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Saying mass

A generation of games is being made with

e non-gamers foremost in mind. Where will it end?

ith gaming in the doldrurns in Japan,
WGC\.-'cic-pcrs 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
his recent Tokya Garme Show keynate,
Iwata-san said that today’s games are too
T | o g complex, and that gamers are getting bored
| with the lack of new ideas.

| Citing successful examples from

| | Nintendo's Famicom glory years, as well as
| | Pokemon; he questioned whether 21st
[ century games mest the tastes of 2003

| | time-constrained consumers,
lwata-san's comments seemingly reflect
| | unease within the Japanese industry. The
| ctaku of yesteryear are a dedlining force,
and most releases are in and out of the
| Japanese charts within a cauple of weeks.
The enly genre to gnip the public's

im

agination in recent years was bermani -

| now another fading force in Japan.,
s ) e S Reflecting this thinking at the show were
myriad atte
games. Tit

-grabbing peripheral-based
e Exciie Ping Pong 2-a

T standalone ping pong game with
i penpherals and an emphasis far rer 1
from, tically modelied p

re pertinently, Squer

gon C‘ué‘-S‘I r\':---'r‘:"--'. which t

suggest more than a hack an
the symbolism is clear. Hardo:

crunching is out. Waving your anms in 1
’ like you just don't carg 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 peripheral) §

reinventing itsell with, say, Namco's

[slhavinglthelbestidaylotimyliife

Pop idol takes 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”

ar Damashil, 2 weird yet easily
=ssible cross between Markle Madness
and a dung beells simulator. And while
ke games are big in Japan, Korean
MMGs are also winning fans. Yet
-25n's comments reveal the guestions
are being asked about gaming's
direction at the highest levels in Japan
[t’s 2 patent subject for a country that (in
trast to the west) sees its brightest
iing years behind it. Only last year
CESA, the Japanese trade organisation,
wamed that active game playing in Japan
was on the wane — despite the (then) stil
young 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 isclation works
against it. One speclacular example is its
shunning of Take 2's Grand Theft Auto Ifl,
the ultra-violent title loved from
Newfoundiand to New Zealand (created by,
of course, a Scottish developer) which,



The ubiquitous EyeToy games are dragging
gaming into the massmarket. It seems that
everyone wants to play them. Even Edge

< 008

when it finally went on sale last month in
Japan, nearly sold out publisher Capcom’s
(conservative) first shipment in its first
weekend. This sales rush came after leading
Japanese figures opined that the country's
gamers would not accept such a bloody
western creation.

GTAIN is a key title because it's popular
with both ‘casual’ and *hardcore’ garmers.
Another western title spearheading the
accessibility trend, EyeToy: Play, was also
developed in the UK, at Sony's Landon
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 time following it up
with EyeToy: Groove.

Joyous, novel and undemanding,
EyeToy is the definition of welcoming, and it
has encouraged some pecple to take their
first look at a game console in years. “There
have been stories about grannies playing
EyeToy, and very young children that play it
as their 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 EyeToy. And it's made life easier
for some gamers who can now show their
friends that gaming isn't all just shooting,
driving and sports.”

EyeToy is a beachhead in Sony's

attempt to expand the reach of
PlayStation2. Another London Studio
production, Singstar — officially an ‘EyeToy-
enhanced’ game — personifies massmarket
marketing even more, taking an existing
game concept (the soon to be ubiguitous
gaming karaoke) and bringing it to a wider
audience via a trusted, massmarket brand,
the nascent but potent EyeToy label.

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

Looking at ancther key genre that was

Milionaire? to PlayStation. "For this sort of
game, the design has to concentrale 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 shoshom 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' TV show, so we
took a step back,” Luckett candidly reveals.
“Wa analysed all the hooks for the show —
the competition mechanic, good and bad
singing, the judges and their idiosyncrasies,

“Joyous, novel and undemanding, EyeToy 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 first hooked
in non-gamers. Edge recalis, 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." Codemnasters' Pop Idol is
something of a doubla-whammy for
massmarket gaming, combining ever-
accessible audio and the bemani concapt
with a big name TV brand (and the
debatable delights of Simon Cowell). Some
may play games to escape such output, but
just as casual gamers have long prefermed
FIFA for its veracity, so it's likely that Pop Ido!
style titles will attract the massmarket
audience more than guirky one-offs in the
PaRappa mould.

“From a gamer's perspective, people
usually play games to fulfil their fantasies or
to immerse themsalves in the subject
matter,” says Andrew Luckett, head of
studio 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
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the hosts, how the contestants looked and
the comments they received, the choice of
50ngs — and realised that the right game
would be based around these hooks.
Deciding this enabled us to focus on
creating a pitch-bending mechanic.”

When the screeching-cat vocals of a
poorly-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 gimmicks was
the inspiration.

Indeed, Sony's abstract EyeToy: Play is
something of a departure. Western
putlishers have long equated massmarket
success with big licences. Pop idol may wel
make a nod towards traditional gaming (with
unlockable costumes and verses, for
examplel, but the Japanese picneers such
as Masaya Matsuura and Tetsuya
Mizuguchi released wholly original games
like PaRappa the Rapper, Vib Ribbon and
Rez to stand or fall on their merits alone.

Culture club

Unfortunately, as Edge has often lamented,
it's all too often been fall, Critical plaudits are
hardly mirrored by commercial success with
gither the hardcore or the massmarket —
despite the crossover potential and the
superficially simplistic gameplay. Still,



Mizuguchi-san ie 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 v

ether gamers get behind it

and spread the word.”

And far from believing in a distinction
or hardcore titles and
rmassmarket s, the creator of the rather
more blockbusting Sega Rally says that:
“every game has its potential for commercial
success. One sells very well, while another

WEEN CLirky

doesn't, | think it's important that confident

creators axpiore i
Rez's unigue blend of clubby
visuals, rhythm action and hypnotic self-
constructing soundtracks, it's easy
assume that Mizuguchi-san sees music as
opening doors to new audiences. But the
designer himself cites a more est
inspiration. "My

challenge.”

thing wh

wiorks in real t he concedes. "It puts
the world in motion. But what | like most are
the people who go to clubs. | find a lot of

inspiration in the link created between the

ts founding mantra

of welcoming all comers, club-culture has of

=

1 referenced before by game
opers - it's approaching a decade

de
since Sony's Wipeout, the first audience-
ake a cue from clubs.

broadening icon to
But depr
suggest gaming is on the back foot.

singly, recalling Wipeout does

With Wipeout, Psygnosis assimilated
the club vibe to dress up an unforgving 3D
arcade racing game. In contrast, titles such
as Pop Idol and EyeToy make clear
gameplay concessions to non-gamers, with
sase-of-control and 20 gre

s

accessibility comes first, and music seems a

path of
gamers to the medium
Alterr
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alres ) graphics

to notica

followed the ‘path of k

From Elite to everyman
ls massmarket gaming i
resistance for d
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lopers and publishers? It

certainly doesn't help to

these da:

You never kno
the trend next.

Having made his name ¢
the legendary BBC hit Elite, Is it
surprising or ironic 1o find David Braben's

a

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

Frontier Der 1ents releasing Dog's Life
~ SCUA imed at families and kids?

“The time is always 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 t
might interest them, especially if the industry

is to continue gro
“| think Dog’s Li
game, more relaxed

 is-a different s

doesn’t mean it won't ar
you and |, | hope.”

Already nomina
Dog's Lifeisas
Frontier to find a

e markel for its
) says that
ant part of

he also says it
L inan
dress, Braben
sy games "because
se2 new things.”

Be just becalise games are
market doesn't mean they are not
fun,” says Braben. “Elite in its tima

smarket. GTAlll is massmarket.

me

Cartainly, quirky features such as Dog's
s 'smell-o-vision" hark back to the
golden age of gaming that the jaded gal
often laments — yet one wonders what a
modern gamer would really make of those
Bbit Spectrum classics now. Perhaps
massmarket games should be ssen then

Massmarket
manufacturing: 1

Making EyeToy games appealing to
everyone didn't
London Studi
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Massmarket
manufacturing: 2
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not as the flowering of gaming’s atternpt t
reach out to new audiences, but as a
reminder of its recent history of isolation,
repetition and derivation.

Back to the future

"“We've always made games for the higher-
selling massmarket and not for ourselves,”
says another British veteran and chief
technical officer of Blitz Games, Andrew
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."

Cliver sees the industry’s massmarket
s part in it —as sheer
usiness pragmatism. Biitz deliberately
shifted towards making licensed games with
casual appeal, and Oliver says that, “the
reality now is that licensed, massmarket-
friendly games are increasingly the only
ones that publishers pay for. We'd love to

HiGasikeduuln rhatan AS0as S vas

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

be able to sell more onginal ideas, but we
also want to make sure we don't bhcome
another industry statistic.and leave 120
without jobs.”

to keep the wider
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 Xbax Music Mixer.

“As each new piece of hardware gets
more established it always ocpensup to a
progressively younger demographic as
everything becomes more affordable,”
agrees Oliver, “but there is de

In the 20
years that we've been in the business,

broader trend at work as well.

gaming has become much more accessible
and it's great that Scny, among others, is
trying to broaden that appeal even further.
We've also reached the point where our

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

It is certainly because | chose music as the theme
for my games. | don't know if you know Roger
Penrose, who defines music as the concept of
intuition. | would not go that far, but | think that
music has something close to the idea of
‘presentiment’. | love this idea very much. it is like
a form of language you need to handle. Like this
interview, most of our communications are made
using words. But with 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 myseif 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 for all' also focuses a game designer’s
mind on inventing new gameplay,

rather than relying on old game styles?

Of course, | think so but, in my case, | was
focused on music from the very beginning and
since a very long time in my life. It is nothing new
for me but natural. So when | made the first game
people saw a new trend coming out. When |
prasented my new title, Mojibribon, | remember
being told by the press about their concerns.
“Don't you think it will be difficult to export outside

Masaya Matsuura, game designer, NanaOn-Sha

Japan because it is too ‘original’, too ‘new'?" |
think it is important to lock back at the games of
the past and try to rethink your opinion about
them. | agree that there are lots of people around
me being very nostalgic toward 8bit gaming. it is
like a trend, or maybe it's really profound,

Anyway, | have also noticed that they are not
necessarily nostalgic about key major titles of that
time, like the mighty Super Mano Bros, but they
are more involved in minor titles. | mean rare fitles,
the ones at a premium nowadays. I'm pretty sure
that in the past these titles were anything but
exciting to these nostalgic users. 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? | think that
understanding this paradox may give you the
answers or some of them to the present situation.

You know, | don’t have any experience of the
Bbit era of videogames, so 1 don't feel any
particular nostalgia. The only references | have are
music and movies. | don't know if thisis
appropriate, or if it makes any sense, but recently |
was thinking that any medium that allows you to
replay some form of memory can be compatible
with nostalgia.

3. All your games - perhaps even Vib Ribbon -
have a great sense of humour about them. Are
such ‘comic’ elements something that are

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

| think so. | always keep this inside my heart.
Humour is important because it can solve
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, | den't know
if that makes sense, but a person is different
yestaerday and today. Having said that, | feel a
strange sentiment. it's like | 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-gamers into gaming?

| 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-handed. This may explain why my
games may look a little bit funny, crazy. | mean in
this world, and Japan is no exception, left-handed
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 EyeToy?
I’'m trying hard on this, but | 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 family will get involved."

Dead weight or massmarket?
Gamers growing up, growing old, or dying -
what does massmarket gaming really
represent? It can even be argued that there
is no such thing as a massmarket, and that
the label Is little more than a marketing tag
used to describe the aspirations of
publishing executives.
Comparing a family-friendlly licensed
title's 250,000 sales with GTA:Vice City's
muiti-milion unit shifting does lead Edge to
wonder exactly what massmarket means: is

the hardcore first with the casual last.
Besides, massmarket Innovations can bring
benefits — Sony has bean dropping hints
that an EyeToy-like device might be built into
PlayStation3, for exampie (see p14).

“The rise of massmarket gaming is not
different or separate from the nse of
gaming,” reckons Sony's Jason Fitzgerald.
“Look at other media - everyone listens to
music occasionally and some pecple talk
and read magazines about it, everyone
watches TV and some people read
magazines about that too, or tape their
favourite shows. It's not just a games thing.

“When everyane is playing games and
you can talk to frends of all ages, including

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

it the games that sell to a bigger audience,
that appeal to a wider audience, or perhaps
that look toward a different audience
altogether? Are, then, massmarket titles like
EyeToy and Pop Idol more like a new genre
than just a new direction, to be categorised
alongside driving games and RPGs in the
industry's ledgers?

A useful clue comes from the rise of
‘kicdie gaming'. The launch of Teletubibies
on PlayStation in 2000 was a surprise after
years of careful brand paositioning from
Sony, but it made sense — the consoles had
been passed down in families. Three ysars
on, the PSone Top Ten full-price charts are
dominated by dancing games and licensed
cartoon adventures, but the PlayStation
- budget charts, while also featuring dancing

games, boast more games like The talian
Job and Spider-Man. While hardly

More comfortable for the hardcore is
that & new generation of consoles Is at most
three years away, and while they will surely
be aimed sver more fervently at ‘conquering
every living room’ (ust as Sony’s upcoming
PSP is a media device aimed at every
pocket, gamers or not) format holders will
hardly abandon building an audience from

female ones. about which game to rent from
Blockbuster instead of which movie —
without people thinking of you as a geek or
nerd - than games will be massmarket,” ha
continues. “But importantly there is nothing
inevitable about the continued evolution of
gaming into a mass media. Game makers
have to be pro-active and innovative.”

It's a sentiment echoed by Oliver.
“Products like the EyeToy and the dance
mats have done a great job at capturing the
interest of the more casual gamers, but the
real catch is kaeping their interest with a
more in-depth gaming expenience,” he says.

And, to return to lwata-san’s musings,
where does this leave Japan? As Edge
finishes this article, the UK All Formats Top
40 for the end of November reveals ane
message. Rather incredibly, of the 40
games, only six titles — Mario Kart: Double
Dash!!, two Pokémon titles, Dancing Stage
Party Edition, Pro Evolution Soccer 3 and a
Gran Tunismo title - weare developed in
Japanese codeshops.

Compared to even two years ago, that's
almost unthinkable. With its mix of hardcore,
our Top 40 must look alien to distant
Japanese executives. Whether westem
developers and publishers can build on this
unusual lead - and whether gamers will
ultimately benefit or rue this direction =
- remains o be seen. =
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N-Gage hacked

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

N-Gage software was shown running on the
Siemens SX1 on the Club Siemens website,
though the news story was later removed

012

here was bad news for Nokia last
T month, as reports emerged that the
security measures preventing N-Gage
software from being ilegally copied have
been circumvented, barely a month after the
Emuiltimilion launch of the device on
October 7, The mobile handset
manufacturer appears to be leaming the
difficulties of entering the gaming hardware
markat the hard way, having been forced to
fend off crticisrm of the design of the
gamedeck prior to its launch, and

Second, the cross-handset compatibility of
N-Gage software might eat into ravenue
from hardware sales, since according to
hackers the games can also be played on
other devices running the Symbian
operating system, such as handssts
manufactured by rivals such as Samsung
and Siemens, as well as Nokia's own 3650
and 6600 models.

