

The Game of the Yea: ed !loo of ilethooda'$ r,pro.Mng 

w~ <.-Jthon has II'SIJ'red Edge to go b<Kk arv1 

r1V€Sligate ft1e Nemvn·ooo pm[ll1ocb ~11 01/ef AIJa"' · 

Smash TV 

~ Sl<l, ·e;r.rMJ!l< ard rE:."lCC all'lal4 to be 

ncrec tc :re bono. ho potoc;t, ChiiO!IC. ste{l LP for 

Edges~ Halo ro-c:p te:rn. 

Need for Speed Underground 

Edge's pre-oent car won . won W>y beauty oontests. 

W rts got ~where i: OOUI'ts. The Cl<l_..,(II'NlY not be 

an;thong ~'llon<';t)lng, b<rt tM moc1dong os rYillinrt hJfl, 

Tiger Woods PGA Tour 2004 

Edge as ro rea1-wat:t ~f !et p tu often the 
sq> t:J a gxJd game 1S r cs 8bli!y to eniiY8I tnc68 

v.no I'<MJ ·o pass:ng 1'1terest n tl ~ l'18llllr 

Future schlock 

You would think the words 'hardcore' and ·mature' would 

have some klnd of natural affinity. it certainly seems that 

way when you type them into Google, but in the world of 

games the hardcore are naturally mistrustful of ·mature', 

They are sospocious of 'realistic gore- tests' like Manhunt, 

wh1ch are surely desogned to cater for the movoe·lovtng 

casuals Who'•e never heard of Eugene Jarvis . And they 

respond wrth almost hystencal hostolity to the hint of pink In 

DoAX. horr !led that gammg has taken a step towards a fuller 

and rounder representation of the world at large. 

If you're shaldng your head m enraged disagreement 

because so tittle of :.~ s applies to you, then it's probably 

because it d~n'L 'Hardcore'os an ugly term. The word's 

connc!at.ons of sman-manded. entrenched obsession don't 

leave room for tile enthusiasm. dedocatoon and breadth ot 
knowledge many keen garners have, and Edge can't help but 

be instinctively sceptiCal of those who voluntanly adopt lt. 

And Manhun:. of course, IS mature on far more important 

ways than those tha! reo<rore the ' 18' sticker on the front. 

Gamtng itsellts matunng. in the sense that tt's growing, 

dev~. changing- expandmg and adapt.tng as tt begins 

to fulfiltts enomlO<lS potential. And the inevttal:lle result of 

this is thalt!S appea' Wlll broaden. As gam1ng begins to take 

tn more subjects, more kinds of play, more aesthetiC styles 

and more amb<tlous themes. the overall numbe: of people 

who woll!ind sometb ng in it for them will grow. What's also 

Inevitable is that thiS mcreased flow wrll take gamtr1g 1n a 

more mainstream direction- a directK>n that will br'.ng 
phenomenal success to games which are ~ ed by the 

hardcore and an mftux of the kind of d<5interested and 

undiscerning gamers W1th whom they are unwilling to share. 

But what it doesn't have to l!!eao IS homogenei ty -

gaming diluted until it becomes a vat of thin. licensed, 

watery pap. lt means an Industry btg enough to austa:n tiM 

demands of a far more drverse matl<et than the old, sour 

hardcore/casual spirt. The more successful the mamstteam, 

the more viable it is for the traots loved by the hardcore to 

flounsh in their niches - •n·Jokes and brutal bosses, one· 

credo! challenges and Tekki controllen;, the abstracl and the 

two·dimensoonal. The maonstream 1sn~ the hardcore's enemy, 

it's its savoour, and the faster it grows the safer the 

thongs we chensh about gammg become. 
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Castlevania: Lament of Innocence 
Format: PlayStation2 f'Vb sncr: Konami Developer: In-house (KC ET) Proee: $50 (£29) Release: Out now (US/Japan), February 13 (UK) 

Enter certain rooms and enchanted bars sping up 
to lock the exits. As tradition decrees, all the 
enemies must be vanquished before escape is 
permitted, adding tension to these encounters 

What creature lies in the deepest 
dungeon? The tong spiral stauway 

tead,ng to a blood-splattered arena may well 
be the first area you investigate, but it's likely 
to be the last you'll unlock. 

The cloying atmosphere and dingy moss· 
clad walls suggest this is a kit ing ground for a 
diabolical monster of anoent ongin. To the 
left is an enormous door, enchanted with a 
lock to keep the creature at bay. And this 

"Konami is back on form ... Lament of Innocence 
is a superb return to the principles that made the 
franchise so cherished on the NES and SNES" 
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being Castlevama, you just know it's just one 
of the secret chambers too tempbng to 
ignore for the curious adventurer. 

Konam1 is back on form. After the 
execrable Castlevania on N64, Lament of 
Innocence is a superb return to the principles 
that made the franchise so cherished during 
the NES and SNES eras and culminated in 
the magnificent Symphony of the Night on 
PSone. The greatest comprment that can be 

paid is that, l1ke Super Mario 64 and Metroid 
Prime, it has achieved the rare feat of 
translating a finely tuned and balanced 2D 
experience into 3D. 

While it's not as cleverly structured as the 
pinnacle of the series, Symphony of the 
Night, it resurrects that game's hallmarks of 

seductive exploration and satisfying 
topographical progress. 

Lament of Innocence unearths its 
traditional roots from the very beg'nning. You 
play l eon Belmont on a mission to save his 
betrothed, Sara, who has been kidnapped 
and incarcerated in a vampire's castle deep 
in the Forest of Eternal Night. The game 
certa1nly won't win any awards for its plot 
exposition, or for the hammy voice acting. 

Rather than furnish the player with a hug' 
castle to investigate, Lament of Innocence is 
divided into five discrete levels, a decosion 
that may dismay traditionalists. These levels 
can be accessed in any order from a central 
dais in the castle's main chamber, and thos 
lends the game a more abstract and 



disjointed air. Stand on a platform and it 
teleports our hero to his destination. it's a 
less oerebral way of structuring the game, 
but his not without its benefits. it's possible, 
for instance, to defeat the final boss in the 
game without having to backtrack between 
levels. In this respect, Lament of lnnooence 
has got the balance right. One orb needs to 
be discovered in each part of the castle ­
collect all five and the final chapter opens up. 

However, longevity is considerably 
extended by the inclusion of locked 
chambers in each of the levels. The twist is 
that the keys to these rooms can only be 
found in one of the other castle interiors, a 
feature necessitating lengthy wandering for 
those who ache to attain the 

100 per oent rating. Further hidden alooves, 
and the castle's deepest dungeon, make this 
an intriguing and comprehensive package. In 
short, the game caters for those who want a 
relaxing eight -hour dungeon crawl and for the 
hardoore contingent intent on finding every 
item and examining every nook and cranny. 

Furthermore, the combat in between 
save points is satisfying and cathartic rather 
than formidable and bothersome. 
Unsurprisingly, the whip is Leon's main 
weapon, though this can be augmented with 
a number of items. The secondary weapon 
attack returns (represented by the knife, holy 
water, axe, cross and crystal icons) and 
'effect' orbs can be combined with these 
sub-weapons to deliver an impressive range 

f:DG£#1 

Prav>ously in E125. E128. E130 

Both the MP and HP meters {left) can be increased by finding power-up chalices. The map 
(right) shows your completion percentage while all the save points are displayed in red 
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Moneybags 

Luckily, there's a shop just outside the 
castle. 1t enables Lecn to buy up potions, 

armour and magical tickets that allow 
teleportation in and out of the castle. Along 

with bags of money htdden around the 

place, creatures often dissolve into coins 
when destroyed. lt's the engaging oombat 
ooupled with the bonus of earning money 

that makes the dungeon wandering less 

irksome. If your travels take you up a cui­

de-sac at least you know you've added to 
your fortune with all the effort. The slow­

talking shopkeeper, Rinaldo, also 
dispenses advice from time to time. 

Combining orbs w ith the secondary 
weapon produces a variety of 
magical effects during combat 
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of further magical assaults- New whip 
combos are added as competence tncreases 
and while the combat is never electrifying 
there's enough variety. both in temns of 
creature types and theor attacks, to make the 
actioo absoroing. 

The fight ng •s also stgnlficantly enhanced 
with the addrtton of a guard function. When 
enemies wamn up to deliver a special attack 
they glow Wtth a VIOlet luminescence. 
Pressing the guard button (R1) deflects the 
blow and tops up Leon's MP meter. 
However, a skill chance is afforded to braver 
adventurers: it's possible to perform a 
'perfect' guard at the very last instant, 
negating all damage and significantly topping 
up both the MP and heart meters. 

There's no question that Lament of 
Innocence is an impeccably produced 
videogame. While it fails to astonish (apart for 
the move to 30 there are no unique ideas) 
the pacing and structure is so well calibrated 
that it would take a stony-hearted gamer to 
give up before the final oonlrontation. 

A bestiary can be opened from the options menu. From here it's possible to examine the strengths 
and weaknesses of all the creatures you've encountered; each has a different attack pattern 

The music is majesUc and the visuals are as 
good as anything the PS2 has produced to 
date. As a videogame package, Konami 's 
latest Castlevania romp is hard to fautt. 

Only when the search for the final few 
objects and percentage points gets 
underway does Lament of Innocence sag. 

The magnificent architectural design 
looks beautiful t~roughout, but a combination 
of deliberately unfair camera angles and poor 
comsion detection makes finding the hard to 
reach ledges and secret alcoves 
exasperating. Often you'll try jump-whipptng 
a ledge and miss only to find out later, and 
after much aimless wandering, that you 
were a pixel away from success the 

first time around. Its an unfair oversight that 
makes the effort of completing the game with 
the perlect percentage more of a chore than 
a pleasure. Not something one had to suffer 
in the 20 iterations. 

Despite these minor imperfections, 
Lament of Innocence proves itself to be a 
gamer's game. Paced exqu•sitely and 
structured according to acknowledged 
convention, it breathes new life back into one 
ofvideogaming's oldest franchises. 

And for those with high levels of stamina 
and curiOSity, there's always that final t:-~ 

dungeon to explore. " "'-

Edge rating: Eight out of ter 



Items that suffocate or garrotte your voctoms, 
such as plastoc bags, 819 more stealthy than 
weapons like baseball bats and knives 

Manhunt 
Format PlayStatfOfl2 ~: Rockstar Gatn$$ 

0 n the face of rt. Rockstar's stealth 
rnarketng strategy for Manhunt doesn't 

appear to have wori<ed. As Edge goes 10 

press, the week after the game's launch, rt 
has just entered the UK all-format chart tn the 
lowly posrtion of 15th ~ronically below 
Activision's GTA pasbche, True Crime). Not 
an auspiCIOus beg1nn1ng 1f rt's going to match 

"Delay your attack while creeping up behind an 
unsuspecting vict1m and the cut -scenes ramp 
up the degree of violence depicted" 

Smashing through w indows has the 
added advantage of leaving behind a 
glass shard w ith which to stab Hunters 
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Rockstar North's preVIOUS trt es to become a 
startlrlgly su:::cess!U global phenomenon. 