A Nokia spokesperson confirmed the
reports, stating: “Nokia has Investigated
rumours 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”

accusations of less than stellar sell-through
immediately after (see E131).

The news broke on Club Siemens, a
website devoted, unsurprisingly, to Siemens
handsets. The article in question showed
mctures of a Siemens phone displaying
Nokia's N-Gage logo and running the
SenicN game. The piece was later removed
al Nokia's behest.

The problem for Nokia is twofold. First,
the circurmvention of the secunty measures
faciltates the possibility of downioading
N-Gage software from the internet and
storing it on a blank MMC card, eating into
Nokia's software licensing revenues.

N-Gage game cards has been 'cracked'.
We have found that some of the copy
protection mechanisms of some game titles
have been disabled and the games made
available for download on various websites.”
The company was swift to clamp down
on websites offering pirated N-Gage games,
and pledged its commitment to improving
securnity measures in the future. “We take
these types of intellectual property offences
very senicusly. We have initiated an
aggressive program 1o stop the individuals
and/or entities that are behind these
intellectual property violations. Nokia will
work in cooperation with ISPs, auction sites

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

and the relevant authorities to pursue all
actions and remedies available to stop this
llegal activity. We are also working to
continually develop our copy protection
machanisms to make it even more difficult
to do this in the future.”

Although every videogame hardware
marufacturer has had to contend with the
dewviousness of pirates, the speed and ease
with which the N-Gage has been cracked is
undeniably unfortunate - particularly since
imminent competition from both the PSP
and GBAZ looks sel to provide obstacles
to Nokia's ambition of seling nine
million units by the and 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 Gametrac (above) is scheduled for release in the first half of next year, and ls currently in

development in the UK, though its multimedia focus may p initial

head of the launch of Sony's PSP, and

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

First, thers 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, a UK-developed
handheld with a similar multimedia slant.

The Zodiac is the brainchild of a group
drawn from Electronic Arts, Apple and
Palm, including some of the engineering
executives behind the onginal Paim
products, and is currently only available
from the company’s website
{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 partable
gaming. Navigation of its menus isviaa
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 BAM and priced at

et enthusiasm

$400, or £230). Tech specs are reasonably
impressive, boasting a 3.8B-inch high-
resciution screen that the manufacturer
claims is four times the resolution of the
N-Gage or Game Boy Advance. A Motorola
.MX1 ARME processor beats at the heart of
the Zodiac. and is optimised for Bluatooth

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

of Darkness and Neverwinter Nights, plus a
variety of retro packs, including
Commuodore 64 Classics, Atan Retro and
Sega Genesis Classics.

The Gametrac, meanwhile is a UK-
developed, Windows CE.NET-based device,
which has recently been given a

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

functionality, An ATl Imageon graphics
accelerator, capable of delivering advanced
2D visuals, and the FatHammer X-Forge 3D
engine take care of the graphical side of
things. The analogue controller supports
vibration effects, while Bluetooth enables
wirsless 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
bundied with two games, Stuntcar Extreme
and AcidSolitaire, though the forthcoming
line up of titles (which are priced at up to
$30, or £18) includes a 3D version of
SpyHunter along with Doom If, Duke Nukerm
Mobile, Lara Croft Tomb Raider: The Angef

EDGE

promotional weabsite at
www.gametrac .comy/ogilvy/index.html

Although it has yet to actually go into
production, the finished product will
apparently feature a large colour TFT
screen, SMS text messaging, MP3S music,
video playback and will sport a built-in
digital camera. And, like the Zodiac, it's
also Bluetooth-anabled for wireless
multiplayer fun.

The company behind the device, Tiger
Telemnatics, has already negotiated a
Smutti-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 o‘rfer
it at a discount.




EyeToy offers a shot at game design glory

Sony gives budding game designers a chance to design
a minigame for the next EyeToy instalment

aving already set impressive new
H precedents for audience accessibility
and massmarket participation, Sony now
intends to use its USE camera peripheral to
involve gamers at an even more hands-on
level. Buiding on the phenomenal success
of EyeToy: Play and EyeToy: Groove, Sony
is running a competition that will give
gamers the chance to design an EyeToy
game via Its website, www.playstation.com

The competition comes just a short
while after Phil Harrison revealed that
EyeToy functionality looks set to be included
as a matter of course in future successors
to PlayStation2. He recently told the
‘Australian Financial Review' that future

“Future generations of the PlayStation could
include EyeToy-like capabilities by default,
allowing them to read facial expressions”

generations of the PlayStation could include
EyeToy-like capabilities by default, allowing
them o read the facial expressions and
hand motions of players.

And although it sounds smacks of
Tomarrow's World'-style futurist optimism,
he even offered the speculation that
emaotion-sensing software might use the
nput of an EyeToy-style camera to 'read’
human moads, offer TV viewing
suggestions based on the result. “EyeToy

e . N
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As news emerges that EyeToy will feature in
the design of future generations of
PlayStation, Sony's design competition
couldn't have come at a better time

was a signpost for things in the future,”
Harrison 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
extrapolate players’ eye movement and
gestural recognition, mare complicated
finger movement, and the logical next step
from there is to deduce from a person's
facial expression and demeanour what their
emotional stata is,” Nevertheless, such

iy

technology won't be available till at

least PS4, according to Harrison, “It's
within the realm of technical believability
today, but it reguires a supercomputer to
doit," he said.

Log on and win

Those who only have access to more
meagre computing power can log on to
wwwiplaystation.com, though, to enter the
company’s EyeToy design competition. A
design template and set of design criteria
available from the site specify the
constraints within which games need to be
designed. Entries need to be submitted to
playstation.com wvia email or post before
Monday January 6, and will be judged by
SCEE's London Studio, the creator of

the Eyeloy series.

The winner will win various Sony
goodies, including an LCD TV and home
cinema system, while ten runners-up will
sach receive a copy of EyeToy: Groove. In
addition, the winning entry will be
prototyped by the ByeToy team, and could
be on the next EyeToy: Play compendium,
EyvaToy: Play 2, due for release in the fourth
guarter of 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
www. playstation.com



Climax prepares for next-generation hardware

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

K developer Climax has unvelled a recent motorsport titles, including MotoGP, Blimey 2. Apart from this, the new engine =””mm""uuw"mmm|m“mm"mm“um""m
game development engine aimed firmly The ftalian Job; LA Heist, and Rally Fusior. has been revamped In preparation for PS3, [Il!l'fllllll I
at the next generation of gaming hardware. The developer, who won the prestigious Xbox2 and PSP, and features various
Blimey 2 was created by the company’s Grand Prix Award at the recent '‘Develop’ enhancements and improvements over its
Core Technology Group (CTG) to supercedes magazine awards ceramony, is among the predecessor. Some of the features include:
Biimay 1, which is the crossplatform first to go public regarding its preparations advanced particle systems and character
technology behind all of the company’s for the potential successors to PlayStation2, animation, optimised four-pass rendering,
Xoox and GameCube, and has highlighted state-of-the-art sound rendering, and full
the modular architecture of its fully cross-platform online support, which
crossplatform engine. includes support for various APls, such as
One of the great strengths of the original Gamespy, Xbox Live and SCE-RT. It also
Blimey engine was tha speed with which it features the DYNE2 physics library,
could be used to tumn around development advanced Al for all racing games, and
proiects. One raason that Cimax has greater control over fine tuning
managed to ride out the prolonged period “Blimey 2 is more powerful, more
of adversity that's affected the rest of the adaptable and it keeps us ahead of the
independent development scena in the UK competition,” rackons Karl Jeffery, Climax
is the fact that the company has been able CEQ. "We've glready got games in
to produce work-for-hire to part fund its development that are using Biimey 2. We're
MotoGP was built on the Blimey 1 engine. more creatively ambitious tiles, its a ready now for PS3, Xbox2, PSP and
replaced by its next-generation sequel charactenstic that's also set to distinguish any other next-generation platforms.”

Recently Reviewed
{Edge brings you & rundown of iast issue's raview scores.

Broken Sword lii: The Sieaging Dragon % PC | THG g
Prince of Persia The Sands of Time I PS2/PCHboGT Ublsoft In-house 9
Amped 2 Xbax ' Microsoft Game Studios:~ Inhouse 8
Atsumare!! Made in Wario <o} | In-house 8
Hididen & Dangerous 2 PC Teke 2 Interactive Tusion Softworks 8
Metal Arms: Glich in the System Xoox/GC/PS2 Vivendi Universal Swingin' Ape 8
Secrst Woapons Over Normandy PSZ/Xbox/PC LucasArts Totally Games 8
Tha Lord of the Rings: The Retum of the King PS2/Xbax/GC. ‘Bectronic Arts In-houise a
Beyond Good & Evil PS2/GCXbox/PC Ubisoft In-house i
Bombastic I Ps2 Capcom ScE 7
Cail of Duty B PC Activision Infinity Ward 7
Crimson Skies. Waﬁmdaum Xbox Microsoft Game Studios In-house T
Nesd For Speed Underground PS2/GC Xoox/PC Electronic Arts In-house 7
Project Gotham Racing 2 Xbox Microsoft Game Studios. Bizare Creations 7
True Crime: Streets of LA PS2box/GC ‘Activision Lucofiux 7
‘Grabbed by the Ghoulies Xbox Microsoft Game Studios Rare &
SWAT, Global Strike Tearm Xbox/P§2 Vivendi Universal Argonaut 8
Tom Clancy's Rainbow Six 3 Kbax Ubisoft Red Storm Entertainment 6
Warld Rally Championship 3 Ps2 SCEE Evolution Studios 8
Judge Dredd: Dredd vs Death 1 XboxPS2/GCIPC Vivendi Universal Rebellion 5
Mario Kart: Doubile Dash!! GC ‘Nintendo In-house )
Macal of Honor: Rising Sun PS2/XbOX/GC Electronic Arts In-house 5
Tony Hawk's Underground Xbox/PS2 Activision Neversoft ]
The Tempie of Elemental Evit A Classic Greyhawk Adventure PC Atari Troika 4

Prince of Persia TSoT
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Tra'cking developments in developme-ﬁt

Marking the differenc

Morpheme's MorphMark benchmark reveals the
hidden gaming performance of mobile phones

e

=

WWW.MOre

Nokia’s first consumer smartphone,
the 7650, provides the baseline

performance for the MorphMark test.

Its performance is rated at 1,000
units for each test

1
i

A

rom GSM to WAP, SMS, Java,

BREW and GPRS, it's clear the
mobile phone industry is fundamentally
driven by technology. The result is a
fragmented market, in which handsets
from the same manufacturers suffer
from inconsistency.

It's proved to be a nightmare for
any software companies whao 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
sizes, colour digplays and button
And it's more complex behind
Although m
phones use a version of Sun's Js

layouts

the sc

European

programming language called J2
(Java 2 Platform Mi fiti

mobile developer Morpheme to take
matters into its own hands. it's created
MomphMark, a neatty-named
benchmarking system, which can
provide performance ratings for phones
running J2ME applications.

"Our problem was we saw such
varying performance from handsets —
not only from different handset
manufacturers but across the ranges of
handsets from those companies,”
explains Morpheme managing director
Matt Spall. “Sometimes changss
would be even evident on revisions of
the same handset.”

Scrolling Tiled
Background

Eenchmarks
VI |
Eorward-i,oap 32 ms
everse—Loop 31 ms
Maths: 46 ms
Arraycopy:. 16 ms
Array Access. TG ms
Yector Ops: 47 ms
0Obj Inst.: 94 ms
Array Inst. . 15 ms

MIDP Primatives 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, while the Java Virtual Machine tests are more mathematical in form

graphics and

then rates the

and thus provides the be
example, Nokia's 3510
300 on the basic Java te
the graphics test, demc
multimedia-focused

es only
but 1,100 in
ating the

S good

graphics but poor gaming
performance. This allows devslopers to
see which Java games are likely to
work well an which devices, before
they start the gly expensive

task of porting code

Setting standards

o

urers are

yral handset manuf
already evaluating MomhMark, and

e it will

Spall is hopeful that in t
become the standard package for
ormance testing.

anutacturers 1o tune
the performance of their phones
and hopefully create better devices
lor playing games on,” he says.
Don't expect to see it avaiable at
your local Camphone Warehouse
though. Unlike the grown-up
versions for PCs, MorphMark is for
professional developers ¢
After all, vou can't yet overclock
mobile phones

" Mokss TRAD 4 48

0 Mok 7850 (31D
Motis W50
Nodaw T210

W Mokia TZE0

B Nrdos 3810

W Sharp G40
&E ToD

W Motorols T720

il

Geaphics Tests

dava Vitual RMS Tests 10 Tasts
Mactine Tests

Test criteria

The results of MorphMark shown over a range of
tested phones demonstrates the different levels of
performance between seemingly similar handsets




www.babelmedia,co.uk

First it was localisation, then quality assurance; now the new string in
Babel Media's bow is Planet Testing, its online beta testing service

s

0 CO

hile PC developers have always had

to deal with

High-profile 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,
particularly for the smaller publishers. Babel Media hopes
its Planet Testing service will be their preferred solution

that local ISP is having
cting to your game?"

xplains Ben Wibberley, bu

o

with vanous connections and getting

development di FCiING quaiity bug reports back from these
1 the US. Problems in the testers.” he continues. “At the moment,
The driving force behind Planet compounded by the feedback a lot of comparies get
Testing, the company's new onling the fact that game & aflowed 1o from their beta test teams seems t
gaming beta test service, Wibberlsy connect their PlayStation2s vis be fimited 1o, '1H15 gAm3 sux,’ or,
says Babel's experience in localisation broadband ISP, creating myriad local 1 wanna play Q3A d00d." What we're

and quality assurance testing

proposing is using formalised online
ar e internal

ensuring we get usefu

Local knowledge feadback from our testers and help our
And 3 where Babel's extensive client improve their products.”
Testing, testing... exparience with QA and localisation It’s not glamarous work, but at least

Based in Brighton, but with a large will really © Idi
3sance in India, Babel is prep

& chi by Dulidr

ome into play. "Why wol
massive amour

Planet Testing should ensure better
online garming, as well as adding
another revenue s!