Even n sprte ot ;he cootrovers.aJ subject 

matter. garners srnply oon't seem to have 
notiCed the game ·s release. IS there anything 

more to Mamunt than ns lashings of 
l.itraviolence? Anythi1g that wl ensure rt Wl 

become a slow-bLmng saleS success? 
The prermse IS certad; interesting 

enough. After hts apparent executoon for 
murder your character. Jarnes Earl Cash, 
regCIJns consoousness to the voice of 'The 
[)rector', Uone! Statkweatner (played by 

Hollywood's onginal Hannibal Lecter, Brian 
Cox) who urges him to escape from the 
dyslop1an urban slum 1n wh1ch he finds 
hmself by the most violent means necessary. 
Wh•ch sets up the structure for progression 

through the first tutonal-type levels that 
111troduc::e you 10 the basics of the game. 
Later, you must travel across the turf of an 
lllCf!laslngly btzarre assortment of 9CilnQS of 
Hunters, all bent on kiilng you. 

Essentially, th1s is Rockstar does stealth. 
it's a game that rewards patience - rewards 1t 
w1th disturbing and dramatic depictions of 
uberviolence. By sticking to the shadows and 
avoid1ng direct oonfrontabon, your character 
can despatch onomies with ease. and by 
luring Hunters by making a noise. or by 
throwing objects. it's PQSSJble to spht up the 
more threatenong groups and make them 
more manageable to dispose of. 

Each execuhon •s rewarded by a bnef, 
CCTV-sty1e cut-scene depoctJng the fruits of 
your labouf wrth Q01Y and VIsceral atten!Jon to 
detai. Delay your attack wtile creeptng up 

behind an unsuspectng \1Ctrn for long 

enough and these cut-scenes ramp uP the 
degree of violence depiCted. 

A hasty anack Wlth a basebal bat wit. for 
example, resu<t n a '&N qUICk blows to the 
body. More patelt players wl be rewarded 
v.'lth blood and bran flying everywhere. l.Jke 
the rest of the game, 1t's all tUustrated wrth 
gruesome visual aplomb. the gritty urban 
decay •s sty'ishty rendered and peppered 
v.'lth •nstnuctJve graffito, while the character 
animation is conv1nc1ng and lifelike. 

Within rts linear structure - whtch, by the 
way, is totally JUSitfied by the plot and adds 

bounalessly to the sense of Cash's loss ol 
cootrol - there is a lot of freedom wrthln 
wt1idl to act, rrud1 more so than both 
Splinter Cel and Met<i Gear SOlid 2. !he t1Ues 
wt1idl Manhunt most closely resembles. 

Each level LS ¥t arcntecturaly tnmcate 
composition ot external and tnlemal spaces, 
wt1idl can be used •n a vanety of dfferent 
ways. it's a testimony to Rockstar's design 
taec1 that there's normally not a Slll9le best 
strategy to follow. 

M:x:Ne and beyond basic de51Qn 
competence this is a hugely atmospheric 
title, comparable 1n rts own way to l•tles such 
as Rez,Joo and 0. TO.GI. The use of a USB 
headset adds immeasurably n th•s respect. 
While the game requ.res you to be patient, 
the horrifying tones of Starkweather, veenng 



lllapPI'OP(iately between neutrality and 
enthooasm. c:x:x:a5100ally urge you to 
VIOlence, creat.ng real tension between the 
w sh to act and the need not to. Forget that 
you're wearing a headset. and any 
•nadvertent exclamations woll alert the 
Hunters to your presence. 

Thero ara disappointments, howevef. The 
controls a'e initially dofficuft to get used to, 
although aftef a whtle they do become 

second nature. More 11\Jstrating are certOJn 
obvious and unnecessaJY desigl flaws that 
occur once or tWICe One level on partlClAar 

'eatures save poonts that are spaced tembly, 
for example. requtring you to s/ow1y cany a 
can of potrd before subjecting you to an 
OJmbush at the end, and then requinng you to 
execute five Hunters before subjecting you to 

another arrtlus.'l &.~ r'1ese aren't game­
breaking problems. NCY Ill Edge's opoon, iS 

the degfflt; of 1110-exe ,_, e Edge tsn't 
goong to defend the garne from charges of a 
potentiSily descnSIIIS ng obsessiOI1 With 
brutality, the game s. tn Edge's 111ow. amoral 
rather then immoral. The gore ts disgusting. 
but it's d sgusling tn the same way as old­
skool horror movies wefe, because of the 

use of over-the-top, Troma-f'ke evtscera'IO<l. 

Certaonly. the baSIC ac1 of kill.ng enemoes s a 
videogame commonplace. and although 
cntocs miglt point to the tact that heigntened 
viOlence os used as a reward, 111 doll1g so :he 
game r91l10'YeS control from the playef. 

In any case. as a cuttural artefact the :tile 
IS much more ntefesting than the m3J00ty of 
videogamos because the range of 

pop.cU!txalll'llll.eloas are so refrestingty 
d.."erent and diverse from 'The INarrcrs · to 
Rtrnng Man' and Escape from New Yorl<' 

and beyono. As a game tt's fun the 

memones that stiCk 111 the mnd aren't the 
VISCefal gore. but the set-poeces and heart­
stopptng moments- the moment When 
Edge, heart in mouth. spotted a Hunter 
amerge from hos hodtng place tn the shadows 
Whefe rt had JUSt walked. for example. 

Wl"ieh s Why, in sprte o' its nauspocious 

start. Edge WOlid st back Manhunt to 
match Rockstars sales expectatoOnS. Like 
GTA. theres rT10"8 to 'hos !.'lan shock and 

awe. and that's Why it will generate the 
word of mouth rt needs to sh 1t unots. 

Edge rating: Etght r 1 ten 

i t's not always possible to loan against a 
doorframe in order to peek beyond. However, 
it is possible t o employ a Super Monkey Ball­
style camera swing to get round this 

Stealth marketing 

Rockstar has once ega.n demonstrated •ts 

holistic apptoacllto market ng w th 
Manlxmt. by devisong a spoof websrte 
www.valiant-Mt.tv. MlK:h comes complete 

wrtn the type of adult material wamong 
probably farn•loar to everyone whO's Ellll!c' 

surfed the net. "Fetosh, HardcOre. and 

Brutality videos made to order.· rt 

procla ms, before cunn•ngly lntroducong 
visitors to the depro.ved snuff-filled world o f 

Uonel Starkweather. Not as enterta•ning as 

the Vtce City retro-game stuff, but still an 
example of a publ1sher with a keen eye tor 

informal marke~ng techniQues 
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Final Fantasy X-2 
Forrrat: PlayStation2 Publisher: Square Enix 09\loloper: In· house Price: S50 (£29) Release: Out now (US), February (UK) 

All of the characters from the first game make 
reappearances, as do the locations, but for 
RPG garners who yearn for the stony castles 
and smoke-puffing villages of Square's 
yesteryear, the gi rl-power styling will grate 

Dress to kill 

The lengthy mid-battle animations have 

been cut to allow for fast ·paced reaction· 

fuelled fight sequences. The exception is 
when the girls swap costumes mid-battle. 

By changing a particular dress. be it b lack 

mage, warrior, thief 0< gamble< you change 

the job class of that character. This allows 
each girl to maste< many disciplines and 

has meant Square could keep the playable 
character roste< down to three. 
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The majority of missions are not essential to 
moving the storyl ine along, so i t's possible to 
complete FFX-2 in a f raction of the time it 
takes to wade through a normal FF game 

£DG£•1 2 

Previously in E118 

E 107's 'competent' rating for Anal Fantasy 
X attracted bile from Square's ta~atical 

young apologists and concurrence from those 
who argue that the series has fanered ever 
since that opera scene. FFX·2 divides by 
virtue of its concept even before one 
considers its execution. 

Historically, each FF game is a world unto 
itself, united by common threads and 
traditions but nevertheless unique. So to 
series stalwarts FFX·2 feels wrong. Besides, 
surely it's impossible to sequel any game that 
climaxes in the salvation of the world? FFX·2 
may be a sly cash· in to the cynic but its wider 
significance is in forcing Square to re-imagine 
its brand of videogame epic to demonstrate 
what happens to a saviour post-Armageddon 

So while the backgrounds, melodies and 
faces are familiar, the flow of play is resolutely 
distinct. This is what happens when an FF 
star gets a day job. That star, Yuna, two years 
after beating antagonist Stn, has jo.ned a 
female trio of treasure hunters. known as YRF 
These are the sole characters you control. it's 
all p1nk bubblegum, curves and blinding 
J·pop attitude, plaus.ble in the ma'n, as it 
appears designed to attract female garners a~ 
much as tibllate the stereotypes. 

The main change ideologically is the 
mission-based structure, split1ing the 
adventunng into more rnanageab'e non-linear 
sections over five chapters. This move 
ensures that many won't get past critiquing 
what FFX-2 is not, rather than the qualities rt 
exudes: the freeform structure is well 
implemented and the battle system, more 
akin to a menu-driven beat 'em uo complete 
with timed combos, is the acme in the series, 
and even the genre. A new jump ability also 
adds a welcome, if basic, level of exploration. 

However, the plot falters, especially with 
the multiple paths; the random battles are still 
wearyingly capricious and the dia ogue is sub· 
par. Square has a unique challenge: with the 
FF series nearing its thirteenth basic iteration 
after 17 years, the company is almost alone ir 
facing issues of identity and consJmer apath~ 
in old age. After series founder Hironobu 
Sakaguchi's 'retirement' no one seems too 
sure of where the series is going. FFX-2 
represents one option and will certainly dMde 
the audience, inspiring passionate discussion 

Over-familiarity and stagnation has bred a 
cancerous apathy among gaming's 
cognoscenti. FFX-2, like it or not, gives f ,;p_ 
players a reason to take notice again. ~ 

Edge rating: Seven out of ter 



Gotcha Force 

Buiding a new franchise IS tough. Luck 

determnatioo and lundlfl9 are vrtal. but 
beforo your brand gets the opportunrty to 
snowball1t has to be clesll'abte Gotcha Force 
has all the requiSite cute and VIbrant stylings 
of another Japanese phenomenon, but rt ·s let 
down by a pallid game dynamiC. 

There are over 200 'borgs' 1n the game, 
and your job •s to collect them all. But 
collecting things in games is only fun when 
there's an entertaining joumay to be 

undertaken. Here, Story Mode propels you 
11110 Safari Town, a suburb that's JUSt been 
•nvaded by an alien race of mechanolds 
called the Death Foroe. 