Asked how valuable the

already “Our focus with Planet Testing is
for one

(Wibber

dealing with varying numbers of pla
connecting across multiple teritories

wap axires
3 until the tim

We bebeve that time is now," Wibberley

enthuses, "This Christmas, a lot of the
big PlayStation2 titles finally have online

components, but | can guarantee nexl

r, pretty much every game will have

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

ntema
few of which have the capability to test the robustness of online games over a wide variety of conditions
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2. Green thumbs

Holland: It's certainly an intriguing idea — a Dutch society trying to
push greenery at Edge to enhance its favourite recreational
activity — but Edge is rarely fond of press releases that start with
baring shock tactics. “Prolonged playing can cause concentration
loss,” claims the... Um... Sony, where was Edge? Oh yesh: “And
stress,” Well, bloody great! Here's Edge trying to get a magazine
done, working all the hours God sends, and now it has to wade
its way through dul, identikit PR briefs. Briliant. Bloody briliant, “if
you or your little game-player can't be persuaded to stop
interacting with 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
it lost its favountte foliage in the last-office-move-but-cne.

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!” Mare super crass than super grass,
really, but it's & sound encugh concept.

Go to www.plantsforpeople, org for more info.

e Dolby keeps you alive

UK: Fed up of being fragged by a sneaking Covenant trooper or
run over by an unscrupulous low-life driver? Luckily, 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 encyclopaedic '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 strests. An Edge-selected irepressible jury will
determine the winner (note: both content and sequence matter),
Visit www.dolby.com/edgecomp for all your entry needs.
The closing date is January 31.

Soundbytes

lising’ ties in with our marketing

d sticks to the theme of blood
iage which is consistent throughout
the Gladiator video

Acclaim’s commurications announces plans for adverts that
dnp paint-cartricge blocd onto the strest

“Amazing job everyone. It was an
unbelievable task that was completed.
| bow to you on this accomplisment and
will let you bath in the glory you have

achieved on this da
EverCuest player Altazar ¢ ulates tree of e game's top guilds
an managing 1o kil the ‘unkilabie" Kerafirm in a three-hour battie

“0.22a + 0.17f + 0.153n + (0.12
+0.1s + 0.09¢ + 0.06d + 0.054|

+ 0.011¢c = pfg”
Banry Eldridge, creative manager for toyshop chain Tha
comes up with a formula for the perfect fami
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Blocks are cum
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Unobtrusive and efficient, it's how online gaming should be

do stuff > People who just whine

Pe

All Edge wants for Christmas is Halo 2 preview coda

ding those dreary months in January
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Continuing the Mortal Kombat tradition of concealing terrib

Because it's truly,




Japar: If proof were needed that Japan leads the
videogame industry when it comes to naming its
games, then look no further than the latest Wik
Arms title: Wikd Anms Affler Codie F. Bless.

CO40.RPG
Pl B

oy Al

The PS2 logo makes its usual appearance. Then the
Ennio Momicone-esque music begins. . ’

Authors: Brad King and John Bordand

Publisher: Osborne
ISBN: 0 07 222888 1

RuleyofPlay [

...much to the concem of children clinging on to
their mathers, the look of sheer termor in their eyes.

Authors: Katie Salen and Eric Zimmerman
Publisher: MIT
ISBN: 0 262 249459

coherence isn'l helped by dual at

concentration on busines:

s Rules of Play

Site: ZX Spectrum Games

i | Cut to hundreds of “people from the wild lands”
| awaiting their tum to traumatise children.

W

Whien it comes 1o design, Edge believes trat Jess
is more, So, evidently, coes Jan Bobrowski, whose
Spectrum games page s elegant in fts simplicity. it |
| does not offer a complete history of Specinum |
games, or a record ol the time. Nor does it provide
the foundations for a community, or any kind of
analysis. |t just gives you the chance fo play the
best of the games using a Java-based emulator, |
<asper. No news, no popups, No-ads, No updates,
just a web browser, Jet Pac, and you. And that’s
how it shoukd be, because, yes, less & more.




t's been a funny old month in the crazy world

of computer game gossip! It may have been a

seasonal holiday around the world, but things
don't stop moving for Chnstmas in this industry,
lolks, Il anything they get busier, so let's hope
Santa doesn't deal with videogames — RedEye
thinks it might be bad for his ELF! But seriously,
RedEye's phone hasn't stopped ringing with
rumaours, gossip and all manner of delightful
digital shenanigans. It's no wonder he's called
REDEYE ~ he's been up so late fielding calls
from those ‘in the know' he has RED EYES!!!

S0, on with the show, as thay say. RedEye

hears tales that Pater Molynaux’s new game is
going to be a corker! It's been in development
for several years now, which is almost as long
as his last opus Black & White, but things ans
twice as secrel, In fact, you could say things
aron't as “black and white" as they appeart The

game Is called Ooh, Dimitri! and will be released
some time in 2006. By which time we'll all iive
on the moon - just ke the creatures in the game
Peter first made his milliens from, Lemmings!
Talking of little animals, Sonic the
hedgehog's comeback is super, isn't 7 In fact,
you might say it was super, .. Sonic! It's one of
the: fastest videogames this old hand has had
the pleasure of playing, which is why RedEye
was delighted to hear that Sonic Team are
working on another sequel, dus out in 2004.
Called Sonic Adventure: A Talke of Two Tails, the
game will combine fast running seguences with
the ring collecting Sonic Team knows we all
enjoy. Well, RedEye knows RedEye does. Don’t
you, readers? Something to think about, there.
Did you know there's a cheat in Mario Kart:
Double Dashi! to uniock Sonic? Weill there is! Or
is there? Nol Just kidding. RedEye loves that
game, and he can't understand what sort of
know-nathing fools would score it anything less
than 97 per cent. If RedEye had to draw a
predicted interest curve, as magazines liked to
do back in RedEye's day, when it took more
than a suitcase full of drugs and an all expenses
paid trip to Redmaond (wink, nudgs, you know
whal RedEye's trying to say) to buy a review, it
would go through the top of his monitor, and

A

then right into space. That game suro shows the
genius of Mr Miyamoto-san — it's worth an extra
two points just because of the characters! Oh,
Bowser, you imepressible lizard, let's see how
you team up with the delightful - and sexy,
readers, night? RedEye knows RedEye would -
Princess Peach. That game IS a peach, isn't t?
Just like Halo. RedEye hears that Bunjee
Studios aren't just working on a sequel to the
firstperson-shooter-ubier-classic, but that they'ra
waorking on a TRI-QUEL at the same timel Only
this won't be avallable on your normal lean
green whiring machine, no way Jose, so you'd
better get saving. Halo Il ('l means three’ in
Roman numbers) will be the launch game for
the Xbox2, and Microsoft hopes it will have the
impact of the first ring adventure. He better be
careful — Sonic might mistake the world for a
REAL ring and try to coliect it! Seriously, though,

REDEYE

ys look at the videogame industry

you heard it here first, Ch, and by the way,
regarding the Xbox2 — there are some big
announcements to come regarding that
bouncing baby, so expect some serously HOT
press conferances. RedEye can't say much

‘must-have’ triple-A titie of 2004. in these
uncertain times it's good to have some home-
grown success, so BedEye says: “Good on you
chaps,” and: *Well done to all concemed”. Now
how about that suitcase full of drugs and
money! Just kidding guys, it really is a good
thing to have done.

What do you think of all this bullet-time
nonsense? RedEye was playing Activision's
BRUTAL True Crime simulation game the other
day, enjoying the rap ‘vibes' and chiling on the
streets of LA, as you do! But when he came to
shoot a pedestrian in the face he was surprised
to see time slow down. Now, excuse RedEye for
a minute, because he knows he isn't a game
developer and has never killed somecne in the
street before, so comect him if he's wrong, but if
you shoot someone in the face things don't go
slow, do they? What's THAT all about? In fact

bullets travel very fast. It's not very realistic,
particularly when you consider how pawerful
‘the power of PlayStation2' really is. So, explain
that, Activision! But thanks for the game, guys,
It's quite 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 gaing to be involved with the
second generation of Microsoft's attempt to

invade your living room but just because it's you,

here’s a hint: IT'S A-ME, MASTER CHIEF-IO
Don't tell anyone though - this news ison a
strictly need to knintendow basis. Just belween
you and RedEye, okay? Great.

On a different subjec!, RedEye received a
top secret emal from & well-known British
developer the other night, a heads-up on his
new secret project, which apparently has just
been signed to a big-name publisher. Pariaz-
vous Francais? RedEye thinks ha might now!
Anyway, this game will be “a survival harror

action adventure” with “unique puzzie elements”

and "a gothic flavour”. There are some big
names signed up for the soundtrack and voice
acting already, so it looks like this will be THE

My goodness, is that the time? Looks like
we're almost out of space for this issue, but just
time fo provide you with a few morsels of lewd
and rude gossip, hot from the tongues of the
games industry’s most inside insiders. Which
‘extreme sporis’ games publisher has a
reputation for ‘extreme WATERsports', forcing all
developers 1o enter a "pissing contest” for
contracts? Which magazing is actually written by
work experience boys while the staff enjoy lavish
spa-side treatment in a male massage pariour in
south London? Which ‘bone-idle’ industry
figurehead wears nylon tights beneath his smart
suit trousers? Ooh, RedEye knows, but he just
couldn't possibly comment!

RedEjye is a veteran videogame journalist. His
views do not necessarily coincide with Edge's
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o there | am, a crack SAS mar in WWI,

fighting for the triumph of good over evil

behind enemy lines. I've got rifles and
explosives, grenades, binoculars, all the gadgets a
rnan could want, And |'ve been through the training.
I'm pretty deadly. Except for one thing: mysteriously,
my training featured no instruction at all in unarmed
combat. | need to take out an enemy silently: can |
strangle, choke, punch or othenwise render him
unconscious with my bare hands? Can | hell. | am,
apparently, incapable of even trying. | could use a
krife, but a bloodstained uniform is no good as a
disguise. So, absurdly, | have to make myself kniown
to the enemy, hoping he will surender. Tricky
business. Cue much quicksaving and reloading.
Sigh. So much for being hidden and dangerous.
Visible and dangerous? Sure. Hidden and impotent.

It's moments fike this that make you ask ‘why

should | bother?' Hidden & Dangerous 2, for all its

terrific atmosphere and ergonomically pleasing
system of giving orders to your troops, just refuses
to give you adeguate tools to do the job. No stealthy
knockout move and no way to shoot aut ights. It's
like GoldenEye, Metal Gear Solid and Spiinter Cell
never happened. | don't think it's unreasonable fo
complain of these absences, in the way it would be
unreasonable to complain that Soul Galibur Il doesn't
let you use a machine-gun to mow down those
pesky Berserkers in the dungeons, because H&D2
trades on an illusion of realism and it can be
non-functional, painted-on doors are predictably
imtating, but the absurd imitation of stealth is nearly
fatal, making a mockery of the game's name.

By not allowing an obvious and well-tested core
component of stealth garmeplay, H&02 makes iself
more difficult. Now, to complain about the game in
this way might invite derision: there is, after all, a whiff
of stale-sweated machismo about discussions of
difficulty in videogames, an intiration that if you ever
find a game too hard you are not *hardcore’ enough.

Why w‘tl]ustta}@H&D2mﬁsomtenﬂsand
beat it? Because | regard this species of difficulty as
arbitrary. It's like being asked to dig a grave with a
teaspoon: no interesting challenge results.

The answer is that | would finish HED2 if | could
be botherad. The fact that | can't be bothered is not
because | am a jaded old hack, but becalise

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 | finished it. Ditto Halo on Legendary:
however tough the going got, it was always a
spectacularty exciting experience.

Too many contemporary garmes are too difficutt
in ilogical or just uninteresting ways. And for various
psychological and commercial reasons, | believe
some of those ways are now past their sell-by date.

Primary among them is forced memorisation, a.
traditional demand of the ‘old-skeol’ videogame:
memarise attack-wave patterns, memornse the
location of guards, memorise crumbly platforms, and
50 on, Many indisputably great games have been
engineerad around this paradigm: [-Type, Frince of
Persia, etc. But now that videogames sesk the
rewards of a mass market in order to justify their
stratospheric development costs, | don't think they

Steven Poole

‘can rely on this paradigm much longer. The average
adult occasional gamer is simply not willing to put in
the time and effort required to memorise one
arbitrary videogame system, And why should he?
It's different when you're 12, but when you're
grown up there are all sorts of interesting things you
could be learning instead, Personally | would like to

Adaptive difficutty levels are nice in theory, but rarely
well implemented, often boiling down to makinggou
dao the same tedious shit but with more medipacks.
Perhaps the priority of difficutty levels should be more
often reversed: Easy mode should be the default
design basis, with extra challenges added for the
more adventurous, But the more imaginative solution
is to make the gameworld so compelling and
versatile that there is something for everyone. GTA:
Vice City is a quite superb example, a true crossover
game that is credible to the core videogaming
knows how many PS2s by itseif.

Now doubtiess 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, fun with radio-controlled cars,
baseball bat kiling sprees. And that's just fine.

Maybe more videogarmes should offer

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

“Videogames are going to have to somehow solve this problem of
providing a challenge while not alienating the occasional consumer”

memorise more French words, and various lines of
the Sozin-Velirmirovic attack in the Sicilan Defence.
YYou might want to memoarise a Linkin Park guitar riff,
or some Shakespeare solloquies. Whatever, With all
these competing dermands on our synaptic
connections, is anybody but the most hardcore
wiling to memorise the behaviour of clumps of
pixels? If Viewtiful Joe were one iota less staggeringly
beautiful, | would probably have given up on it for
this very reason: its old-skool by-rote gameplay is
pretty unforgiving. The one place whers
memorisation is stil justified is in the racing and
driving genres, and that is because memorisation of
racetracks or snowboarding courses is central to the
activity being simulated. (F-Zero GX: you're worth it.)
To evolve, games are going to have to somehow
solve this problem of providing a challenge whils
not alienating the occasional consumer.

EDGE #7130

people will want to sit guietly in a comer building
incredibly intricate sandcasties while others will just
want to roll around and have a laugh.
If you can make both things possible in a game,
you'll prabably have a smash hit on your hands.
[tis true, however, that quest games are always
likely to need a beginning and an end to the quest,

-and the joy of exploring and progressing through the

strange new worlds is doubtiess to be further refined
and expanced.

| just have three requests: give me the right tools
to do the job, alow me to react rather than always
have to rely on knowledge gained through failure,
and make it fun along theway.

Steven Poole is the author of ‘Trigger Happy:
The Inner Life of Videogames' (Fourth Estate).
Email: steven_poole@mac.com
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fter a fow sentences of this | know your

reaction will be: “Oh nol He's talking about

dnnking again!” But really, I'd ke to speak
here about something to do with the relationship
between alcohol and videogames,

Actually, this wasn't the first thing | thought of
writing about — initially | thought | might talk to you
about tobacco and videogames, but tobaccoisa
particularly sensitive subject so | decided to
choose alcohol instead. I'm not saying that alcohol
is not sensitive for some people, but | thought
lobacco was more problematic.

And besides, there is a very pertinent analogy
I'd like to draw between the design of successiul
videogames and my own lifestyle.

First of all, | would like to say that | have a few
rules when it comes to drink. Yes, I'm a fitle bit of
a maniac! | drink almost every working day.

During the weekend, Saturday and Sunday, |

completely instant reaction. Sometimes | think,
"Oh, today it's gonna be okay! I've had some wine
and...” And then | feel it. No, it is not okay at all.
Wine Is never okay,

I've had everything, from the very cheap ¥500
bottles to the terrbly expensive ¥100,000
Romaneconti, but it is always the same. | just can’t
enjoy drinking them in the way I'm supposed to.
Maybe my body Is simply not made for wine.

5o when | get a bottle of good wine, | usually
give it away to friends.

Oh yes, and then there s another rule. When |
drink, | don't eat. Never. | can’t eat and drink at the
same time — not biologically, as that would be
somewhat difficult having only one throat - but
also in terms of mixing the tastes.

It just seems wrong to me, to mix the very
different flavours of food and alcohol.

| watch people enjoying eating meat and

vAV OUT

can honestly say that | never drink, or at least that
it is very rare for me to do so.

Why? Well, | don’t enjoy drinking alone. It's not
a very enjoyable thing. OK, I'll admit that it
happens sometimes, but when | do | start to think
about things, and | don't really lke that.

In the wesk | drink. and, since | don't get
drunk very easily, | don't feel the effect of alcohol at
the time and that means | end up drinking a lot.

And you can probably all guess what's coming
next... in the moming | have a hangover This is
quite a classic pattern in my everyday e,

When | drink alone, | can’t heip thinkang about
work. It's all | can think about, in fact, so | don't get
drunk when |'m alone, When there is someane
else drinking with me, we speak about other
things, and the drinking becomes about
something other than work.

It is important for me to have someane to drink
with if I'm going to enjoy myself. That's one
condition of having a good time, but it's not the
only condition,

The other? | can drink any alcoholic drinks
aexcept for wine. | mean, physically | can drink it
and sure, | think | can appreciate its taste in the
same way others do. But even with the smallest
drop of it on my paiette, my mouth gels heawy, It's
almost as if it was something chemical, a

Toshihiro Nagoshi, general manager,

drinking a beer, eating itakan and drinking wine,
bust... no. | just can't. So persuading a friend 1o
come drinking with me is getting to be difficult: we
can't share a bottle of wine, and they've got to be
capabie of drinking without eating!

That is why | don't have many friends to

two bottles (that's 3.6 litres of sake in total) until
finally rounding off the session in the earty hdlirs of
the moming. We had still falled to decide on a
winner, and so we went back home - separately, |
should add —in taxis.

The next day, guess what? | had a terible
hangover. | couldn't possibly go 1o work in that
state, so | decided to stay in my bed, resting my
poor aching throbhing head.

Then she called me. Being a gentleman, |
asked her if she was all right. She replied she was
fine, no problem, and then she asked me if we
could meet again, later the same day, to continue
the contest and decide, once and for all, who was
the ‘best’ drinker.

A second round! AAAH! | gasped, audibly, and
decided to admit defeal. She was the winner -
there was no way | could possibly “fight’ on in my
delicate condtion.

Sega Creative Center division

After | hung up the phone, | thought this was
the end of our relationship, over before it had really
begun. | clearly wasn'l able fo drink at the same
level as she was.

| found out later, however, that she was
suffering from a sarious hangover 100, 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 with. That and the fact that the ultimate
charactenstic of my drinking habits is to drink a
great deal. | could quite easily arink an entire bottie
of ten-year-cld bourbon on my own,

It may sounc boastful, but there seem to be
very few people who can drink at the same rate, or
in the sarme amounts, as | can.

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

Our very first date quickly became something
of a drinking contest!

We started with beers, but rapidly changed up
a gear, maving on to cocktalls, Even then we
could not determine who was the 'bast’, so she
decided that we should switch the type of alcohol
once more, this time to Japanase sake, We drank

offering me a second round in our cortest she
was just testing me in a different way. You see, she
couldn’t get along with someone who did not
drink, but neither could she get along with
somaone who drank too much.

That was the start of things between us. | had
passed both her lests, and eventually it brought us
to our wedding. At the time it seemed like some
kird of a miracle.

See the videogarme analogy there?

No? Well, maybe thera isn't one, but it's a nice
story nonetheless and | enjoy teling it. Or maybe
there is one, and you're just not looking hard
enough for it!

See you!

Prior to Sega’s recent restructuring, Toshihiro
Nagoshi was president of Amusement Vision
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Mr Biffo is a semi-retired videogame journalist.
His views do not necessarnly coincide with Edge’s
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Hnal Fantasy Xl

After the disappointment of Episode X, and the European absence of
Episode XI, could it finally be a case of Episode Xli: A New Hope?

i

nereibbdis L

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

—_ | heunveiling of the first ‘real’ Final
|| | Fantasy since 2001 in Tokyo's

__ | fashionable Roppongi Hils was also
the occasion for the baton to be passed from
the father of Final Fantasy to the man widely
viewed as his successar. Hironabu
Sakaguchli, the creator of the series, appeared
on stage Lo praise the work of Yasumi
Matsuno and give his blessing to FFXII.

Having been absent for the launches of
FFX and FRXT, his presence seemad 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
Baitle and Tactics Ogre), made his mark at
Square with Viagrant Story and the Final
Fantasy Tactics senes.

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

“The team has drawn inspiration from Turkey,
India and even art deco New York to create
the extraordinary cities in the promo footage”
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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 expacted, 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 Final Fantasy
games as closely 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, Atthough FFXII takes place in the world
of lvalice, there won't necessarily be much
that is recognisable to veterans of the Fnal
Fantasy Tactics series. Dominating the map is
the empire of Arcadia, and FFXII's story is
triggerad when it mounts an invasion of the
smaller state of Damasca. Our hero, Vaan, isa
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 cpponents
seem likely to be the iron-faced Judges.

Having grown beyond their FF Tactics
Advance role of benign umpires, these
towering, terrifying knights may hold the
political balance in their spiked gauntlets.

Mot that Ivalice’s tensions are purely
political. Although the bulk of FRXII's
inhabitants are human, Matsunc-san'’s other
races - the slinky Viera 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:elaim for their own.

That's not the end of lvalice’s fauna,
however, as the inimitable Chocobos and
Maogles make their retumn, although not,
perhaps, as you would recognise tham,
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The Chocobos have transformed into razor-
beaked war chargers, and the Moogles are
tooked up with armoured wristlets — but rest
assured that their trademark deely-bopper

pom-pom remains intact. The

e touaher

style is evident in the main characters, whose
angelic faces belie their armoured shinpads
and steel toecaps.

But while those faces may be angelic
they are not substantially more sophistica

than the ocnes you will have seen in FRX. The
decision was made to tightty imit the polygon

count for the characters, presumably in order

to implement some currently unannounced
Wonde d
certainly sumptuous, as the team has drawn

round. The se

s in the back

s are

inspirati

on from Turkey, India ancl 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
erpironments mean that there will be far
fewer GG cut-scenes than in clder Final
Fantasy games, with events instead unfolding
in realtime 3D.

Sakaguchi-san lives in Hawaii now, acting

asa long-c
phenomenon he created. Edge suspects that
knowing Matsuno-san is at the helm, steering
a new course betweean his own ides
mentor's traditions, will make him sleep
easier in his sun-dappled ham

e aclvisor for the gaming

and his

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

o
Loy}
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It’s hell in paradise. What could be more heavenly?
Edge packs its espadrilles and an M249
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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
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Different enemy types carry different
weaponery and respond with different Al.
They can be distinguished by their hats
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1 aving moved beyond its
= magnificently simple ambition to
| make a game “in a tropical setting

with lots of guns,” Crytek isn't giving much
away about Far Cry's plot. Jack Carver, a
charter boat skipper in Polynesia, has a
seanngly multi-coloured 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 maore of
both the government agency she works for
and her delightful midriff. The developers
promise a fingle of ‘Dr No' proportions, but
won't whisper a word onwhat to expect.

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

range - their response to your arrival is still
somewhat erratic. When it works weli 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
ption. 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 running for something
a little more considered. Far Cry, howsver,
ought to equip you well enough to encourage
a refiance 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

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 1km of game terrain.

Crytek is determined, however, that this
kind of singleplayer tuning doesn't hamper 1
multiplayer experience. In an effort to increas
the vulnerability of stealthy players, sniper
scopes give away a telltale glint and rockets
are slow encugh to be dodged by anyone o
their toes. As well as conventional
deathmatching, a capture-the-flag style
assault mode will be available.

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

Without a chance for some more
extendsd play, it's hard to judge whether the




At this stage vehicle handling is still 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

[Tl
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The ultimate sandbox

Crytek has drawn some of its staff from
the modding community, and anticipates
great enthusiasm for Far Cry.
Caonseqguently, it's put efforts into making
an elegant and instinctive map editor
rather than into creating exha e
multiplayer levels. The seamless
transition from menus to ground level
makes painting swathes

of beach and sprays of palm trees
engaging enough for the editor to
appeal as a standalone diversion. The
possibilities seem endless, and Edge
certainly plans to while away many hours
creating some Mario Kart tracks.

-
-

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
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Robots and ninjas: surely the compound at the heart of gaming
alchemy. So why does it remind Edge so much of monkeys?
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The roller-coaster zip tracks require you to slingshot round comers with your grappling hook, and the
rail grinds allow you to chain together mini point-boosting combos. The physics of both is delicious
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Fommiat: PlayStation2
Publisher: SCEE

Developer: Argonaut Games
Origin: UK

— | he name's a lie, of course. I-Minja
_IJ_ Now and Again When [-Naty
Being a Robot or Tony Hawk or

Something would be closer to it. In the best
way, -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 learm to expect
the unexpected.

You've certainty got the moves of a
ninja, with wall runs and grappling hooks, but
their use is strictly limited to areas that are
clearly marked as ninjable. There's a littie pang
of disappointment at not being able to
freaform anywhere in a level, but that's soon
soothed by the comfort of knewing with
complete certainty where a maove will work
and where it won't.

Your ninjghood is enhanced by upgrading
your sword, and instead of finding health
boosts and power-ups hidden in crates it's
advancing through the game that unlocks
new ninja powers, Each swipe of your sword
stokes up your gauge and allows you to
unleash a super attack, replenish your health,
or ride around on a giant shuriken and slice
peaple in two. Expect to retum to each world
once or twice, as in order to earn your ninja
promotion to the higher-ranking befts you'll
need to re-finish levels, but with the added
challenge of, say, a time limit.

Each hub ends with a boss battle so epic
you'll need rmechanical 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 explains the ', Robot,” but why
monkey? There's certainly a Super Monkey
Ball tinge to the sections that seea 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,
rmanoeuvring 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
element of gaming excellence.



Out now (Japan), March (UK)

n E129

Sony helps seal Japan's monopoly on scary static, rivers
of blood and women with chokingly long black hair
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255 of tuning into
at populate the

sightjack all the

ompies in the

e their eyes 10 reconnoitre.
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Zombies see other people as a piercing blue twinkle which can penetrate through the undergrowth them down for a minute at m

whare you thought you were hidden. It's what guarantees they always see you before you see them
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Moijoroon

Format: Phymom'
Publisher: SCE

Resease: Out now Llapan],m (UK

It's adorable, beautiful and made of colours videogames have never
seen before. And now, finally, it makes sense. Well, some sense...

ib Ribbon was digital perfection.
‘\E’? White on black, right or wrong,
| nothing in between. Maojibribon 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 hers.

Instead of a continucusly vibrating line,
each verse circles in turn under Mojib's
ipgging 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 ink. Hold down for too long and your
writing gets sketchy, the brush refiling itself
with an ugly, thick blot. Instead, you'll need to
regularly flick your brush up to collect more ink
and, timed right, this will produce elegant and
aven caligraphy. The more even you are, the
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splatter all over the screen, making it even harder i I B I il iil | i
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Previously in E114

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

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

As a music game, it's immensaly
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 it funky. Mojibrbon
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
Majibriban's delights. However, without the
interest brought by an understanding of the
words so elegantly tralling from your brush,
the simplicity of the gameplay may not
sustain you much bayond the initial
stage of wide-syed 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




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

[ | olhaveto be stealthy?" grumbles the hero at one point.

I[7) | Fortunately, the answer is no. kil switch is about running
| ‘around and shoating people, and in this department Namco
has delivered with an arcade experience better than nearly everything
else in the thirdperson action genre. It works because it's simple. It
works because the controls are perfect for the environments.

L1 locks the main character to the scenery, and from thesa vantage
points he can lean and shoot at his adversaries. L2 swaps guns (which
include semi-automatic weapons, a shiper rifie and a grenade launcher),
while a brilliant ‘biindfire’ manoeuvre can be executed when you're
hidden low behind objects: This keeps you in deep cover, but accuracy
is reduced. Enemias can bie a bit stupid, but the pleasure of mowing
them down is simply iresistible.

kill switch is also a game about gaming.
While its play mechanics are simple, the
pramise is wonderfully intertextual. You see,
you play as someane controlling a super
soldier via a neural link, and this throws up
many astute and witty gags. It can even
aceount for why the second level is a rip-off
of MGS2. Well, nearly.

Edge’s code is aimost the finished article
and while kil switch is short and sweet,
the journey so far is a lot of fun, :

Simple objectives 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,
reinforeing ‘your’ status as a game character

Fommat: PlayStation2
' SCEE
e Japan
Release: FebruaryﬂJK}

Previously in E125, E131

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

Formal: PlayStation2
Publisher: Koei

Developer: rrr-houae{Omega Teem}

Relaass: February {Japan), TBC rUK}

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

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

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

> 1_

oai took advantage of its 25th birthday party to announce a
new offshoot of the phenomenally successiul Dynasty Warror
£ | series. In a move which further extends its unrivalled historical
hegemony, Sengokumusou transports the heart of the game to Japans
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.

It will also be possible to move from the open battlefisld 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 Warrior's freewheeling brawis. Although an expenenced

player will be able to punch through to the
end in a little over an hour, there are dozens of
characters to use, each with multiple endings.
There are also around 500 submissions that
will be triggered as you take differant routes.
Dynasty Warrior's vast following in Japan -
Shin Sangokumusou 3 was outscld on
release only by FinalFantasy 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'. L5 —
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James Bond 007 In.

EA has high hopes for the latest superspy adventure,
but can it escape from the shadow of a certain N64 title?