But calling it Story Mode IS CNetfy gand 

There's no plot to speak of apart from bra:::sll 

youths WTth speech bubbles OOI'IIannQ 

comments r.ke, "Ths IS not good. Kou! The 
Death Foroe has taken over cu gcwden" 
Safari Town IS divided •nto segmen•s. d'l009e 

the map quadrant and match UP ycu best 
borgS against the invading soiOOrs lt's 
cJsarmng'Y Simple and adds lrttle corne:xt t:¥ 

texture to the expenence. If r:riy the 

muttiplayer battles were arry good .. 
The arenas are small, and when ycu 

borg gets smashed ;nto the edge (which wl 
happen often) it bounces off an ll1viSble wall 
result111g ln a Wild camera sp1n. There are 
objects that lend the game strategiC 
possibilities - and wonderfully those benches, 
sand buckets and plant pots accentuate the 
t1ny tot universe- but the fighting 1S so baSIC 

they hardly come into play. There's one 
special attack, one main atlack, a dash and 
an evade manoeuvre. it's possible to pool the 
resources of your friends to unleash a power 
burst, but the simpliCity of the controls is 
matched by an equally simplistiC game. 

The majOr' problem is that the borgs do 
not move or attack With any fluency because 
power meters must recharge beforo most 
manoelMeS can be made. This cig•tal 
dynamic is compounded by ftat and jagged 

visuals that often make the actiOil 

Cllsoooollfl9. Indeed. n two- and fcuplayer 

spitscreen battles the ga'TlEl can be seriously 

panlul on the eyes. 

Beforo bouts, the borgS n yooc colleetoo 
can be viewed and selected in the Foroe Ed•t 
mode and rt 's here that choice and tinkering 
has an impact, but not enough to make a 
poor game better. This is one trtle that IS 

unlikely to hold the interest of Edge's 
youngest readers. 

Edge rating: Three out of ten 

EDGE 

Targets can be sw1tched by pressing the L or R 
trigger. Dodging, however, Is clumsy consisting 
of a double tap of the analogue stick. This 
doesn't work well during frenzied battles 

In Force Edit mode you can select your 
favourite borgs for the upcomlng battle. 
Though there's good variety on offer, the 
turgid, basic combat mars the collecting 

Gotcha going 

The fourplayer splrtscra.~ mode IS frantic, 

fast and a strain on your eyeballs. The 
jagged toon shading g1ves the game its 
unique flavour. but rt's nowhere near as 
accomplished as in The Legend of Ze/<18: 
Wind Waker or Jet Set Radio Future. Most 
of the battles turn into button-mashing 
wars of attrition. 
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Mario and Luigi: Superstar Saga 
Fooma Game B<>y Advance PubfiotOlf AJphaDream De-.~ Nontondo Pnce· £30 Relea3o Out now 

Lulgl is usually found tucked up tight behind 
Mario. Was their brotherly love Inspired by 
Mlyamoto-san's E100 anniversary cover? 

Help a brother out 

Ma'lO and LUJgi can swrtch Older at w 11. but 
the front brother is always A. the back B. 
Shoulder buttons ass;gn a move to each -

tump, hrunmer attack or the mysterious 
hand powers that you d iscover later In the 

game. In a 'Three Stooges' inspored system, 

d Mano hits Lwgi from behind, he hammers 

hom underground, enabUng him to~ 

beans end tunnel under gates. If ~ s Luogi 
doMg the walloping. then Mano •S 

monoatunsed. In these corcumstances the 
brothers can be separated. and solve 

puzzle sections separately. 
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Mario gots to revisit his past, jumping barrels and actually doing some plumbing for once. Luigi'a 
mentor Professor Gadd returns as the owner of the StarBean cafe, where you can brew power-ups 

W herever he travels tn the Bean Bean 
Kingdom, Mane's fame precf)des him 

but the only way he can prove he's not an 
m post or s to perlorm his trademark jump. 
lt'$ a r1ICe gag, ot course. but it cuts to the 

quicK of what some latter Mane games 
forgot. Mane was born to jump, preferably 

landong on somettling's head as he does so 
And so, despite beong all dolled up 1n RPG 
pyjamas, the activo sections of Superstar 
Saga play exactly ike a platform game. 

The trlVISible string that shackles the 
brothers together makes negotiating even 
the plaJnest set ol steps a new Md 

appealing chaftenge. and the team-uo 
manoelM'es that spnng Mario high on tna a1r 
or float the pa1r across a gap, elegantly 
govem your progress through the candy­
bnght enVIronments. Fight ng is percussival) 
physical too, raquonng a level of t.ming and 
observatJon that makes every battle 

resemble a game ot Wanio Ware. The vast 
exploratory quests are punctua~ed With 

morugames. and extended puzzle sectoons 
•ntersperse baddoe-hoavy dungeons. 

The whole game is a feast for Mano tnVI 
hounds. Every corner of the Mario empire, 
from Luigo's mansoon to Dr Mario 's surgery, 

has been combed for 1115Pratiort and 
Superstar Saga's JUkebox IS stacked Wth hi 
rosputable g:eatest hts. l3u1 this isn't the 
klnd of checklist nostalgoa that saw Mano 

Golf ticking boxes on the Mario roster. 
Superstar Saga does justice to Miyamoto· 
san's original vision: a world of deliciously 
impossible creatures and impeocably illogiC 
logic. A wor1d where you never kno\v what • 
happen next but. once rt has. you know tt'S 

what alwa'/S should have happened. 

The plot ts a de4tcate ittte deconstructoo 
o' gaming conventoons, starbng out by 
breaking all of Mario's nules but then steenn 
you back onto time-honoured paths. Not 
that your laughter wil give you time to 
no1ioe, as you're dazzled by the Slapstick. 
tickled by the won:lplay and driven to an 
occaSIOfl8l srwJtfle by the characters. 

Some set -peces. sadly. are 1nterest1rV, 
cortCetved but badly executed. And by the 
time you've got all the clever comb nations 
of hammers, jumps and oombos you may 
find yourself in a muddle with the controls. 
But these are on'Y m nor annoyances. and 
the overal excellence of the game squidge: 
them nto nstgrvficance like a blow 
from Mario's gMt ham:ner 

Edge rating: Eight uu r tE 



Ghosthunter 
Format: PlayStation2 Puolisher: SCEE Developer: ln·house (Studio Cambridge) Prlce: £40 Release: Out now 

G !Jostflunter is from the same studio that 
brought us Primal, and it shows. 

Technically, it displays a mastery over the P$2 
that is hard to fault. 1t has Prmafs aeslhetic 
sensibi!ilies: beautiful landscapes, 
architecture and character modelling all lit by 
impressive light sourcing and heightened by 
atmospheric music and sound effects. 

However, like Primal, Gflosthunter 
strvggles to be fun. Half the time you're 
exploring the rich environments and solving 
problems, and the rest is all about shooting 
spooks. it's here things take a tu m for the 
ternble, as some poor design decisions have 
been made that are impossible to ignore. 

There's a sense that Studio Cambridge 
became so enamoured with its own artwork 
that ~ adversely influenced the game. The 
biggest hang-up in Gllosthunter is that you're 
forced to play it in third person (this way the 
gorgeously rendered hero, Lazarus Jones, is 
always in shot). A more practical firstperson 
mode is available but as soon as you switch 
to it the hero becomes rooted to the spot, 
making it completely unworkable. 

The idea behind the combat is excellent: 
a Frisbee-style device is thrown into the 
ghost, anchoring it in reality. 1t can then be 
weakened and captured with an assortment 
of weapons. Typically, though, a lazy camera 
and slow character movement let it all down. 
The ghosts move with speed and purpose 
while our hero moves like he's suffering from 
an ingrowing toenail. 1t gets annoying quickly. 

The adventure element is more 
successful and, unlike Primal, there are fewer 
incidents of mindless wandering. Clever 
puzzles are bome out of a nifty 'body' 
swapping dynamic, as Lazarus is possessed 
by a spirit who can be summoned at certain 
potnts, and the dichotomy between the 
corporeal and incorporeal realms is worked 
into the game impressively. Crass cut-scene 
triggers, however, conspire with poor game 
logic to spoil the whole effect. "Astral now has 
the charm ability," we're told after a seemingly 
tnsignificant ghost is captured. Why? 

Too much of G!Josthunter is clumsy and 
inconsistent to keep interest and motivation 
levels high for long. W~h so many adventure 
games on the market. this is an interesting 
but unimately staid example. Just when 
you're beginning to enjoy its investigative 
charms, some more ghosts come along to 
ruin the moment. You'll probably be 
groaning with the best of them. 

Edge rating: Frve out of ten 
Astral can move f rom corporeal to incorporeal form, allowing her to trigger switches and solve 
problems (left). The combat, especially at c lose quarters (right), is temper-inducing and tedious 

P•ev10usly in El 24. El25, El29. E131 

Take a good look at the game's hero. Lazarus 
may not be the most c harismatic character 
ever created but the detail is exceptional. 
Unfortunately, the firstperson mode is useless 

Stealth-me-too! 
"Hey kids! Stealth! Have you heard? Ws the 

latest trend. Developers have been putting 

it in games since, oh, well, since, urn, Metal 
Gear came out on the MSX in 1987. But 

everyone's doing it now and all garners 

love it." Unfortunately, the stealth sections 

in Ghosthunter are not only absurd, they're 
boring. Why anyone thought following slow 

moving ghosts around graveyards would be 
fun is the game's most baffling conundrum. 
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Dog's Life 

Roaming In smellovision mode is the game's 
greatest tool for making you feel like you' re 
piloting an animal. 11 makes exploring a dull 
path feel way more excitmg than it should be 

Urine for a treat 
When you've COllected enough cob.rr­

coded smells. the lOcal dog pads forth to 

Chal eoge you at a partiCUlar minogame. 
These JnCtude speed-doggmg, tug of war, 
chasefrace goals and the hoghtight: the pee­
rnartong game. lhs os where eac11 dog 

marks points on a gnd wrth h1s own scent, 
in order to cla1m all the corners ol a shape 

and the points to go with 1t. Beating a dog 

lets yoo control h1m for a hmrted period. 
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As with everything in Dog's Life, there's something brilliant being hinted at, but never realised. Some 
of the later challenges, such as retrieving energetic kittens who refuse to stay put, are excellent 

0 kay, so the scoce at the end doesn't poont 
to anything remarl<able. and thal s true 

ooce the smoKe and novelty ha\19 cleared. 
Dogs LJfe is a deeply average expenence. 

Its an MOR platform game. albeot one 
wrapped up 1n an 1ntngu ng fur coat. that's 
been consoously amed at kids. ConsCIOusly. 
because it's as much aSJn1ne as rt is can ne. 

Both the storyt1ne and the cringe-worthy 
internal monologue of load dog Jake I eel like 
the necessary evils of a ming your sights at 
one demographic. The object is to collect 
bones - Jake's equvalent of stars - but you 
don't need a certan number to U!iOd< the 

next set of leYels. There are ortj three main 
enwonments 111 the game, and you can roam 
pretty freely "Mthrl each. The more bones you 

own. the more nva1 dogs w•l cower before 
you, maktng defealing them •n the top-dog 
tUSSle of m n1gamc challenges easier. Wh1le 
too straJghtforward, it doesn't treat the player 
as any more of a dogsbody than most 
modern platformac-s do With their tendency to 
make you do litt10 other than go fotch. 

But there are a lol of interest1ng ideas n 
here. Bnll.antly. FrontJer's not shied away tronn 
txxlay functions. allowf19 Jake to pee-mark 
territory (wtlch orly (MJ( comes nto use 
dunng SlbgamesJ as we1 as a poo that he 

can pick up 1r1 his yaw and throw at people. 
Numerous 'beg' combos are avaiable, too, 
along with the chance to tum your bar1< 1nto a 
growl. All these are completely underplayed, 
pointing to a far more wild game thal has 
been domesticated to fit 1nto an established 
genre. But there is one crown1ng achievemen 
here: smellovision. it's a firstperson mode 
where you can actually see smells as 
cok:lu-ed whiffs. This lets you detect bones 
and co1ect scents tronn local dogs 1n order to 
challenge them, as wo1 as WJW paw and 
footprint trails. And VIeWing your own recently 
laid ti.Kd looks like you'II9JUSt set off a 
massive smoke greMde. Again, though, ~ 
eXJsts mostly as a way to coiiOCt th ngs. 

If you're after a challenge, then the nil-by­
thumb difficulty cuNe here will do nothing for 
you. it doesn't teach ptatfoiTT1 ng any new 
tricks, but h does offer up interesting 1deas 
and pace. Maybe d Sony 9ll9r wanted the 
phrase "for kids" to ndicate the more 
UlliVefS8l appeal of man's best friend, and not 
be a byword for shameless Slmpicrty. then 
there's a unque and playful pedtgree puppy 
warting to be coaxed Out of the 

nterest1ng mongrel on show here. , • 

Edge rating: FIVe ULI£ of tet 



Eye Toy: Groove 
~ormat PlayStation2 Pvbl •her: SCEE Oevooper: In-house Pnce: £30 RAiease. Out now 

E dge in~ially feared that Eye Toy: Groove 
would be a rushed-out cash-in modelled 

on the compendium's worst-designed 
elements, the rhythm action sections. So it 
proved: the time taken by the team to take 
the Eye Toy from proof-of-concept through to 
conception is impressive, but presumably 
born from Sony's desire to get the game out 
for the Christmas party season, and Groove 
IS an extended version of one of those 
lengthy beat-based minigames. 

However, it's been completely remodelled 
here, now taking its cues directly from Sega's 
Samba de Amigo, and the restructuring 
works well. Markers travel from the centre of 
the screen to radial points. When they strike 
them, so must the player. it's intuitive. fun, 
and exhausting. 

Really, really exhausting. Groove works 
you hardEI( than lots of rhythm acbon games, 
although that's often because players Wll find 
theiTISelves waving unnecessarily, unsure 
whether their hits are going to register. This IS 

where the game suffers most: it lacks the 
tactile response of its peers. 

In both Oanoe Dance Revolution (see 

p107) and Samba deAmigo, actions by the 

player are rewarded with real-world feedback 
- a tap of the foo11n the case of danCing 
games, a rattle of the maracas for Samba -
which helps coax the game into a digital 
model. That single-point feedback defines the 
moment at which you are, in normal game 
terms, press1ng a button. Groove has no 
such physical or aural mechanism, your 
1mage or1 screen providing the only gu deline. 
it's a decent guideline, but it takes some 
getting used to. 

Everything else is accomplished with 
consummate professionalism. The interface 
design is as slick as it needs to be for a game 
that uses a non-traditional method of 
1nteraction, while the soundtrack is as 
all-encompassing as you'd expect from a 
game going for a broad demographic and the 
equally broad Christmas market. 

The options are comprehensive, although 
those coming from Eye Toy: Play might be a 
Uttle disapoointed there aren't more 
diversions. lt doesn't have the breadth or 
Play, but that was never the point. The 
consequence of moving away from the toy 
box feel is that it has more focus, and even 
though players will know exactly what to 
expect from 30 seconds in, that ;.:,...:.; 
doesn't stop it from being entertaining. _3..-::-:c 

Edge rating: Seven out of ten 

£DG£ 

The Chill Out option lets you play without fear 
of a 'Game Over' . Fireworks, flames and sparkly 
orbs can be controlled by arm movements, 
reminiscent of the earliest Eye Toy tech demos 

The bright colour:s and clean edges recall 
Harmonix's work on Amplitude, but Groove is 
a much more mainstream experience than the 
twitch rhythm game. lt stays true to the 
ethic the Play team touted around that 
game's release, namely that it 's the sort of 
game you bring out after Christmas dinner 
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In Memoriam 
Format: PC, Mac Puoi<Sher: Ubisoft Developer: Lexis Numerique Price: £30 Rsease: Out Now 

(right), but sections reliant on websites 
hidden on the interne! (above) and analysing 
film footage (top right) feature strongly 

Real or fake? 

While using real-world tools, as described 
in the review. brings problems it also 

provides some of the most enthralling 

moments in the game, whsn you're unsure 

whether the site you've found has been 
constructed by the developer, is some real­

world crossover or a real-world site which is 

actually relevant to the grand arch of the 
conspiracy behind the game. 
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it's a testament to the game's atmosphere that you never question why a serial killer would 
program a macabre crazy .. golf game, completion of which is required to reveal his secrets to you 

J ack Lorski and Karen Gijman have been 
kidnapped. The only clue is a blatk CD 

marked with the legend 'In Memoriam'. The 

disc takes the form of a series of puzzles and 
riddles constructed by a man claiming to be 
called 'The Phoenix' . By decoding this, it is 
believed clues to Karen and Jack's location, 
and the case they were following, will be 
revealed. This disc has been duplicated and 
distributed in the hope that someone will get 
inside the mind of this apparent serial killer. 

The plot, often merely a set-up for a 
situation, is the whole experience here. 
Finding the solutions - both to mental riddles 
and simple physical puzzles - unlocks further 
challenges and a little more ol Jack's joumal. 
The interesting bit is that the majority of these 
puzzles require real-world resources - interne! 
search engines and translators mainly- to 
locate the answer. The development team ha~ 
buiH hundreds of websites linked to the plot, 
meaning you're able to think laterally and - for 
example- enter characters' names into 
Googte to find elaborative details. Equally, as 
you progress, you're emailed by other 
individuals connected to the case who will 
feed you more information on their efforts. 

it's a game that tries its hardest to blur 
reality and fiction. For a high-concept 
descnption, take this as a cross between 
technological age detective fiction and 'The 
Stair Witch Project'. Much of the weight of the 
atmosphere is borne by the filmed sequences 
of Lorski and Gijman. Shot on locatiOn and 
realistically acted, to describe these as FMV 
would be to damn them by association. lt 
uses its form well, too: often, realising you're 
stuck on a puzzle, it contacts you after a whilE 
via contact e-mail you with help. 

Being a unique game, however, brings its 
own unique problems. Being heavily reliant on 
search engines means that the more the 
game is discussed online, the more false 
positives you get. For example, searching for 
some soeofic terms leads to you hitting game 
hints and walkthroughs, which both harm the 
game's delicate atmosphere and reveal the 
solution to your present conundrum. The 
developers meant you to use the intemet but 
not, Edge can't help thinking, quite like this. 

Aside from these failings, and perhaps 
even in part because of them, In Memoriam is 
a highly memorable game that shows no fear 
of the future, is created with authentic artistiC 
intent and is, in its own little way, 
genuinely important. 

Edge rating: Seven out of ter 



Max Payne 2 -The Fall of Max Payne 
Format: PC (version tested), Xbox, PS2 Publish'"' Rockstar Dev910per: Remedy Prioe: £35 Rcloasc: Out now 

I s this the most violent game of all time? 
Maybe. Its ragdoll physics may not match 

the flying limbs and broken faces of Soldier of 
Fortune, but its throwaway approach to life 
and death is genuinely shocking, leaving a 
bitter, metallic aftertaste. An example: an earty 
cut·scene sees an innocent woman brutally 
murdered right there in front of you. it's a 
nasty. throwaway moment that has little, if 
anything, to do with the larger story. 

And that story is a mess. In the first 
game, Payne was a pawn in a sinister 
conspiracy. Now the secret society 
responsible is embroiled in a turl war. The 
same faoes appear again and agan, but 

you'd be hard pressed to understand thetr 
roles unti you head back to square one, after 
the credits, when the convoluted script. 
clumsy foreshadowing and chemical dream 
sequences begin to make sense. 

But when you're playing, and not 
watching, the violent gunplay proves an 
undeniably cathartic draw. In the final 
moments of an extended encounter you 
catch yourself pumping round after round 1nto 
a twitching corpse, pinning it aganst a wan. 
Then time resumes, and you realise what 
you're doing. Take a deep breath. Exhale. 

And while you gather your composure. 
note the new features. The Havok physics 
engine has been COlJPied to more than 
capable graphics to create a convincing 
world. Previously redundant objects now 
provide cover that can be chipped away. 

The familiar bullet-time returns. albeit 
tweaked. Now, as you kill in slow-motion, 
your responses and reactions improve. You're 
able to move at full speed, circle-strafing 
around frozen opponents. lt leads to a more 
aggressive sty1e of play, running headlong 
through, barely pausing as you dash through 
rooms, gunning down goons before they dare 
to respond. If you are caught in the crossfire. 
Max's oontinued addiction to painkillers 
should see you through to the end. 

And you will see the end, because 
Remedy drip-feeds enough novel, comic 
book treats to keep you playing. The 
standard of design here has improved 
exponentially since the original - the highlight 
being a glorious, pencil outl:ned carnival ride 
that turns the cop fantasy on its head, and a 
protracted building site set -pieoe where the 
major moments are seen through multiple 
perspectives. This is neither a fall nor ~ ., 
an ascension. lt's an update. C:~ 

Edge rating: Six out of ten 
Although most objects within the game are animated with the Havok physics engine, the light 
sources are static. lt's a curious ommission, presumably due to a rushed development process 

The restricted window hopping might make for 
fine cinematic gaming, but your skill and 
timing must be spot on. Prepare to quicksave 

Mona tone 

Halfway through the game, control 
switches to Mooa Sax, a beautiful assassin 

who featured briefly in the prequel. There is 

little attempt l]lade to distinguish the two 

characters - you're asked to protect Max 
whilst he bumbles his way through one 

shoot-out after the next, providing covering 

fire with a sniper rifle. In reality, both offer 

identical experiences. 
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Monster Rancher 4 

Creating monsters by inserting other PS2 
discs, DVDs and COs is still highly 
satisfying. Knowing your chubby blue 
rabbit was born from a copy of Rez adds 
considerably to h•s charm 

T he first Monster Rancher was somechi".9 of a 
peoneer, but OON With Magic Penge/, D8rl< 

Chronicle and Pokemon aJ excel! ng at d1fterent 
aspects of the creature creation, housing and 
battling game, it no longer reaches the bar. 