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 seamiess. 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
migsing from more recent 007 titles.
But this ain't no GoldenEie yet.

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

n five years' time, Everything or Nothing is going to be
mentioned with the same kind of reverence we bestow on
: GoldenEye today." So says senior producer Scott Bandy.
It's a boid 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 Christras line-up) has been spent on the small details: better
enemy animations, better lighting and a smoother learning curve. 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 formula. While each part of the
title is fun, none of them offer a deep and forward looking game

Everything or Nothing

Publisher: Electmnchrts
Developer: in-house
"Orig-n. us

Release: February 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 ‘GoldenEye’ than
‘Tomorrow Never Dies'. Whatever the case, it’s
always good to see Richard Kiel back in work

Wade Hixton's Counter

Do you restore an antique like Super Punch Out!! with exaggerated

National Trust care, or infectious sledgehammer enthusiasm?

) nferna knows what its answer is. It has ditched the

[ cotton gloves from the off, favouring toon shading and
L | pimp-daddy slang. The bold character design is inherantly
funny and Wade himseif, all chicken-scrawn and straggly mullet, is
ikeable as the reluctant non-hero.

The mechanics haver’t much changed since you first encountered
Super Punch Out!! or one of its clones: Dodging is properly directional —
dodge left when your burly 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 night and left
hooks, but you'll need to have stunned your opponent before
unieashing 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 Inc boss
rekindled in many the love for the simple,
digital jab. And it crops up again, in a luscious
robot disguise, in /-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.

WADE _HIH

WADE HiX
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Competing 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: Game Boy Ad\ranoe
~ub|shcr Infemo

Dav /elaper: DSl Games

Orlqun S

Aeleaze: Out now (US), February IUI'Q

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



| I%Cm} / \lphas This month's announcements and updates...

Goblin Commander Van Helsing Killzone Initial D Arcade Stage Ver.3

Format: PS2, Xbox, GC Format: PS2, Xbax
e Jaleco Entertainment Publisher: Vivendi Universal
In-house Deveicper: Saffire Studios

Format: Arcade

The brainchild of a couple of ex-Blizzard chaps, Modelled on Universal's filmic monster mash, Still looking lovely, still scheduled to make its Not a full sequel so much as an exercise in wish
Goblin Commander shares a similar structure, Edge hopes that the presence of both Dracula summer release, Edge will freely admit to, other fulfilment for the original's fans. Night-time and
aesthetic, and polish, as the Warcraft series, but and Frankenstein will be enough to distinguish it than new screens, not having new details snow-bound conditions should make racing on
was designed from the ground up for consoles from the slew of thirdperson action tie-ins conceming one of the PS2's key titles for 2004 the six oid and two new tracks truly challenging

Metal Slug 5

It may be ‘Jet Set Radio does skateboarding’, but There's a little hint of Populous about this RTS, A wider range of bike manufacturers and the It's more of the same, but such an irresistible
the end result looks to play a little like Amped. as you fill and hollow land to make fiat building eternal triple promise of better graphics, same. Along with submarines and vertical tanks,
The choice of the Chihiro board makes an Xbox plots. Once you've raised your impenetrable improved physics and more tracks will be this iteration introduces something which looks
conversion an alluring - and plausible - idea perimeter, there's time for elaborate strategies matched with detailed customisation options suspiciously like an armoured Flat 500
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old Winter

Is there a solution to the problem of the 80 per cent of gamers who
don’t complete games? Edge meets up with Swordfish Studios’

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

/- lthough he's been talking for
ffA"-.\ the best part of an hour,
Zf’_\l Julian Widdows has yet to
mention GoldenEye. Which is unusual,
These days it feels like every developer
Edge speaks o is working on the
garne that's finally going to take 007's
crown — even if they're not developing
a Band game, or even an FPS.
Swordfish Studios, however, is
working on what it hopes will become
the definitive PS2 shoot "em up when
it's released next year. But it's only
after Edge points out that
reminiscent of Rare’s opus
Widdows admits, after grac
accepting the magazine's
that this has been his team’s ambition
from the very ocutsel
While Edge is conscious of

saddiing Cold Winter with a great deal
of expectation, there's something
about the game that inspires
confidence. More specifically, there's

something that evokes memornies of
the almost perfectly balanced level
design of GoldenEye, or its superbly
challenging Al, or the way in which
difficulty levels were implemented to
ease players into the game, or the
seff-svident attention to subtle detall
And with some ning months of
development still to go, the playable
sections of the game are already
looking tight and polished,

st
breathtalang titles Edge has seen on

Visually, it's one of the mx

Nty unmatchad Dy

haven't other Render\Ware titles looked

this good? Widdows puts this down

Format: PlayStation2

sher: Vivendi Universal Games.
sloper; Swordfish Studios
Origin: UK

Fslease: Q4 2004

Fill your character's adrenalin meter by engaging in constant bouts of combat and his
health bar will also start to fill up. “Fortune favours the brave,” as Widdows puts it

to the close relationship betwesn
Swordfish and Criterion and to the
skill of his team's artists. Full colour
lightrmaps are exported from max,
mock-volumetric effects produce a
misty look and there's fully-stencilled
shadows on all objects. Meanwhile, a
dedicated prograrmmer IS working

ly on visual effects, such as biood
1 tiles or bullets sparking

gama’s physics system, there's a iot of

things actually in maotion

The ability 1o create cover out of
tables or beds, and to pick up objects
and throw them al guards, lends the
mpression of a proto-Half-Life 2.
Every object in the game reacts
reafistically, from raciiators to Itter-bins

Whats more, enemy soldiers are

ils0 smart enough to turn over

ohjects for cover, and they respond to

your actions as a team. Indeed, the

combination of pre-scripted and
intelligent Al is briliantty convincing as
Widdows advances his character

A comprehensive arsenal is based on
real-world weaponry. A sniper rifie can
even pick off grenades held by enemies
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By spreading the story across three different missions, Swordfish aims to make a game that
will appeal to dedicated gamers which is still completable by more casual consumers

downac | don’t mind

orridiar, forcing several paid to do this gent

guards to take cover, It's this sort of barrowing their re: 1 'm not you might use tables and

detall that characterises the game, too proud, It's really good, interesting
lossom that drifts off the

to barricade a doorway while

fram the

arch.” you create a mine to blow apart

cherry trees to the moths that gather it the only dabt of unwitting enemies who eventually
r /| es and the flies that inspiration to “There are a push through it, for exampie.

couple of tricks d These emergent dramas are

supplemented with prescripted set

suchasafixednm

movies: a downward forc fought them in a controllied way
s Widdows

are the helicopters that fly
In to drop off reinforcements, providing

them up into the air

earlie
Or tt

Hellywood's good
s that Swordfish has plunderad:

"W g

alyse everything that's out both theat

to try t

ogic behind

thera very carefully, and read the Another source of inspiration is the 5. This is, above

because it lets us know what people

s from Andy McNab

20 earny on.
to comple
i, that just

aniel Parker (1
knawn as TV's detective inspector

¥ iglglls '-.g
of the game, and working out whether

ayers preler an inverted y-axis or Thomas Lynley) provides the voice

acting, while British comic book

guy from Bungie talk

OE," Widdows

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

who are

< 044



2r his breakout tha

with Sterling offe

'On the

e totally se

axplains Widdc

same time, same [

lasts four to five hou

om the

sion and then loops out

again, and by playing all three and

actually star

wering inteligence yo

o uncover a bigoer =

gamea, it nas been

the whole expenance as acce

5 the

“We'd like create a gai

merns but als

ng th:
ardcore but 18 acce
il achieval
who's not played a game before.”

Con
structure

aquently, the game's

om the outset.

apparant 1

Wa're not showing where the

loce 3, but wa're making

players aware of how the ¢

e is

structurad, so they always know how

eft of the game. We

ting the AN having

enough because they don't rea

nearly there

changes are nee

canon if videogames are 1o appeal to

new audiences, Titles like EyeToy are

make it so that the latter half o

game really brings together the id

that were de

oped in the first hall,
but most people have already gone,
which is such a shame, That
experence of not finishing a game
dis

why would they come back?

sts a person in the next

“Sowhat we want to do is create

a game where even a

asual gamer,

who will only play a game for six or

saven hours, will get to the /
Nevertheless, Co

Vinter is

Widdows.

Taiely, we don't

er to do things that aren't fun -

even if that makes the game st

The means of making the game

ura, however: "One thing we are
going to do Is to have checks for

very good at the

people who aren't
game. The way we're considering
doing this is if, on the first level,

rtain amount of

one then the game

of turr

re. We were |

by shooting s
will also have a healing eff
full = “fortune favours the brave” is

how Widdows puts it. “We didn’t want

Al and solving puzzes. If y

two loads

up. We're just all

you ve made a

en't been pur

n or by tha fact that

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

hrough two load po

medipacks

“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”

vy because you didn't

know there were nine guards coming

g the player 10
N the game.”

10 doubt be heralded

Swordfish isn't yet prepared to talk too much about multiplayer (suggesting an online
mode?), but fourplayer splitscreen will be included, including GoldenEye-style rankings
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Oh, Canaga!

Of the games that Edge rated as ‘astounding’ in
2003, twice as many were Canadian as were British
or American. Just what are they putting in the water?
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Christmas party, but a new racing game from Bugbes

injecta

t's the Half-Life 2 of racing games.”

Okay, stop right there. Edge can

see a press-baiting headline a
country mile away. But Aki Jarvilehto,
director of business development at
Bugbear, has a point. He doesn't
mean it in the sense that his game
could be gualitively as good as
Half-Life 2, but more that it shares
many of that game's design principles.

“Garmers should be playing on the
edge,” continues Jarvilehto. “They
need to be on the limit and feeling
each impact. Cur environments are
completely dynamic — there are no
invisible ropes guiding the player
around the tracks.”

Each track contains over 2,000
dynarmic ohjects, 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
systemn, they can be set up to cause
the same kind of chain reactions Valve
=0 proudly demonstrated in its most
recent Half-Life 2 demo. Water tanks
held up by wooden stru
smashed to fall down on

ts can be

ing 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, Flat-Out may
sound like any ather 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

s, flying tyres, damage and mayhem. No

a much needed level ¢

Format: P52, Xbox, PC
Fublisher: Empire Interactive
Developer: Bugbear

Cirigin: Finland

Rl 2: Q3 2004

1re

of invention into the stai

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

-Out universa is so
pleasurably reactive and breakable
that Edge spends much of its time
experimenting, going off-road and
demolishing as much scenery as
possible. The rival drivers’ Al is stil
rudimentary, but Edge is in a most
mischievous frame of mind today. It
holds back and waits until the pack
has driven off into the distance before
maoving 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
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with sach 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 Flat-Out race
is unigue. “We don'’t want to make a
simulation,” adds Janne Alanenpaa,
Bugbear's managing director.
“BEverything 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”

< 050

manufacturers to license vehicles. The
company is supremely confident that
once consumers play a demo of the
gama, they'll be hooked by the unigue
Flat-Out racing expenence. Bumout is
mentioned several times during the
day and it's clear the team admires
Criterion's splendid racer and would
love to emulate its critical and
COMIMErcEal SUCCass.

To add to the air of anarchy is an
integrated physics system that
extends to each driver, including the
player’s avatar. Though none of this
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 track 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 rolt and the drivers will react to this
accondingly,” promises Alanenpaa.
“We want this to lock dramatic but not
punish the player too much. So when
a big crash like this happens, the
driver will be out of the car for a short
fime before it is reset.”

Alanenpaa goes on to discuss the
possibility of other drivers running over
fallen rivals, though “there will be no
blood,” he asserts. Such excesses
may sound a little 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 fiimsy buildings,
must be demolished or disturbed to

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

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 causea nightrmares 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 Trucks: 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 anly be able to race against
CPU drivers was clearty anathema
to Alanenpaa.

A maximum of eight vehicles will
take to the track in any race and while
online functionality 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,

A Dastruction Derby-style free-for-
all seems assured and, as the game is
so dynamic, the only restraints to
creative multiplayer mayhem will be
the limits of the track designers'
imaginations. Edge looks forward to a
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The game is being developed
simultaneously across all formats, and
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All the tracks and cars are fictional, which has given the developer free reign to invent
dramatic scenarios. The Finnish landscape has clearly been a huge inspiration

Put seven other pers ies into
these arenas, and Edge can't imagine
it not becoming compulsive.

If the minigames and multiplayer

aspects can mimic the technical
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Arcade Pertect

i Before consoles, the arcade was a playground for everyone.
i Edge wonders whether truly massmarket, inclusive gaming
I is making a return with interactive TV games. ..
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EDGE #13

f you can second guess an article in Edge every six months

or so, it's the news piece on the decline of the arcade
industry. A jaded missive sent from the trade show frontline, #t
will reflect the lack of interest from the industry in innovation,
and from the buyers in anything more than pub quiz
machines. Not that there’s anything wrong in those, of
course - sea the minifeature in E128 - but it's not the same,
Is It? And it never will be again. Perhaps, though, the
experience is being recaptured in the most mainstream way.
with interactive TV gaming.

Players pay per game for simple pleasures, and the
exciternant comes partly from that — the knowledge that
prolonging your go means increasing the value for money
you'rs getting, just like in the arcade.

The rest of the thrill comes from pitting your wits, and
your score, against those of other players, just like the
arcade. In fact, it's also a lot like Xbox Live in respect of the
latter, except it's not imited to the most devoted of game
players. This is truly massmarket, because it does not
require the potential player to make any financial investment
specific to gaming, aside from the cost of the experience,
just like the arcade. Interactive TV games are often played
by people who chance upon them for a few minutes, rather
mmmmmhmwmmm
The games themsaives are stripped-down, reductive
expenences, just ke the arcade.

It's that last sentence that should hit home hardest
among Edge’s readership. How many tech-centric console
owners reading this piece have written off interactive TV
gaming as being of no interest? It's an easy thing to do:
digital boxes have a fraction of the power that owners of
‘Stations and "Cubes and 'Boxes are used to. But don't you
think, 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 blinkered as to think that this innovation can only
come from faster and faster CPUs and higher and higher
polygon counts?

Edge would suggest that yes, yes you are, but perhaps
someone, somewhere, will come up with a TV game to tum
your head. More and more developers and publishers are
turning their attentions to other revenue streams, seeking the
disposable incomes of those who've never considered
videogaming as something For Other People. It didn't used to
be that way. When the arcades thrived, gaming used to be for
the public, for everyone. Consoles killed that, but perhaps
something new is emerging now, something that's .=
changing our landscape for the better :
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Fahrenhelt

Four years after The Nomad Soul, David Cage is back with
an even more ambitious action adventure game.

([T,

- Interactive namrative could just have found a new master

[—, avid Cage was taking a

H | calculated nsk when
! M m L=/ created his studio b
v | . .. iy | ""I 1997 (see psd). But now that
i el | i . adventure is back in fashion - nat so
. : v "" i HI much as a genre in itself but as an
Indispensable element in every other

genre - his dream is coming true: °|
MWMW"M'M“ dhmmml preie have always seen videogames as the
e ‘ intersection between programming,
W graphics, writing, scenaric and
. music... ‘multimedi

o ' md e where

together-and create someth
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Don't look for the interface, as except for rare
occasions, Fahrenheit's screens are free from
symboils, health-meters or other furniture

publishers. Any

bomness paid off, In lat
Vivendi, and 20
plungad into a brand new kind of

cne that stands every
eing a landmark in the

games
Fahrenhedt is a psycho thriller set

y New ‘York. The city is

ng the same

a stranger. Three
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separatedy, t
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Ne have 1o bormow whatever w
Format PS2, Xbox, PC | from book

Publisher: Vivendi Universal Games

s, fiims and music

2. Quantic Dream

based on the fact that we know

certain thi the hero doasn't




because we have seen things that he
hasn't. We use the same principle to
give Fahrenheit a stronger namative.”
The two heroes in Fahrenheit are
Lucas Kane and Carla Valenti. Lucas
is a 30-year-old bank employes. 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 nd walks to the
bathroom. Once inside the bathroom
he begins to f inate: a little girl is

calling for help, a man is swinging a

{ e T
I AT

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
happenead? Why? What should we do
now? The eariness of the situation is
further compounded by an added
complexity: the interface is blank. No
ife gauge, no cursor, no inventory. The
problem, however, is short-lived — no
effort has been spared to makes Lucas
respond intuitively 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 rendering realtime shadows and textiles. These cannot heip
but add to the atmosphere of Fahrenheit, and are testament to the artistic talent put to work by Ouw

.

antic Dream

actions — all his actions. Whenever tr

player is faced with a particular
situation or object, the game offers a

precise movemeant that is oftenr

ogical than any other, and whict
be accomplished with perfect
pracision through the nght stick

D e ing on the cirg:

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

= - react

AT stretch a g ¢ 1OVE
body, giving the impression of really
T 1. the effect is riingly

alistic, It's a bit like in Thief 3, where
both sticks are used 1o pick

I0CKS.

LK

35 can do a number of things stigation. But wh
while In the bathroom: he can hide the

member is used, whether

A cinema production

of Europe’s finest mation capture sets
ready been used to shoot spe f

f cts for several films. Fahrenheit’s
y cinematic aspect and the correspond

s5ing professional stuntmen. In all, more than 6,000 animations werne

ted, cormesponding to 12 hours of animation after processing — something which
s absolutaly enomous for a videogame.

Ancther interesting feature is the way Quantic is creating virtual actors with an
nnovative technique for factal animation based on modelling, for each character, of a
series of faces displaying extreme expressions. By interpolation with a neutral
expression, Quantic Dream’s technology can animate lip movement, facial

axpressions and eye blinks for a devastatingly realistic effect. Moreover, characters’
faces

s are animated throughout all the game seguences with an amazing ‘puppet’
Sy 1. Each finger of the puppeteer's gloves is connected to a specific movement

f the 3D face. The puppeteer thus gives life to the character's face just by moving

his fingers in a strange and hypnotic dance. One dance for the lipsync, one dance for

@ Moods.

the result is subtle and very powerful.




A TV experience

Cage believes the power of a game is derived from the emotions it arouses, and the
kay 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 telling a story, firing the emaotions, staging scenes
and creating things.” So before making Fahrenheit, Quantic Dream started by
equipping itself with the means to stage film-like scenes rapidly and easily.

The result, called Movie Maker, is an incredible tool: a sort of Adobe Premiere
dedicated for realtime that is currently the only tool of its kind on the market. Quantic
Dreamn’s level designers are using this tool to position and synchronise their
characters' animations, to move their cameras, to place their sounds and their
scripted events. It is both incredibly flexible and powerful

The designers create four different cameras oriented in complementary
directions. Each of these cameras tracks the character whatever he or she does,
according to the designer's preference. Al any time, they can open windows to look
at the scene from different 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 technigues used to
great effect in the TV series '24'

lc] S0 bl mjsledmis]

Fahrenheit's plot is very much the key to the game, and has a large number of action

Lucas or ona 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 camry out the investigation, are
entirely up to you

This is where Fahrenhait really

comes into its own: in spite of an

axtrernely close-knit narrative,
game allows the adventure to be

explored as deeply — or as superficially

- as you like. Quantic Dream has been
working on a revolutionary idea,
hree

years, and the result gives the player a

‘Bending Stories’, for aimos

sensation of real freedom that should
enable Cage to reconcile interactivity
with emergent namative.

Ins

ead of choosing the means of

doing something, as in other games,

G in which players have to react to a tightly timed chain of events

Fahrenheit enables players o choose
the characters they want to use to

conduct their investigation, bearing in
mind that each character, like ina TV

senes, has his or her own distinet

srsonality that will not only define the

pe

actions they can conduct but also

characters, as well as the ways they

Interact with sach other.

Fahrenheit sets out to create a
refationship betwesn the plaver and
the game characters. "l wanted to
prove that a game can be just as

engrossing

amovie®, 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”

their 35.];-

get results. it's no
playing an FPS, particularly since

players don't do any killing in

Fahrerhe

v, at least, very little). This

loss of capacity in terms of brute force

should be b

sed by the intensity of
the plot and the ability to discover the
complex personalit

Mes can communy

ate ideas and

gs but with the added bx

interactivity, the knowledge

shrenheit to tell a story th volves
the player as a sort of co-director,a
co-writer, while springing

surpnse:

all the way through.”



The French !
collection
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évelopment_scem and discovers

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 representative of the
state of the art across the Channel.

In France, like everywhere eise, times
have been hard for the independent studios
and the last two years have seen them
disappear with alarming regularity. The

grands fqﬁi"mages of the new ast summer, the third annual



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 building a track
record, some of them managed to find a way out
They learned how to speak to publishers; they
became businessmen; they betterad 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 it'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 world,

Edge hopes this piece provides a glimpse
into a coding scene that often goes
undisturbed by English eyes.
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ARKANE STUDIOS - Raphaél 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 their mark in various positions at various companies
{deveiopers, publishers, distributors), decided one day that it was time to move on.
They wers ready to start work on a project that they'd been discussing together
for years. So pooling thelr savings, and with money borrowed from parents and
fnends, they assembled Arkane,

During their first year they managed to produce one of the most impressive “first
looks™ ever seen: an ambitious roleplaying game In terms of its setting, a game that
cfiered rich possitilities for interaction, and one that offerad just as many resolutions
as problems, all while remaining simple and natural. It was 2000, and the project was
called Arx Fatahs. It rested on a smarily-designed universe, a neat 3D engine and an
1 drew inspiration from some of the best RPGs to appear on the

PC - Uttima Underworid, Uitima Vil Serpent lske and Thief: The Dark Project. In short,

it was exactly what RPG fans wanted, and the playing community fervently awaited
some concrete realisation of Arkana's promises, just as videogame publishers
glanced at the demo, shrugged and went elsewhers

Fortunatety, Colantonio eventually met a publisher that fell in love with his team’s
project. Arkane released the game it had dreamt of and can now build on that
success. At the time of writing Arx on the Xbox (see p111) is about to follow, and the
impressive work it's been doing with Arx 2 - both technologically and artistically, but
aiso on the ease of access and the reinforcement of its incredible immersive quislity —
should soon find its conclusion with a neat publishing agreement.

What would be your other job?

Singer or bass player in a rock band,

What does game development bring to your life?

The pleasure of creating a universe, bringing pleasure to players who have the
SaIme passion as me.

What do you enjoy most about making games?

The multiple functions of my role, and the relationship betwesn management
and technolegy.

What do you dislike most about making games?

Market law, and the death of French creativity.

BABYLOI\I SOFTWARE - Christophe Gandorj_

Founded:; 1999
Number of emplayees: 25

A studio that specialises in making racing games

Having studied automobile design and worked for a few months at Renauit Sport,
Gandon discovered videogames at Ubisoft while working on physics models for its
F1 Racing Simulation. There he learned that reality isn't everything and that, thanks to
the screen limitations and lack of physical feedback, it must be adapted to feel real
"Tormenting physics” is the key, and Gandon became something of a specialist. After
spending time in charge of car behaviour across vanous Ubisoft studios, he laft with
other F1RS team members to start a company concentrating on an underdeveloped
gaming genre: racing games incorporating namative,

The team's first project, Furious Karting, was signed to Infogrames in the summer
of 2000 and released in 2002. Pressure from the publisher gave the title an arcade
fesl, but the game recesved little support when it reached the shops and, while
compeatent enough, hardly pushed any boundaries. Stll, it meant Babylon was in a
more comiortable position than i had been at the start, and the titie it's cumently
developing for Wanadoo, RPM Tuning, s substantially closer to what it believes it's
capabie of: a strong pict, vaned gameplay and realistic racing.

What would be your other job?

Racing car engineer

What does game development bring to your life?

Pleasura

What do you enjoy most about making games?

The creative side of things, and bringing together workers in different disciplines.
What do you dislike most about making games?

The ever-increasing number of icences.
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CYANIDE - Patrick Pligersdorffer

Founded: March 2000
MNumber 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, Pligarsdorfier
created Cyanide to escape from corporate canstraints. But unlike the others, who
often crack bacause their own framework is too rigid — disqualifying potential projects
as ‘unworthy’ or ‘insulting to their art’ — Pligersdorffer left Lbisoft well aware of
reciprocal duties to the games industry, After he'd achieved a certain number of goals
{one of which was assernbling a Tokyo studio for 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 it could”. The problem then was to find an original idea for a game that
wouldn't be too expensive to make, that Cyanide could produce alone, which would
have success, and on which the studio could be built. Eventually it came up with 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 Cycling Manager series.

Cyarnide's method has proved itself, as none of its game has made a loss. It now
forms an imposing studio, both sericus and passionate, with small, efficient but also
very tight tearmns. And even if Pligersdorffer pretends he can not afford to make art, his
game designers are constantly looking for new concepts: It is cumently working on
another quick and self-produced project: Spike, out of the ‘Blood Bowl® board game,
and Xanthos, its first large project — an action 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 eamning a living from one of my passions.

What do you enjoy most about making games?

Lots of things. But if | 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.

DARKWORKS - Antoine Villette

Founded: January 1998
Murmber 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

[t &ll began in 1995, with a very small company specialising in ‘multimedia’, offering
graphic and technical services to carporate 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 Infogrames, who proposed they develop the fourth game in
the Alone in the Dark series. It 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 Capcom.

The concept isn't revolutionary — it's a traditional action adventure, with some
driving elements and some shooting elements, but set in a beautiful retro science-
fiction universe, Imagine Captain Nemo, copper buttons sitting neatly with modern
rmachinery. 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,
&s long as we're constantly creating new tools for dialogus, Al and animation, it'll be
impossible to make games with the depth of books or films.

So Darkworks prefers to attempt leaving players with a feeling "closer to
the funfair than the cinema”. Which ride? Wall, the ghost train, of course. And
now the traditional gameplay aspects it learmed in Alone /V has become the
studio’s knowhow. And the beauty and originality of its universes, thanks to a cell of
highly talented concept artists, has become its trademark. It recently signed two
mare titles (an action shooter, and ancther survival horror game) to a “prestigious
intemational 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 difficult project to fruition.
What do you enjoy most about making games?

Approval.

What do you dislike most about making games?

No reply]
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DOKI DENKI — Pascal Stradella

Founded: 1995
MNumber of employees: 55

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

When Pascal Stradella created his studio in Lyon in 1985, the company straddied the
interactive realm between games, muftimedia, 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 Infogrames. Capitalising on this identity,
Doki Denki persuaded Disney that it would be the perfect development pariner for
two reasons: deadiines are always met, and delivered products are often better than
expected. That effectiveness is the product of organisation, the company being split
into seven specific departments (production, game design, code, animation, 2D
graphics, 3D graphics and integration).

The other side of the coin is that this way of working inevitably leads to a kind of
‘dehumanisation’ of the work, not ideal for some of the studio employees. It was a
culture shock for some of the team members who joined from Delphine (Cruise for a
Corpse, Flashback, MotoRacer), a development house purchased by Doki that was
famous for cultivating individual talent. But the studio’s cument project, MotoRacer
Traffic (MotoRacer, but in an urban environment), appears to be sufficiently advanced
nat to suffer from the new working methods — and besides, the owners intend to sat
Delphine up as a devoted racing game studio, leaving Doki Denki to concentrate on
action adventure titles. The latest? A game called Dragon Huriter, in which the player
assumes the roles of lead characters from a cartoon cumently under 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.

EDEN GAMES - Stéphane Baudet

Founded: December 1997
Mumber of employees: 70

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

Baudet is a product of Infogrames' developmient crucible. He began there in 1988,
five years after Infogrames’ formation, as a programmer on Hostages for DOS.

It 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 within the cornpany to buy more
licences. The next was the Smurfs, and like Asterix, it went well — so the policy
continuad. After that, licences based on Spirou, Tintin and Lucky Luke all arrived, and
the small tearn found itself completely overwhelimed, obliged to produce games for
each of the five games across six formats. Just as he was about to exit Infogrames,
Bruno Bonnell caught him 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 Infogrames, with the intention of
developing what would become the second great success of the Lyon publisher
after Alone in the Dark: V-Rally. But soon he'd feel uncomifortable again, as the
company grew too big, too soon. In order to find an environment maore to his
tastes in terms of size he once again decided to leave Infogrames, this 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 constraints, but without the sword of Damocles hanging
above them. “It's impossible to finance games as big as Kya on your own, to support
70 people,” says Baudet. “if it hadn't been repurchased, Eden Games would have
died.” As it is, it forms a part of the publisher’s core development strategy, along with
two other studios, Shiny and Reflections.

What would be your other job?

Toy seller, at a small 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 projects, working on the projects, bringing a team of creative
people together around a single idea.

What do you dislike most about making games?

Publishing politics, unjust distributicn of profits,
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EUGEN SYSTEMS - Cédric & Alexis Le Dressay

Founded: January 1999
Number of employees: 20

A small Parisian studio that specialises in producing realtime
strategy games

After their studies - business data processing for Cédric, and architecture for Alexis -
the brothers Le Dressay worked independently for a short time, each in his own field,
before launching themselves into the videogame industry. Why? It was simple,
cbvious: they'd been fans of the art for some time, and they wanted to do something
together, Alexis played a lot of Starcraft and, as with most players, he spent idle time
wondering how he could make it better: A friend who worked In the videogame
industry reminded him that it was much easler to criticise than to create, which
seemed more like a challenge than anything 10 Alexis.