While it's right that the bulk of the creativity has 
been put nto the design of the monsters. it's ittle 
compensation for hfeless environments made of flat 
greys and bland khakis. The step from eel-shaded 
charm to 30 generics has not been a success. 

The random-encounter advent!Sing has a 
$IIT1plistic, repetrtNe charm whch 15 all to the good, 

511106 rt OON plays a piVOtal rOle 111 levell•ng-up your 
creatures. The battle system has also advanced, 
allowing a palette of up to nine attacks and 
introducing rtf1'N team-up moves. 

However. the fights remcin less than 

challeng ng, the ranch building aspects are 
perfunctory, and w1th no real sense of connection 
with your monsters. or of engagement with the 
clulllSIIy deliVered plot, there is httie here to help the 
game overcome rts tendency towards 
charmless, cnore-based repetition. 

Edge rating: Four out of ten 

Harvest Moon: Friends of Mineral Town 

As any Harvest Moon veteran Wlll know, the 
games are a bit I ke 'River Collage' but without 

the bloodshed or the cider, and the GBA Ver5lorl is 
no exception. Take c:N9l a rundown farm and til the 
SOil, plant crops, water crops, harvest crops, 

re nvest profits in farm •nfrastructure. buy liVestock. 
sell milk/wooVeggs, reinvest profits 1n farm 
Infrastructure and carry on until you've got a 
posrtive sporal ot escaJabng profits and lots ot happy 

animals. But rt's not all work. oh no. There's 'TV to 
watch, meals to make, people to see, festiVals to 
attend and possibly, tf you're charming enough, the 
hand o• a young lady to win 1n rnamage. 

Consequently. althougn the game C<Wl 'eej 

rather chore-I ke - espeaaily early on before you've 
earned all the upgrades that take the pa1n out of 
harvest time - you get as much out of Harvest 
Moon as you put •n Which is to say that. being the 
11dustnous sort, Edge thr1ks it's excellent. The 
rt1ythrns of the day quickly become second nature 
and hypnotically absorb•ng. If Edge has one 
compla nt, it's that there' re never enough 
hours •n the day. And 111 the game, too ... 

Edge rating. 
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lt might seem like a simple concept, but 
like all the other Harvest Moon titles, it 
proves maddeningly absort>ing, trying to 
juggle the responsibilities of maintaining a 
virtuous cycle of profitability while also 
finding time to woo the ladles and attend 
events like the horse races 



Legacy of Kain: Defiance 

V ou get the impression the only person who 
cares about Kain's legacy any more is the 

writer. Here's another episode in the long runnii1Q. 
and over-elaborate. story of RazJel and Kaln's 
att~ts to cheat theor respect111e destoes Su5ce 
to say that in this •nstahlent they meet. but do not 
resolve anyth1ng. Expect another adventure around 
about thiS time next year. 

Credit must go to Crystal Dynamos for 
produc1ng the best-looking Kam game to date. The 
arohrtecture is majestic and the detail thrOUghout is 
another sogn that we're truly established w~lin the 
second genembon of PS2 tJties. Corrba· IS less 
IITipressNe. Enemies feel Ke they\lt been added 
at the last m.nute. show no .IOteligence and slide 
around I he scenery like 1119Pt1Ce ska'ers 

The turgid battling lets an average game down. 
The puzzles employ the now familiar plane-shift•ng 
mechaniC and are well constructed and designed, 
wh1le switching between RazJe! and KaJn adds 
IITipetus to the adventl.n1Q Yet :.'18 combnatJOn of 
8fYlOYII19 CMlEira Views and aeary combat 

does not augur weJ! for Lara's n<?xt outng. = 

Edge rating: Feu out of ten 

Dance Dance Revolution Extreme 

One of Edge's more dedicated DDR 
playing friends actually imported the DDR 
Extreme cabinet from Japan. One of only 
a handful In the country, it can be enjoyed 
in the Southbank's Namco Centre 
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Both Raziel and Koln gain energy from 
sucking their defeated enemies dry 
(souls for Raziel and blood for Kain). The 
constant supply of combatants means it's 
difficult to die. Less well thought out are 
the platfonnlng H<:tions that often 
result in instant death from failure 

I f DDR 1s dead, then apparently no one told the 
UK Konamt's most prolific evangelist to the 

ma.nstream charges on w1th determination and, let's 
be honest. slight bewilden'nant. Japan, however, IS 
a C1"erent story. and DDR Extreme steps in as 
Konami s possible last ·citch attempt to draw back 
the arcade yen and aga.n mk the rhythmic cow. 

ThiS, the eighth standard nerat,on, becomes the 
definitive version for importers. The song list 
features over 11 o hits drawn from JUS I about every 
bemani trtle from Pop 'n' MuSIC to Guitar Freaks. A 

new 'marvellous' step accuracy ranking iS included 
for those who can mprove on ·excellent', and al 
previous game modes. from Non-Stop to 
Challenge. oome in one package tor the firs! time. 

Popular characters make a return, and proVIde 
unlockable assets to keep players returning. lt is, of 
course, mOfe of the same, but the concept is as 
compulsive as ever. The diffiCulty curve is one of 
the best, and becoming a top player requ·res 
senous t1me investment. Wrth DDR tournaments 
beoornlng more frequent. there's ll9ll9l' been 
a better time to put the hcus in. 

Edge rating: Eight Olt of ten 
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Transformers Tataki 

Although only SIX Transformers are 
available from the outset, completing the 
campaign and replaying the game 
eventually unlocks a sizeable roster of 
robots. Not that anyone but the most 
die-hard fans will get that far, though 

Chou-jikuu Yousai Macross 

Q u•te apart from the subJect matter, Macross is 
a styhsh, solid and polished trtle. So including 

big robots (and spec•fically. those featured none of 
Edge's lavounte anime senes) can only be a good 

th1ng. Pomaps the only drawback is that. because 
your aaft can transform nto three d"'erent states. 
three control schem!s must be mastered. When 

they are leMled. higl-speed SWilCfleS oe:ween 
states lend a sat s!ying degree of tactical depth and 

reflex-actoo to the intense M/ground dogfigh!61Q 
The tmpression of empowerment offered by 

ftUid trans•bons between modes is marvellous, and 
the sense of scale from combat that traverses 
space, sea and land is enormous. Dodging missiles 
while obtain1ng mulhple locks on enemies 1S frantic 
and entertaning. while pursuing bosses through 
asterood fields and the Earth's stratosphere provides 
memorable set-pieces that ~drama to the 
game. There's very ottle tau~ to find here apart from 
the ease lWld bwty of the game. though obtanng 
ail the S·Ranks to uiock ail the colour schemes 

inCreases the challenge. creat1ng an edifying 
and SCJnt•llatng experience. 

Edge rating: Eight out u ten 
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i>r>" ¥6,800 (£36) 'le;ease· Out now (Japan), TBC (UK) 
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Relax. Despite the appearance of Optimus PMl9 

.n the screenshots. thlS isn't Atan's 
1 

Trans/ofmers Armada toppled from t1S gtonous 
perch on last month's cover to meet the 
lQflOOW1iOuS end of a customanly harsl1 Edge 
~. Ifs Takara's shameless attempt to drum up 
sales of 1ts toys by creating a lazy cash-in game. 

The resultant authentiCity - the likes of Jazz. 
Starscream, Soundwave and Opt1mus Pnme; the 
sheer gee-whizzery of the FMV; that transform 
no<se and the metal! c voice acting account for 
much of the two points that you see below. 

Rose-bnted memories of the playground can 
only go so far, and that's not far enough to redeem 
an l;~erty rudimentary button-bashing-in-a-bad­
~ beat ·em up. Combat is rlWldom ttvoughOUI. 
transforTl1WlQ LS largely Irrelevant (although Megatron 

does have a pretty nifty attack), and the structure •s 
remedial. cons sting o! leve after level of unvaryV1g 
actoo. With I mited coni nues 1n place of a workable 
save system. it's boring, disptnting and besmirches 
the ffiiQhtiest of robot brands. At least the 
1nterminab1e rut -scenes can be skipped. ;;; 

Edge rating: Two 'IL ot ten 

Look: it features the best transformable 
robot in the history of transformable 
robots. What more do you want? 



Teenage Mutant Ninja Turtles 
Format: Xbox (version tested), PS2, GC, PC Publisher: Konami Developer In-house (KCEJ) Pnce: 550 (£29) Relea.se: Out now (US), February (UK) 

F eels cheeky to be criticising a scrolling beat 'em 
up for being too shallow, but TMNT is possibly 

one of the most tedious ever. Pretty but basic, at its 
best it's vaguely reminiscent of the peaoock beauty 
of Viewtiful Joe, but that's immaterial when it's the 
backdrop for such a banal button-basher. The 
)(}//-style comic book THWACKs and THOKs add 
pizzazz, but it's still the bad kind of repetitive. 

Every stage feels overlong by several minutes, 
there's little variety in the waves of enemies that 
attack and, for all its gloss, TMNT feels slower and 
less flamboyant than the SNES 'original'. lt uses far 
more buttons than your typical beat 'em up, but 

ends lJP feeling all the more asinine for it. A combo 
meter is included, but resets far too quickly for it to 
become part of some hi-score endeavour. A dash 
move, allowing your character to zip along in a 
straight line to avoid enemy attacks, rarely needs to 
come into play. The final straw is that certain beat 
'em up staples- such as flying kicks and sptn 
attacks - aren't available at the start and have to 
be learned. Repetition is only acceptable 
when you're repeating something gratifying. 

Edgera1ing: Four out of ten 

Mario Party 5 
Format: GameCube Publisher: Nintendo Developer: Hudson 

In Party Mode a star appears on one of 
the board's spaces, then it's a 'mad dash' 
to get to it first. Twenty coins must be 
paid to collect it, so even if you get there 
it could evade your grasp at the last 
moment. Frustrating or fun? it's a fine line 
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it's well presented, but even a twoplayer 
mode can't alleviate the trivial feel of it 
all. Beat 'em ups are traditionally 
disposable, a string of combos and little 
else, but TMNT feels far less engaging, 
even, than decade-old scrappers 

W ere spiriits to play a game while they waited in 
Purgatory, surely it wou'd be Mario Party. lt 

can take an age to get to the end, and the 
minigames are interspersed with a turgid board 
game section that tests the patience to its limits. 

The fifth tn the series has not tinkered with the 
formula to any great extent. Each player rolls a dice, 
moves the allotted number of spaces across an 
elaborate board, then, when everyone's finished, 
minigame mayhem ensues. And it's here that Mario 
Party 5 comes into its own. From speedboat 
slaloms to ioe cream collecting, Hudson has 
infused enough micro fun into this instalment to 
make the pauses between the action worth it, but 
only just. The trouble with Party Mode is that it's 
almost entirely random. Hazards and bonuses are 
heaped on contestants arbitrarily, and outside of 
the minigames skill has no bearing. 

All the minigarnes can be accessed in a 
separate mode, but annoyingly, they must be 
unlocked first. Play it while drunk, and Marfo Party 5 
is knee-slappingly enjoyable. But that could Rf! 
be applied to almost any group activity. - -·-

Edge rating: FIVe out of ten 
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Top Spin 
Fonnat: X box Pv~isher: Microsoft Gamo Studios Developer: Power and Magic Price. £40 Release: Out now 

------------------~~~~~~~~--~==~==~~~~--------=--------

Xbox Live play is very occasionally laggy, 
but no more so than any other Live 
title. Unfortunately, though, Top Spin 
only offers doubles play if both players 
on each team are using the same Xbox 

Counter -Strike 
Forrnat: Xbox Publisher: Microsoft Game Studios Developer: RitualNalve 

T he story of the Xbox might have been quite 
different if Halo had been Uve enabled. tt 

wasn't, and despite numerous attempts at 
providing the definitive onhne console FPS, the 
throne has remained very much unoccupied. 

Counter-Strike needs no introduction. Nearly 
identical to its PC predecessor, it offers the tale of 
terroriSts and counter-terrorists, endlessly retold. 
Singleplayer mode is not the story here, as 
multi player is king, and while there is no sptitscreen 
option, system link can be used for offhne play. 
Than «fully, the conversion from keyboard and 
mouse to pad has been made with rare judgement 
- movement is smooth and aiming is easy. The 
classic gameplay has made the transition too, and 
is as rewarding as ever. 

The biggest problem is that, t.nlike its PC 
brother, this game isn't free. Even when the 
conversion has been handled with such delicacy 
and intel'igence, this title will find it hard to compete 
with more modem offerings from the likes of 

Rainbow Six 3 and XIII. But that won't stop it l-....f._ 
providing the better on line experience. 

Edge rating: Seven out of ten 

11 0 £DG£ 

C hances are you've been here before, with the 
Virtua Tennis series - a Cfisp, responsive and 

consuming sports title where the act of hitting the 
ball is made so effortless that your focus can be 
instantly diverted towards thinking about tactics 
and exploring the subtle depth on offer. That's Top 
Spin's base, anyway, and it's a mighty solid one. 
Never before has tennis felt so firm and satisfying. 

On top of the tour basic shots (safe, slice, lob 
and top spin), there are risk and drop shots that 
can be activated with the triggers. The timing with 
these is as cutthroat as it is crucial, and they are the 
key to breaking into the upper leagues of the 
game's good, but not great, Career mode. Surplus 
to that is the excellent movement, as players lunge 
to reach awkward cross-court returns and scoot 
about on clay surfaces like the real thing. 

Flaws? The most obvious is the poorly 
implemented save system during tournament play, 
which leaves you fumbling nervously for the 
manual. The loading times are also surprisingly long 
for the Xbox, but Top Spin is the best tennis , ,, 
game of this generation, if not ever. 

Edge rating: 8ght oot of ten 

A standard connection will allow for up 
to 12 players. By setting up an Xbox as 
a dedicated server, however, this number 
can increase to 16, allowing for some 
truly epic multiplayer encounters 



Bomberman Jetters 
Formm Game Boy Advance Pt..b 1::01 ... 

While it'd be cruel to write Bomberman Jetters 
off as a Wano Ware .-.:>-oft from the start -

these sort of mn.game collections have IOnQ 

existed in Japan - Its appearance in the wake of 
Wano Ware might not be entirely ascnbod to 
eooncidence . .letters has two 'ma.n' minigames, a 
competent (rf Jllininlajst; veroon of Botroerman. 
and a pnban game. it you come to this from 
Pok.emon Pinb<J/1, as Edge did, you W1U be strucK 
by how areadful the pinball game IS Th1s does not 
auger wel' for the 16 ·oss-dev~ delights. 

And true to form. they're poor, too. waoo 
Ware ·s thrill was that (the majority or. ~s Q0018S 
lasted for less than five sooonds. Thtfy were gone 
before you had a chance to dislike them The 

games here are easy, at least to begin wittl, and so 
you'l be 15 mootes n before there's 8rrf soct of 

cha lenge at ail. Some of them are neat Ideas - :11e 

Tetns·style puzzle game or the 20 nmgo: - ru<ned 

by !odious implementation. Others are pnme 
examples of why they cal them dilfJO.lty cuves not 

diF.ocUly plateaus So yes. a COflll8IISOO to 
Wano Ware 1s cruel. But cnly to Nintendo. 

Edge rating: Too 

Arx Fatalis 

The magic system r9quires you to draw 
runes onscreen, which adds tension and 
taches to baHies. A simplified ·arcade' 
option is included to compensate for the 
loss of mouse precision in the conversion 

£00 

Even the mulhplayer link-up capabilities 
of Jetters' minigames have not been 
enough to woo the Japanese public . The 
game has suffered from truly dismal sales 

W hen games aro this bad, the revtew often 
becomes a cruel litany of faults, so perhaps 

it's best to start w th the concrete facts. Anr Fatalis 
is bt.itt from a solid RPG ccnstrucllon set - explore 

dungeons, solve puzzle tasks for repetlllV9 villagers, 
and spond your expenence points on strengthen ng 

tho main character's traits and abi ities. 
Released last year for PC. this 1s a pe!fectly 

awful conversion With poor ccntrOis, cumbersome 

combat an antJquanan save system, nadequate 
maps and clumsy menu design. Puzzle sotuttOns 
depend on you systomatical y sweeping the screen, 
a tediOus chore with an analogue stick. Altt'lough 
each puzzle has a back·up solution. don't mostake 
ths tor rea freedom. For the most part Its as rigid 
as: give_thls_to_hm but only after speakJng_to_her. 

But Anr is pure ol heart. The sterile dereliction of 
the undefground cll16s and the sparse shivers of 
the SOIX1d underpon a story which tugs at you to 
find your own way, bake your O'M1 pies end forge 
your own weapons. it's a tesllmony to the game's 
strengths that Edge camo close, al times. to ~ 
forgetting hovt badly Arx lets itself down. i.. = 

Edge rating: o• ten 
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The making of ... 

Q*bert 
An alien character with an enormous nose who curses when he loses, what 
could be more human? Yet it was the players' identification with the 
hopping-mad a·bert that made the game so popular 

Ongnal mi<laso data 1982 



D 
unng the ear1y days of 

vidoogames. playei'S could 

rarely identJfy With the game's 

hero. The spaceship Ill Asteroids had 

no feel1119s. neother did the cannon n 
Space Invaders. There was more 

character 111 Pac-Man's vilaJls than 

there was 111 the Man tMmself. O'bert 

was different. I.Jnike his predecessors. 

O'bert was adorable- a fat squat 

tubular·nosed orange creature With 

expressive eyes S.milar to Pac·Man in 

gameplay, O'bert bounced around a 

pyramid trying to clear the screen 

while staYing away from h1s cartoon· 

like enem1es- Wrong-Way, Ugg, Co<ly, 

Slick, Sam and the Wharrmf Balls. 

But un ke Pac-Man, when o·oert got 

caught, he did somethng ll'lal a1 

players do. He cursed. 

Thanks to this aien's tunan 

connecllon, Q'ber! tne videogame 

soon became Q'bert the dOl. O'bert 

the bce&<fast cereal and 'O'bert' the 

Sat\J'day ITlQri'W'lQ cartoon 'Mlo 

thought a poxelated c:omputer 

character could generate so much 

anterest? Merchandising had atways 

been relegated to movies and TV 

shows. What kind of person designs a 

videogame With such a loveable 

character that swears? 

the making of ... 

Engineer/actor 
For three years, Warren Davis 

begr\Jdg111Qiy worked as an engineer at 

Belt Labs. •1 was sort of diSillusioned 

WJth the engroering wor1d. I fell like I 

didn't fit in,· he says. Completely naive 

yet With a pocket full of money, he qurt 

his engneenng job and started 

studYing improv 11 Chicago. Althougl 

he caU\tlt the actang bug he Simply 

couldn't ignore the fact that he had a 

masters in electncal engineenng. So 

with an eye to his former source of 

ancome. Davis would open the paper 

every Sunday and look at the 

eng neering jobs. One day he saw an 
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Jell Lee's concept drawong for O'tlel"l 
explains the gamaplay mechanocs so well 
the explanatory notes are 8lmost redundant 

\'(;.u.;..u_"'Y1 ..... ~J ?'",..~"~ ~ ~• 
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ad for videogame programmers. "I 

wrested with it because I didn't wa'lt 

to get back into an eng neering 

envi'orlrent. On the otner hand, I 

thought )QU had to be somebody 

realty speoal to get that klnd of job. I 

never e11e11 considered that somebody 

like me could get a job as a 

videogame programmer. • 

So with a 'what the heO' attrtude 

he sent ,n a resume and. by January 

of 1982, Davrs was programmng 

games for Gottheb. 

My first game 
Davis had never desogned a game 

before. He never set out to make 

Q'bert, he just wanted to learn how to 

make a videogame. "I was JUSt trying 

ideas to teach myself some srnple 

£DG 

O'bert's distinctive pyramid made from cubes. The diagonal control method meant many 
players leapt to their doom over the side, bringing the unique 'knocking' device into use 

graphocs programming concepts I ke 

gravity. bouncing and randomness. 

Another programmer, Kan Yabumoto, 

had filled a screen with an Escher·l ke 

cube pattern, and when I looked at rt. 

•I occurred to me you could sculpt a 

pyramid out of it such that if a bal fel 

onto the top. it would have two 

chooces of which way to bounce, so 

With one random byte I could create a 

path for a fading ball." That Escher-like 

ctawWlQ probably came from the 

hands of Jeff Lee. As Gottliebs one 

and only artiSt, he did aJ the art'NOrk 

for all the games. Davrs and Lee. who 

have the utmost respect for each 

other, adm1tted quote a while ago that 

the r respective memories on the 

origins of Q'bert d1ffer. Lee has 1n his 

sketchbooks a desogn for a pyramid­

like game very similar to O'bert on 1ts 

joystick control and its hero, but the 

gameplay was very different. 