How difficult could it be to write a videogame?

So, having leamed some Delphi, Cédric agreed 1o join Alexis in his venture, A fow
menths, one employes and two trainees later, they signed a deal with Microids. Times
of Conflict was scheduled for release at Christmas 2000, but it sipped and suffered.

Regarding this as a leamning expenance, the brothers decided to reduce their
ambition for their nexd project, and the move was a success, Gliadiafors was much
more positively received, and the team wera rewarded with a preproguchon
agreement with Atari for the triple-A title of its dreams.

What would be your other job?

Architect

What does game development bring to your life?

Working on exciting and ambitious projects.

What do you enjoy most about making games?

Forming game theory, both in terms of design and production.
What do you dislike most about making games?
Amateurish behaviour.

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

Philippe Ulnich 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 Ubisoft), Ulnich belongs to that rare group of people who have seen
everything the industry has been through, and contributed much 1o its rise. But the
financial success and growth of Cryo brought a creative stagnancy, and having 230
employees to manage proved too much for Ulkch. He left to found a music labal,
BExxos, which produced Henri Salvador's last album, and showed Ulrich that old age
has nothing to do with how long you've been around — it's just a state of mind.

So, inspired, he's retumed 1o the videogame ndustry with a head full of ideas -
ideas that he's not ready to talk about at the moment, but that will appear across
various forms of media. Exxos Interactive is just a design and production company,
and will work hand in hand with other videogame studios, specialising in graphics ar
80 on. It's a break from the traditional videogame design framework, and appears 10
be a chance for the industry to return to what it does best: creating, rather than
feeding off licensed hand-me-downs.

What would be your other job?

Bounty hunter in Baghdad.

What does game development bring to your life?
The certainty that life is a game.

What do you enjoy most about making games?
The five-minute period of concept creation.
What do you dislike most about making games?
The thres years that follow — especially the last month.
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F4 TOYS - Frédérick Raynal

Founded: January 2002
Number of em ees; 25

The new studio from the creator of Alone in the Dark and Little
Big Adventure, from which the gaming industry eagerly awaits
the first announcement...

As the creator of Alone in the Dark, and therefore a founding father of sunvival horror,
Raynal is unquestionably the most well-known, and well-respected, French
developer. It all started for him at the end of the '80s in the attic of his father’s store,
where he wrote games for the Spectrum. When he began at Infogrames at the start
of the '90s, the framework he'd lsamed in the attic (settings, programming, interface)
remained steadfast

Heiped by tha graphic designer Dadier Chamiray, he developed a demo of a game
that would change the destiny of Infogrames: backdrops in 2D, characters in 3D and
a system of cameras that brought everything together. Alone in the Dark was bom
Bosses at Infogrames suddenty took 2 great interest in Raynal's revolutionary engine,
quickly entrusting to him a team to continue his afforts, For him, it was the beginning
of a new adventurs, and while he has creation in his blood, he had to learn to control,
create as a tsam, to position himssif among other creators.

He eventually used this knowledge to assemble Adeline Software with the core of
his Infogrames team and became the subsidiary of a small French publisher with
whom he creatad his second career highlight: Littie Big Adventure (aka Refentiess).
Time Commando followed, as did economic redundancy - 5o he started a new
developer with the same team. Lyon-based No Giché and its 20 employees became
a subsidiary of Sega, but the developer was iquidated at the end of 2001, Often the
wctim of jealousy, regularly misunderstood, sometimes even hated, but always
respected lor exceptional creative genius, Raynal has had a chaotic career.

Which brings us to today. All that any knows is that Raynal has formed a new
studio and constructed a new team. And ail Edge can do is hope that he's found an
environment secure enough for him to create in his quist fashion, and a publisher
inteligent enough to exploit his creativity in the long run

What would be your other job?

Tractor driver or crane operator

What does game development bring to your life?

Eternal youth

What do you enjoy most about making games?

Making toys for myself while bringing pleasure to others.

What do you dislike most about making games?

Those who claim they know everything without ever having done anything

GALILEA - Guy Parmentier

Founded: 1996
Number of employees: 25

Galilea came into existence almost by chance, but now it's
building a reputation for solid adventures

The studio began as an experiment, explonng ‘interactivity’, but then started te 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, Detective Cameron. Loch Ness, set in a Scottish castle,
and Pharoah's Curse, set in the US, are similar to Crvo's adventure games: the player
sits within prerendered locations, and can tum around but not move. Detective
Cameron games, however, are focused on mainstream gamers, so are much

easier 1o play.

Cusmently, Galiléa is developing Jack the Ripper, a naw venture but stil with
prerendensd graphics but with freedom of movement. The story remains linear,
but the quality with which it's told has unguestionably progressed. Parmentier has just
joined two research laboratories, one specialising in 3D and one in Al, and his game
designers plan to use the labs' findings in such varied places as flexible clothing and
the conversations between characters, Galiléa might not be a veteran, but its creative
effort is'undeniable, and each new project pushes things a little further - within the
strict boundaries of budget and market forces, of course.

What would be your other job?

Newspaper aditor

What does game development bring to your life?

Doing a job | enpy:

What do you enjoy most about making games?

Bringing togsther creative and technical people who are passionate about their jobs.
What do you dislike most about making games?

Heavy time and budgst constraints.
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HYDRAVISION — Denis Potentier

A young studio, whose lack of experience is also a potential
source of innovation

Hydravision was created by two brothers who'd wanted 1o make games ever since
they were little, As of the end of his studies, Patentier spent some timea examining
nforn'mﬂ worked and, in 1988, he and his brother decided they'd
f a working knowledge of the subject to open their own studio. It
Jnteers, where they

now games o

rents’ house with a clutch

knowing tha ouidn't be enough 1o
ne year ater
ne. They failled to

ceive a PlayStation2

magine it as a trial run, becas

By the end of 2001 the company had expanded to 15 people, with various
backgrounds, but one thing in common: a love of videogames. At the start of 2002,

they began a project inspired by teen hormor movies. Obscure is a survival horror
game which features a group of five teenagers at a LS university. Each of the teens
represents a 'life’ for the player, not a revoiutionary aspect but an interesting one —
much like the

game itself, Indesd, it's the fact that the game is 8 new spin on a solid
a attention of publishers meant Hydravision saw

n turn, meant that the developer survived the

Microids

What would be your other job?

a different type of enterainment.

What does game development bring to your life?
Creating new things.

What do you enjoy most about making games?
Trying to make better things, and management

What do you dislike most about making games?
The difficulty of finding people to finance your projects

NEVRAX - David Corval

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 Ayzom team at the start of 2000, but David
Corval, producer, Is the only one still present today. Back then, Ryzom was

ly different’ MMRPG. combining the best elements of other
ts own impaortant additions. For example, leaving the

announced as
games but mak
management asf

would not inr con O es on them, just create

poltical, economic and refigious — 10 players. The game

n short, it promised 1o be a kv

too; the business model, |

rs and viral marketing targeting the player comm

, Investors got cautious, everything had to be rn.ruer‘

entirely on private inves
when the internet boom bu

and most of the company's founders left. So what can be said about Ryzom today?
Well, beta one, currently In progress, is too limited in scope o reveal much, but its
setting Is clearly traditional fantasy fare. The richness of its world is eviden
four playable r dozens of other minor races which players can control, two
supernatural powers which battie for control of the world, and many mare possible
actions than just combat. The inclusion of guilds, though, will lsad many to speculate
that Ayzom may r ional garme mechanics than initially plannec
but the richnaess of the universe and the free software engine might still alow the

g game.

oo,

traditi

mUcH m

t deeply

What would be your other job?

Wildlife reporter (my other passion)

What does game development bring to your life?
The happiness of doing what | love for money,

What do you enjoy most about making games?
Creating and building.

What do you dislike most about making games?
Heavy administration and liars
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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 curtall success, David Cage seems
1o have no problem assuming his various guises: chairman of Quantic Dream,
musician, wniter, director, creator of videogames, visionary and millionaire, Indeed, not
content with being one of the few creators of games who actually have a vision, Cage
15 determined to make you share in his passion.

His artistic calling began early, with the piano at five years of age, then with his
first serious composttion arrangements at thirteen and then by halting his studies at
20 to move to Paris. Once thers, he bought an old studio and began to compose
music for the traditional media
& saw the anmival of the CD as a means of enriching that
miedium with true reations. His initial forays met with muted responses from
publishers, but he persevered, and ended up convincing some publishers (crucially,
Cryo amongst them, where he met his future team) of the importance of real music
So began Quantic Dream and The Nomad Sowl, as a convergence of arts of which
Cage is the most enthusiastic Fraench representative. It's a convergence which is not a
vuligar juxtaposition of influences and technigues but their synergy, carmied with

respect for videogames and still presenving that crucal element of choice for the
player. This would prove to be Quantic’s breakthrough, partly thanks to David Bowie,
who agreed to have himself cast as a lead character in The Nomad Soul and
composed half of the game's soundtracks. This first step in multimedia made it
possible for Cage to show that these partnerships are not only possible, but actually
interesting, too, Continuing his ressarch Into wide-ranging immersive experiences and
interactive narration, Quantic is now developing Fahrenhsit for VUG (see page 54) as
well as leading an ambitious and innovative project for Xbox2 Live in collabaoration
with Microsoft.

A fan of games

JSICE C

What would be your other job?

Musician, or writer, or a film director

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 after day, to share my personal world with hundreds
of thousands of people across the world and 1o see players getting pleasure from
something we've made

What do you dislike most about making games?

Lack of maturity, pointless pressure and sceptics

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 Infogrames; Masclef isn't strictly a game creator, but his passion
for the media and his active participation in the development of Outcast makes him
far mare than an amateur. His background in business and marketing made him an
appropriata leader in these uncertain times, and that's perhaps the reason why
WideScreen Games has found its profie on the up as others stars have waned.
Masclef started with a low key; the idea was for WSG to prove a reliable company for
producing games on small budgets, thus gaining the confidence of the publishers,
and opening the door for more ambitious projects.
Having developed Frank Herbert's Dune for Cryo, W,
while at the same time continuing deve

5 signed White Fear to
nent again for Cryo.
is never easy: huge financial difficulties for both publishers meant they

Mic
But
stopped paying WSG during 2002, and then filed for bankruptcy. At the end of 2002
vork, strict organization and smart brainstorming, Masclef tumed the
into a dream, by signing three new deals i
Acadamy for French publisher Montecristo (out now}; Airbome Troops, a rather
interesting project for the Dutch publisher Playlogic; and Plague Darkness, a
significant survival horror title with fighting elements set in the Middie Ages for
Namoo's US branch. Not a bad outcome for a studio that, 12 months ago, looked
sure to disappear.

5,

through har

nightmare y four months: Fame

What would be your other job?

Why would | give this up?

What does game development bring to your life?

The lack of intellectual routine thanks to the constant evolution of videogaming.
What do you enjoy most about making games?

Taking part in this evolution with my team.

What do you dislike most about making games?

People who believe they've made it.
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Win when
you’re singing

he PlayStation Expenence 1s only
T in its second year, but has already

had a tremendous impact on the
games industry, for which the insular
comfort and comparative conservatism of
ECTS acts as a perfect metaphor. As a
games expo designed primardy for the
public as opposed to the trade, this year's
Experience highlighted a trend that some
sectors of the industry seem unwilling to

acknowledge: girls are playing videogames.

However, not unsurprisingly, these giris
weren't queuing up to play Medal of Honor:
FRising Sun, They were largely interested in
Sony's new karaoke game Singstar, or
Konami's Dancing Stage, or variants
thereof. Get the girls playing and the boys
will follow - it's an ethos that never fails

So music games (dancing, DJing
rhythm simulators and primarily karaoke)

are a geniine new trend. While i might
sesm bindingly obvious that girls will be
attracted to games where they can sing and
dance to ther favourte pop lunes, it was
amost by acadent that music games
started to win a wider audience, Konami's
dance games first came to prominence as
part of the distinctly cult Japanese ‘bemani’
trend. Beatmania did get a UK relgase on
PSone, but players either found it too hard,
too expensive or just felt stupid bashing
away at a plastic tuntable.

Out of all the ‘bemani’ games, Dance
Dance Revolution seemed the most natural
for western players to comprehend and yet,
mindful of the bemusament that greeted
Beatrmania, the approach to releasing
Dancing Stage on PSone was tentative.
Konami didn’t even produce its own
dancemat, allowing peripheral companies

EDGE 132

to cash in on the snowballing dance trend.
Party, offered an improved selection of
songs and sales boomed, Only 14 PS2
games sold more copies in 2002, and it
singlehandedly sustained the life of the
seven-year-old PSone console. Dancing
Stage bundles were being sold in toy
departments and advertised on Saturday
moming TV. These were areas that
traditional videogames just didn’t reach.

There's no doubt that this new
generation of PS2 music games is aiming
to capitalise on the success of Dancing
Stage. BigBen, manufacturer of Dance UK,
has made no secret of its aim to offer a
product sirmilar in all respects to Dancing
Stage, but with added features based on
the results of intensive market research
among eight- to 14-year-old girls.
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Pop Idol comes with its own Simon Cowell,
but no Pete Waterman or Dr Fox, alas.
The toon visuals are a distinctive touch
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attract a far
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“By ignoring pre-tean g £ g8 industry is
essentially imiting its potential by half,” reckons BigBen's
Nick Clarkson. "At its basic, the videogames
ndustry is all about providing enjoyment through
nteractive entertainment. Until recently, it's Besn an

o, winch is hardly
vz Naiure and
nas that

the iIndustry wil
e but will also

ppeal to girls' mon
not only attr.

n lor & while

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

The id
Fame
an that, At

finitely be into the



Sunset Crib 0

a1

i
-w "lll'.‘-'I.FlIJl.fs."'

mlllﬁ ETE

Singstar has a distinctive look from many other karaoke
games, with 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 it is
cutting edge technology.”

For years, the music biz has viewed gaming as some
kind of idi and claims that the games indu:
worth mere financially still ing very hollow when you
compare the two in terms of mainstream penetration.
Things are changing, and while it's difficull to see the
dden interest in gaming as anything
other than a whiff of the honeypot, licensing tracks for use
In music-based games has recently become a whole lot
gasier, It helps that people such as Sony’s new music
licensing co-ordinator Sergio Pimentel is being employed
direct from the music industry with 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 guantity and
guality of their songs.