Oavis needed characters, and Lee 

had them. Since Lee was a kid he had 

been drawing goofy and grotesque 

characters inspired by comes. 
cartoons. 'Mad' magaZJne and the Ed 

'Bog Daddy' Roth SChOOl of monster 

hot rods Lee's selecbon ol characters 

for hs SIX·page proposal tor an 

E.scher·lil<e game was not huge but 

the menu was large Eif"lOUitl for DaVIS 

to put playerS on the pyramid field. 

Keep it simple 
Wrthin the Gottloeb development 

env ronll'ent, Oavis saw h mself more 

as an edrtor absorbing suggestiOns. 

'"As the game got notiCed by others at 

Gottlieb, ovoryone seemed to have 

ideas, and I saw myself as the filter 

through which an ideas passed. Since 

I was the only programmer, if I d•dn't 

like an idea it didn't go in the game: 
Often, 'liking an idea' depended 

on Davis' ab lrty and desire to code it. 

"Ifs not so much a matter of couldn't, 

but it was a matter of I didr "t want to 

go through that effort· Jeff Lee initially 

gave O'berl a tubular nose because 

he wanted hi11 to shoot stuff out of 1t 

Everytxx!y at Gottieb wanted O'bert 

to shoot. Da\15 didn't. Habng the 

compleXIty of multi-button games ike 

Defender, he strove to develop a 

game )QU ~ play With one hand 

Bout more mportantly: "I didn't know 

how to make that work. You're 

shooting, you have to figure out how 

you're g01ng to aim it, and then you 

have to figure out how you're going to 

do the collision detection. lt was too 

much for me. I really wanted to koop it 

simple. 1t was my first gamo." 

And now it's a game 
Oavis worked ClOsely with Lee 1n the 

dE!IIelopment of the hero, O'ber1. who 

avoided the balls, and the characters 

that chased hm. •rt was fun, but 1t 

didn "t feel like a game. There was no 

goal. no poorrt. 

"Ron Waxman (viCe-president of 

engfleenngl had a habot of comng 

l(lto the big room where a. 

dEMllopment stabons were and 

somet•nnes rust Silting beh nd us as we 
worked, which was very unnervrng 

Ron was a very large and sedentary 

man with a gruff demeanour that hid a 

kind and caring nature. Late one night 



I was playing the game and trying to 

figure out what to do next with it. Ron 

was sitting behind me breathing loudly 

(you could always hear him breathing) 

and out of nowhere he slowly says, 

'What if the cubes change colour 

when you land on them?' Suddenly, it 

was a game.· 

'Getting' Q*bert 
For many players, Q'bert was 

confusing. lt was set in a 3D world. 

and instead of an up, down, left, right 

control, the joystick was oriented 

diagonally. Some players would drop a 

quarter and immediately push up, 

causing Q'bert to jump off the pyramid 

three times and ending their game 

Immediately. ·some people 'got it' 

quickly and could play for hours. 

Others found it frustrating. I kept 

making it easier and easier, and I think 

it actually got released a bit too easy. 

Which is one reason why I went on to 

jumped off the pyramid. Introduced by 

Rick T 19he, one of Gottl eb's 

technicians, the sound was a carry 

over from the world of pinball. 

Pinball machines have coils that, 

when charged with an electric current, 

whip against the side of the cabinet 

and make a knocking sound. But a 

'knock' is not the sound of someone 

falling. "The thing that made the sound 

pertect to me was a lrttle piece of foam 

that they mounted on the cabinet 

where the knocker hit. And it changed 

it from a knock to a thud," says Davis. 

Unfortunately, the oost of installing 

the foam was too prohibitively 

expensive, and O'bert fell into the 

arcades with a 'knock'. 

The arcade is a stage 
Watching O'bert hit the arcade for the 

first time was l1ke being in a 

pertormance. As Davis recalls, "lt was 

just amazing. You get all goose 

"Some players would drop a quarter and immediately 

push up, causing Q*bert to jump off the pyramid 

three times and ending their game immediately" 

make Faster Harder More Chanengmg 

Q'bert (the actual name of the sequel) 

right after the orig'nal's release." 

Because of Q'bert's simplicity, 

many people quickly mastered it. A 

harder sequel was needed. But 

FHMCQ'bert was a flop. A prototype 

was tested in arcades less than six 

months after the release of Q'bert, but 

most people were not yet Q'bert 

masters and the game had yet to run 

its course. As a resu~. nobody wanted 

to play FHMCQ'bert and the game 

was never released. Davis has a 

version of the game in his home. "I 

preferred Faster Harder More 

Challenging Q'bert. That was the one I 

thought was a little bit more my 

definitive version. The director's cut." 

Q*bert's Fall 
One of the more unusual additions to 

Q'bert was the knocker at the bottom 

of the videogame cabinet to simulate 

the sound of Q'bert's fall whenever he 

bumps. 1t was almost like you're going 

on stage, very nerve racking. lt was a 

huge sense of pride, over time you see 

how 1t builds, to a point where 

somebody's playing and maybe five or 

six people are watching. When you 

see the crowd, and everybody's 

pla}'Y)Q 1t. and everybody's 

exerted to be the next person to 

play rt. rt's I.JI'Ibelievable, it's a 

phenomenal feeling ... 

Today, when Davls mentions his 

work on O'bert, he gets one of two 

reactions: "Oh my god. Really?! That's 

so cool!" or "What's Q'bett'?" 

Davis continues to develop games 

and act in Los Angeles. "The part I 

miss the most [about the old days of 

coding] was that there were no rules 

about what a videogame had to be. 

We were making it up as we went 

along. Our bosses wanted us to take 

chances. come up with new ideas. I 

liken it to the earty days of movie 

making at the turn of the century. 

the making o+ ... 

Even in early drawing form, Q'bert had his distinctive nose. The original idea was for the nose to act as a 
weapon, something that did not make it to the final game because it made playing too complicated 

Eventually. certain genres were 

established and it became difficult, if 

not impossible. to create something 

outside one of the standard forms. 

That's kind of where the game 

industry is now." 

Looking back, Davis boils down 

Q'bert's technical achievement simply 

to the fact that he actually 

programmed an entire videogame. 

Something he had never done before. 

But more importantly, says Davis, "I 

was proud to have made a game you 

could play while holding a drink = 
in your hand." 

EDG£ 1 17 



RESET 
Where yesterday's gaming goes to have a lie down 

on rl 
Examining gaming history from Edge's perspective, five years ago this month 

£DGI! 
~~~\ · 

Issue 67 January 1999 

Virtua Fighter 3tb: the 

only decent DC launch 

game 2 Woah! Pointless 

CGI! • 'Tekken: The 

Motion Picture'. With 

Offspring on the 

soundtrack Queuing for 

the DC. Wrut three years 

and they'd be given away 

5. An update of 16bit 

classic Hired Guns 

Edge goes shopping in 

Akihabara 7 Esoteric 

award winners of the last 

year - a Reset roundup, of 

sorts <a How Tomb Raider 

Ill was sold Trespasser. 

Deploy the ann! 10. 

Global Domination - a 
cross between "Risk, 

Missile Command, and the 

holographic game in 

'Never Say Never Again'" 

11 8 

The end of 1998. and rt was awards lime 
again lor Edge. Eleven u1dMduals decided wnere 
the gongs were go1ng, but history doos no1 diCtate 
who. Presumably t was the ed1torial team and 
anyOne who was hanglllQ around the Edge office 
11)'1119 to snoal< a go on the new piece of Sega 
hardware that had just arrived. "Could the 
Dreamcast realty wa11z on and scoop the [hardware 
im0va11()fl) award?" asked the ntro. oncredulously. 
We grven that it was up aga1nst the moghry N64 
RAM Pak. and the titan1c SoundBiaster Live!. who 
could tell? Edge won't spoil the surprise. You'll 
have to buy the ossue. Turn to page 72, etc. 

And of you do. oh. there's a rango of other 
delights in store. Like all the Dreamcast launch stuff. 

0 )( tAil. " 
"lt'l not ns If the maga:ane has ewr l'«''lly committed to covemg the 

Apple gamong soono. IS ~?· Wel. ap., from Ohe IXN<f( SIOI)' you dkl on 
• a few years ago, Edge •• 

c.....r.~ 

E<tgo,...,....-.g--..asone'""""""'- ~n~ 

~·~--·-s...- .. bggoot _..,.,...., ol1998. Ire yeJ!< Ctoc ll:lWOd the-

TESTSC EHS AND OV.TIHGS 
"'""'" F.g:.~N 3<:> oc a· a,. - Jl*',ob'11DC: s 101. 

- ~ fX; ..,.,"'- l'llo a.. p.q.a lPC &'1"­
·-(PC.2J1"-~~ "C 7 ~~ 

~<Wwac•f'C;a~~,.,._IPS &101 
A-TypeDolot (PS; 71~. Top Gaoro.-~ 61101 

for a start. ll'<::lud ng a look at the launch software 
(PenPen Tn1celon. Godzifla GeneratJons. and Virtua 
Fighter 3tb) and the traditional shots of disaffected 
Japanese youths queuong for the first consoles. 

Features? Wall. 'The Land That T me Forgot' 
was both eulogy and post-mortem at a pon: Ill 
history Edge conSidered to be the death of 20 
gaming. while 'Physics Mattors' examined one of 
the key factors in the new age of 30 - gett1ng 
Newton's aws to work for games. For every actJoo 

there's an equal and oppos•te reactoon, nght? So for 
the all the furoro surrounding the Oreamcast's 
launch, one only had to turn to the next month 

page a blacK background and an om 'lOUS 
blue '2'. it's not what you're thinking, though 

EDOE #t32 
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1n ox~ Communicate by post: 

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

Or email (stating ' lnbox' in the message header): 

edge@futurenet.co.uk 

Does Nokia really think it is fooling 
anyone, especially its target audience, with the 
release of its new 'gaming platform'? it's not that 
I'm against the general idea - I for one can't wait 
for the day that my phone, handheld console, 
digital camera, MP3 player and electronic organiser 
are all in one super-powerful unit. it's just Nokia 
seems to be going about it in all the wrong ways. 

I took great interest in the N-Gage when I first 
heard about it, and some of the tech-specs that 
were coming out after it was announced were quite 
exciting. However, I found myself being put off over 
time by Nokia's persistently defensive attitude. I 
simply did not buy the 'console first. phone 
second' idea that was betng pushed. 

Actually holding and play•ng the th•ng re•nforces 
this: it's hombly compromised. 

As a handheld console, control is fiddly, with 
counter-intuitive controls because of the button 
layout, which is undoubtedly a button layout With 
telephone operations as the highest pnonty. The 
slightly raised five and seven buttons do nothtng to 
convince me otherwse, in theory or in practice. 
The unit is uncomfortable to hold. 

As a mobile phone, it's extremely clumsy and 
awkward. The raised buttons get in the way of 
text-proficient thumbs. it's not a reasonable shaoe 
for a phone. Mark Squires' comment that Nokia 
has "happened to put a phone in because (they) 
know about making phones" is utter nonsense. 
Imagine Nintendo announcing that market research 
showed that players sometimes got tired, sore 
shoulders playing for long periods of time, and as a 
result buin an electronic massager ... with a games 
console built in because they know how to make 
games consoles. 

lt's not long since Nokia alienated its target 
audience by making negative comments about 
them, now it seems to have developed a negative 
attitude towards the spec•alised press that could 
do so much to promote its little gaming gadget. lt's 
not as though they can do without the assistance -
if I he N-Gage is selling as well as Nokia claims, 
why haven't I seen anyone playing them other than 

display units in mobile phone shops? lt seems, 
though, that poorly thought-out design, with a 
poorly-planned launch, and poorly-directed 
promotiOn will see the N-Gage fail before it ever 
sees any form of suocess. Let's just hope that 
Sony or Nintendo can pick up on some of the 
slightly better ideas for their PSPs or GBA2s. 
Andrew Merson 

I remember when I first experienced the 
delights of the first Tomb Raider game. The 
waterfall was beautiful, the T-Rex blew me away, 
and that's only one level! I loved that game and 
now I have the chance to play it again. in the loo! 

I am a proud owner of a Nokia N-Gage, and I 
just wanted to publicly applaud Nokia for having 
the courage to realiSe such a risky concept. I also 
wanted to VOICe my d sgust at the way Nokia has 
been treated by the media. The amount of negative 
reports on websltes and 1n magazines is totally 
undeserved. What has Nokia done to deserve this? 
lt seems the general publ•c. and the media alike, 
are unable to grasp the concept of the N-Gage. 1t 
IS not a u-ad~ handheld console, so it will not 
se a million unrts dunng the first week. N-Gage will 
sell when consumers decide they want to upgrade 
\heJr phones. 1·s as Simple as that. Consumers 
need to thtrlk of the N-Gage as a phone and a 
gamtng device. not one or the other. 

Take the price for example - critics are 
outraged by the £220 cost. I bought my N-Gage 
for £30 on a contract with free calls. I use my 
phone a lm so. for me, the price plan is value for 
money so you can imagine how frustrating it is to 
hear cntiCS slattng the machine for its price tag! 

What about the design flaws even Edge 
couldn't resist mentioning? Yes. changing games is 
awkward, but it's certainly not as earth-shattering 
as critics, includ ng Edge, would have you believe. 
The vertical screen does cause problems when 
playing Sonic-N, but N-Gage s designed for 30 
games just like the GBA is designed for 20 games. 
Tomb RaJder and Tony Hawk's Pro Skater work 
very well on the vertical screen. I would like to end 

this letter by asking whether Edge will cover the 
N-Gage •n future issues, and whether the current 
crop of games will be reviewed. 
Paul Drummond 

Although feedback regarding Nokia's handheld 
seems to be rather mixed at the moment, Edge 
does currently have plans to review N-Gage titles -
though in the case of the launch line-up it was 
decided that, since all the titles were essentially 
ports of exist1ng tttles, extensive reviews weren't 
necessary. Certainly, in spite of the low-key launch, 
Nok•a's determnation for the unit to succeed and 
the fact that revised models are on the way 
suggests that it's a format that'll be around for 
more than just the short-term. 

Within days of the Snk vs Capcom PCB 
being released, the game was dumped to ROM for 
emulatiOn. Also within days of Samurai Showdown 
Zero hitting the arcades the ROM was available. 
Edge's stance on emulation has been made quite 
clear over the last year. 

Emulation is important for the historical aspect 
of games as a medium. So the question is: are the 
above examples piracy, or are they historical 
archives for the future? Where does Edge draw 
the line? I'd like to see Edge put its money where 
its mouth is and turn all the previous copies of 
Edge into PDFs to allow future generations to view 
the historical importance of the old reviews. Allow 
younger readers access to the rare, out of print, 
and expensive older issues tor free. it's the right 
thing to do, regardless of what copyright law says. 
If Edge finds it so distasteful that game publishers 
try and re-sell older games in 'best of' collections 
why should anyone have to pay for back issues of 
Edge? Oh, and wherever you drew the line above, 
a month, a year, two years, that 's when little 
Johnny can legally scan the next issue and uptoad 
it. What do you think, s•rs? 
Vince Riley 

Edge has constdered the possibility of making 

I 
"What has Nokia done to deserve this? lt seems the general 
public, and the media alike, are unable to grasp the concept 
of theN-Gage. lt is not a traditional handheld console" 



back ISSUes avaolable 111 PDF format. but 
unfortunately certaon legalossues aF.ecting 
the nghts of edotonal contnbutors currently 
preclude the possobohty. 

Yesterday I watched 'Foghtbox' for the 
first time on 88C2, and whole I applaud the BBC 
for having a go at puttong Vldeogarrung 11110 the 
spothght, it does nothing for ma><JnQ VIC!eogames 
more acceptable on soc ety. The Show was oooe 111 

such a patrooSing matter, the comes:an:s "'ere 
looked upon as geeks (quote: "She has no ~e!" by 
one of the annoy1119 presenters • and Ulere were 
cheerleaders. If ot was on sornetlllng -<e crrv t'd 
be better, but sadly I can only say that we st have 
a long way to go before lhe telev•sion ondusm 
seems to take gaming seriously and not ·for kids' 
Bring back 'GamesMaster' any day. 
Ben Perkins 

Nostalgia can be a wonderful thong. 
Recallong bygone days and warm1ng your socks 

next to the memooes fireplace can lighten even the 
darkest of days. 

Rerrembenng the first tome you managed to 
sru the yaCht to the secret •s and in Jet Set \IWJy H. 
the tome spent searchng for the mythical traoler 1n 
Lunar Jetman. Fond memones. Harmless. 

But nostalgia can also be dangerous. Raising 
something to omnipotent status can muddle one's 
JUdgement. lt is on this respect that feel Edge 
should wope away the sticky residue that has been 
clouding its vosion for a good whole now. I refer of 
course to the score awarded to Mario Kart: Double 
Dash!! on E 131. I will skip the course that lellers of 
thos nature dogge<ty follow. namely rigtmng a fost of 
rfN!ew 'wrongs·. although must take issue With 
one. The fact the game has been deemed "very 
slow· Maybe your rE!Vlewers should go easy on 
the valium there are some lightning fast moments 
in the game and these balance extremely well woth 
the average cruising speed that, if it were any 
faster, would compromise the fine strategoc balance 
of the weapon system. 

I feel your judgement 10 this and many other 
cases is very often skewed, leadong to some very 
unfair review scores. No one would d1sagreo that 
Super Mano Kart in its first iterat1on was a sublime 
experience, but it should not be a standard for all 
future games to be judged against. Perhaps the 
liltle quirks in the first game that you came to know 
and love were viewed differently by other pidyers. 

The removal of the jump that used to pre-empt the 
dnft s 10 no way detnmental to the game. as the 

traco(S now feature many more undulatJons and 

JUmps. 5o what of there are no retnes? Get used to 
beorg a oser and use the remaning tracks to 
smarten up your performance. Get used to 
change. Stop living in the past. Do you really !honk 
Nontendo want to make a near replica of a decade 
old game? I applaud their decision to adjust the 
formula and contrary to your daft, anal rovoow, 
behave most of the changes to have resulted in an 
extremely playable game. I was late for work th1s 
ITlOrTllng because I JUSt had to bounce around 
Waluig 's Stadoum once more. I wasn't even tryong 
to n .JSI hav ng a tot of fun 
Adam Fox 

Edge IS glad that some readers enJOYed M<Jno 
Kar. Dooble Dash'! However, we didn t. Nor did 
many other readers, some of whorr actua 
OOOSidered our fE!V1ew score too generous. 
01 oourse we re right and vou ro wrong 

In accordance with 2 Gritr'ths letter 
E1Jiv do<'' ' hr, · s .., rent~ new 
aeas but that there sn : any 116\\ tec::tYiolog 

Many wil aosagree w- me stat.ng ttwlgs such 

as: "In 'hhal wa, does lhe tedYlOiogy of a N'ES 
compare ""tll mat o· a GarneCube?" W 's 
game 'ormats and platforms You aw'l buy games 
for PS2, Xbox. GameCube ano many c·ners and 
those are the formats and platforms of games 
Currently we have only one formatJplatlorm IOf 
consoles and PCs whoch 1s electroniC, but what ,f 
that was different. What if. by some wetrd tWISt of 
fate and technologocal discovery, the formats of 

The E131 cover. As if it wasn't already magnificent 
enough, careful experimentation reveals that 
applying to a wet surface adds bumpmapping 

biological consoles and games were developed, 

much loke those seen in Cronenberg's 'eXistenZ'? 
This may seem a complete fantasy, but !honk about 
it. In the '70S and '80s games consoles and 
arcade machines were something new. A new 
gadget that everyone could own and use, so the 
craze spread like wildfore and everyone loved 
playong vidoogames. In comparison. where we are 
now os a tectV'Ioklgocal void We've almost reached 
as far as we can go wtth electricity. s ocon and 

lasers to make grea: games 
Martle :n, next step os usong the electnclly 10 

the human system as power, the bram and tne 

expenences ot has 10 games. 1t sounds stupid and 
probably os, but ot 's a possobl:•ty. Thos fantasy may 
take years to develop but I can see rt being the 

future of games. 
Tyler Messer 

Leaving the latest Edge on a wet surface 
(for examp e a kotchen wOI'ktop wh le waiting for the 

kettle to ooO f<lf approximately 45 seconds makes 
the sillery-va11oshed areas blister and bobble 
giving a sahsfying bl.mpmap effect. You may want 
to expenment w :.'1 d :renng ~.ns o' ornmersoon 
and various quds ·ea cotee. ~·c 
Jim Le Fevre 

Re: 'Wonderful weird' n E130 and the 

Boong-fr' B- oc '9 !J8 machone. Judging by what I 
read on me back of a tOilet door on a service 
s-.a:.on on ·~ MJ near Readong, those "bleary­
e;eo lorry drivers" ke notr1ng more than poking 
' hongS up arses .. and I don't think they mit 
::hemseo es to plashc ones 
Chris Temple 

I have noticed that your lnbox section has 
been gertong smaller and S'llaller on recent ossues 
Is th s on purpose or are people wnting shorter 
letters these days? 
John-Paul McCann 

We just don't seem to be able to find the spa 

"What if, by some weird twist of fate and technological 
discovery, the formats of biological consoles and games 
were developed, much like those seen in 'eXistenZ'?" 
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