Cou

music industry’s

Relations between the games and music
industries have now progressed beyond simple

licens

see the value of people singing

artists’ songs over and over
off, expect to see the techn
editions of the game. Bc
establish Singstar as a platfor
single game, a bit like EveToy. Ther
special editions with individual artists
with the music industry, once people
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 alsa ge

3r Crossovers

have the

it the two of us
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“‘Umm

watch these videos

n order to ext
2 the new acts' songs f

consciousness far more effectively than any amount of
radic

end the game'’s
y in their

videogame industry has always been wary of
outsiders. Any company perceived as not paying

“Games don’t nec

Qr epil IC S Story line

appearing to priortise
demographic over making ‘a goc
its fingers burned. Singstar, Karaoke Stage and Dance
UK are all games that undoubtedly ‘
marketing mesting as opposed to ve brainstorm,
and they're about as far removed from cepted
zaniths of game design —Zelda, Gran 10, Halo,
GTA - asit's possible to get. Does this, and the fa
they're targeted at a less discerning audience of teen an
pre-tean girls, make them worthless or reprehensible in
s0me way?

Let's take a step back for a moment. Games are
about enjoyment through competition, either against the
computer or another player. They don't r
o provide a

= the targeting of a specific

gir roots ina

=gsarily need

l-encompassing audio-visual experience

Karaoke Stage has a 3D look 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

thrill. That's why

people still play pool, or poke ( football, or even
go to karaoke nights.

Everyone thinks they can sing better than their mates.
So far, your only proof has been :
cheer on the Friday night pub ku""OkC contest. B
Singstar and Karaoke Stage

who gets the bi

3sarily need to provide an
com p ‘.Sul"

o feed the com

the notes. And singing is a much more fundamental

hurman skill than teing good at TimeSplitters, so it hurts
tisn't just go

se games, but if ther

jtobe

maore when you Iose 5o, no,

e farmily you can play against her on
fing fleld and you can't say that fora




wrking in the local
*h manufactured the

Sinclair Spectrum. After four years, he ook

amtary redundancy a led 1o study

of Abertay

compule
two years there he
Menace and
Liverpool-based

5, these were moderately successful

and Jones decided to leave the course 1o set
up OMA Design with twa others, Its first game
was Lemmings, In 1990,

A massive success, reportedly being the
game ever (24 versions) and

r 20 milion copies (including
a development

Lemmi

v was released in

DMA Design

N meant

active eventually
pubiished the game. Gremiin followed up by
acquiring DMA for around £4m in late 1997
By then, however, DMA Deasign had already
ed a deal with BMG Interactive for its
-king crime game Grand Theft
n 1997, it caused a storm of

1 areas of the mainstream

Jones left the studio f
ser of Gremiin in 1

ing Infogrames”
|oHing
Liverpool-based publisher Rage and setting
up Rage Scotland. He bought back the studio
in 2002, renaming it Real Time Worlds. Still
based in Dundee, the studio is working on
two games, the first of which is said to be a
mix of GTA and next-generation racing.

v

take-c




Can you explain a bit about the studio’s
background?

Although w
fame of Real Time Worlds for 18 months.
imostof the cone people have been together
for many years. The original 19 people who
formed the company were the best| wiorked
with &t DMA, — most of them worked on GTA
and M'am some on Wild Metal Country.
In the last year wa've been siowly expanding,
S0 We're now upto 35, all the time making
sure we get the best people. And we've also
added some upper management, lan
Hetherington, who published my first six or
saven games at Psygnosis and is also
involved with Evolution' Studios, is onboard, as
is Tory Harman. Hewsed o be at Nintendc of
Amenca in the days of the SNES and the
NE4, 50 he looks after us in terms of the US.

ve only been working under the

And what are you working on?

It's a bumymer | can't say too much about it at
he moment because | love talking about

l games, it's going to be different. It does nave
A strong oniine component. It's not an RPG -
i&'s more ke a massvely multipiayer online
game. but not a traditional one. Al | can say is
fhat it wil gat peogple thinking. it's ambitious
and | hope the concept will be very appealing
to gamers, although it will require 2 fitlerbit of
lateral thinkings What we're cumently planning
§ 10 do is get & website up come E3 and show

d off what we're Up to. I'm keen on getfing

¥ people’s reactions and any ideas they have

} abaut It. That's one good thing about cresing
a gama in which we'll nead iots of payess=

B we may as well get their fosdbagk as cany as

4

What are the challenges you're currently
dealing with?
A mafc

s down to money, bacause if

) parsistent online ga

saud that though, | think there s an in-between

That sort of inter-game movement is
already happening. When Dark Age of
Camelot launched, whole guilds moved
from EverQuest and Ultima Online to try it.
Absolutely, but a game is going to have to be
pretty special to persuade people to move
from another game, leaving their community
and friends, and stay with it. That's ancther

whole new challenge for the industry.
Prenviously when a great game came out
people played it for a month or two and
finished it and then asked: ‘What's next?' With
online games, people play month on month
on month, so when you launch your online
game it's not just about passive marketing -
you have to literally pull players from the
games they're already playing. A whole new
type of seling is required and that’s going to

De ncKy.

There are also

mplications for the industry. At the moment,

nterasting

gamers buy fou

or five games per year, but

as online games become massmarket I'd be
surpnsad if people buy more than two games
As |'ve startad playin

g ONiiNe games

“| can see a lot of competition developing in the
,marketplace to get people on one subscription-based

model where people can get a limited subset
of the game &t different rates. Fundamantally,
if somaona is gaing to be playing on you

ey | a0 e

servers than it costs mc

he next by challenge s keeping the
perence fresh for two

q is whather y

ars, Then the next

NG another

e and trying {c

YOLE

nal one. | can sea a i

ympetition
developing in the marketplace peopie
on one subscription-based game leave and
rt pler

nteresting to see

ng another online g

mne. it's gc

any persistent

online games the markst will sug

think it's going to be many.

game to leave and start playing another online game”

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 sorls of garmes and
for some people that's fun but we have 1o
address that. Most people can't play 20 hours
a day. It's important they feel like they can
compete in the environment and that the

hay

/e a chance to do the cool things
who play for that length of time 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 Galaxies deals with the problem in
a completely different way to what we're
looking at. We have a couple of unigue
features | reckon will get around this idea that
everything has to be pre-scripted and built by
designers. There have 10 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-built. Equally, features like user-
generated content are going to be kay, We've
sean how popular mod communities ang —
they're a new dynamic digital medium where
people can play around with their own toys,
show them to other people and allow them to
play with them, but it's going to be a big
change for developers too. How do you get
the tools out there? How do you police all that
content? It's a whole new minafield, but an
exciting one.

Have you started talking to publishers yet?
We've been taking 1o people casually at the
momeant, but we've not been too active on
that front because we wanted to have
somathing concrete to show before we
started talking too much, But saying that
there's definitely a bit of resistance and
uncertainty because of the online focus. No
one's sure about the business model, how
we're going ta maka money from online or
what the timescales are for next-generation
platforms, because obviously we're not too far
away from them. Do we write for current
platforms, or do we write for what's coming?
There'are a lol of unanswered questions. But
thare are publishers out there who are a bit
more forward thinking, a bit smarter than
others. Actually, it's strange that you can
virtually count on the fingers of one hand all
the publishers you'd want to talk to. Thera's
not as many around as there used 1o be.

< 082

Do you need a publisher? Presumably you
could fund a Iot of the development costs
through other means.

It's great if you have a reasonable level of
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 content

Whatever happened to the Lemmings
licence?

Sony got it when it bought Psygnosis. It has
been quiet, although it would beé nice to see it
exploited on some of the lower technalogy
platforms. I'm surprised it hasn't happened,
actually. Obviously Sorry's busy with its various
upcoming strategies, but maybe something
like 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, 5o there are issues like that ==

o overcome.

“It’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”

issues, if you'd done this, this and this
differantly we may have liked it’. Or a publisher
may have a lot of icensed music they want to
use, but for whatever reason you can't. So
you need to bring a publisher onboard fairty
early in the process, not so much for the
funding but for the other issues like platform
strategies, licensed cars, licensed tracks,
whatever assets they are bringing to the table,
sorting out an 18-month marketing campaign.
It's not now a case of saying: "We'll self-fund
and when we're finished we'll give it to
somebody to sell.’ And it's particularly true for
online games. Who's going to host the
servers? Where's the customer support going
to be? Not many developers have in-house
customer support, 50 someong has to train
the staff. it's a big collaborative effort.

Does that collaboration mean you'll have
to hand over the game’s intellectual
property when you sign a deal?

Al the end of the day, that's just a tough
negotiation. You have to dig your heels in and
hope the publisher relents and says: ‘Itsa
great game, | want to publish it anyway'. Or
maybe the developer is struggling and so to
get a good cash up-front deal it's one of the
things you have to trade. It's different for every
project, but always a tricky area to deal with
in the negotiations.

EDGE

What's your view on the next round of
console hardware?

| can't say | really know much more than
anyone else. | don't think it will be a
revolutionary step. It won't be anything ke the
switch from 2D to 3D, so | hope it shoukdbe  §
fairly controlled. You can make rough guesses
- five times polygon performance, four times
the memory, hopefully a decent amaount of
local storage for PlayStation3. Obwiously the
big differance will be broadband capabilities
from the start. For me, that's the big step.

Guiding thesae little blue fellows to the exit was
Jones' first big hit. Sony has the licence now




Does the timing of their releases worry you

with respect to what platforms you'll
release your game on?

As lona as developers get the time to
experment and adapt, we can make
something special. Sometimes with 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 PlayStation2 because

it was complicated and the tools were late in
coming. Mare generally, though, it's going to
take a while to get up to speed with the new
Ll online capabilities — that’s going to be the big
/ learning curve for all developers, We have to
- ‘recruit people with new skillsets. Wae've just
employed somecne from Sun, for example,
who has a good background with databases,
with servers and all that stuff, it's been
interesting reading his reports and the options
we have when we're developing online
games, technical stuff like how many
processes a good back-end database can
handle per second.

N" "
“"M. ,44: “
W It was hard, because although they had a US

H presence, the Japanese were the strongast
driving force and there are so many issues

when you're trying to work directly with Japan,

notdeast things fike ianguage and time zones.
It was obviously great to chat to people ke
Miyamicto and Takeda, but it's not the sort of

thing you can do regularly. it was really dificult.

| suppose Microsoft and Sony have a better
rejationship with UK developers. They both
seemt to be working quite hard at trying to
come up with new ideas and fund projects in
W cifferent ways with things like prototyping
,' ‘ agreements, so that's positive.
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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 certainly not been a good few months.
There are & couple of factors, Because
projects are so big most studios are only
working on one or two, and if there's any
hiccups they have to shut the doors as it

you could have good gameplay
opey graphics. Now you
shame for the industry”

takes at least six months to get ancther
project signed with a publisher. Secondly,
publshers know what it takes in terms of
team size and experience to make a great
game, so they are being careful about who
they commission. it's taken for granted that if
you want to make a good game, you need a
sizeable development budget, and it's

£3-4m to compete on a reasonable level. It
1akes a long time and you need a good team
with a solid background to land those sorts of
deaals. Unfortunately, that's just the way the
market is going. It's not good for developers
with great game ideas, and even ifa
developer says, "We'll do a high-risk, low-
budget, original game,’ they stil need the
production values. A game has got 1o look
good and sound good to compete, and that
costs a lot of money. Gone are the days when
you could have good gameplay and get away
with sﬁg’hﬁy ropey graphics: Now you need
everything. That's a shame for the industry.

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 intp
every game, It doean’t relent. PlayStation3
and Xbox2 are going 1o 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, | wouldn't
have believed you, | didn't think you would be
able to keep 40 people busy for two years on
a game, and yet it keeps on happening. It's
going to get worse for the next generation,
and sadly LUK companies just don't seem to
be good at dealing with it. 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 controlied 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 it. Thinking back, we
had seven games in production when DMA
was bought by Gremlin. There's no way any
company these days would have that number
of games in development. | 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.
Mow 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?

| 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. | was so excited when we werg
starting to simulate a city in GTA but it was
just a bare minimum. Imagine what that will be
like in ten years' time! Just working towards
that year-on-year is great. And you get all this
new stuff like ragdoll physics and all the
compound interactive stuff, It's so coal and
you can breathe more life into your games,
and yet we're still in such an early age of
gaming, We've got miles to go yet.
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Legacy of Kain: Soul Raaver (top left), Shadow Man (bottom left) and Jet Set Radio Future (above) were all decent

have an area that is easy but not fun, or an area challenge to s
that is statistically too hard but the fun factor

overcomes this.”

it avery gamer (only in open-ended,
non goal-specif
this realistic)

k and Caxteris now ¢

0pers as a tempiate for u

Ammy battle in MGS2
shark in Gitaroo Man arx
Saon

Greg Zeschuk, joint CEQ at BioW\:

istic or insensitive. “P)

der's difficulty could be plotted on a graph,

it would be rapresanted by fittle more than a flat

e 10 you if
ys. "Hence, when it co ;
culty, the core team and the QA testers
0 have played the game for a long time likely
can't see things as clearly as a new tester can. It's
valuable to consicler this at regular interval
game development.”

line. While thi

S More desirabie than encountenng

a game-ending difficulty spike, many felt there was
something anodyne about Naughty Dog’s first
PlayStation2 game.

Engineering a smooth and upwardty-curving
challenge

am level to level is phenomenally

nd Edge is most sympathetic to the
sures that many developers are under to mest
or and gamer expectations, but

solutons to many.of

r variable difficulty

etement baming the satistying completion of a opportunity to elter this setting once the game is
gama. Everyone wants to be challenged, but while
it's extremnely difficult for a deveioper 1o deliver a Krig

underway. BioWare used a sfider to great affect in

ts of the Oid Republic, but ther

1o reason

games in their day, but poorly structured missions and bad signposting left many with no idea where to go next

games such as EyeToy: Groove is

why difficulty settings always need to remain static
In other.game genres.

A lack of direction or focus is the other major

NG their motivation.

Future are just a ha
accused of this crime.

ndiul of game:

These moments are staggeringly ¢
Even the magnificent The Lagend of Zelda:
Winad Waker suffered from chorishr Again,

that countless people

anecdotal avidence suggest
up at the same point: complete the Tower of

the Gods dungeon and the

conditions? Are marketers still obsessed givi
gamers ‘value for money'? If it's true that 80 per

cent of games are never compl then it's likely
that BO per cent of gamers are rarely satisfied by
their purchass, We're talkin 3, Warm
sense of ful s roll and

nant when redit

asoiution is re

know so few are going i«
importantly, the industry needs 10 stop engineenng
gamas to be artificially long or hard. Maybe

nol all difficulty spikes al

idental



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...

saves encourage lazy design. While many

’JD|'C\-’C the system is the ultimate s

difficulty spike (developers assuma pl
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their nciusio

ly repetitious, mechan
it could take upwards of three mir
complete. While this doesn't sound v

difficutty of the combat stratchal
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segment of the mission, tart all the way
| back at the beginning of the first objective.

1 anity to save isa
-c-,» nical method of artificially lengthening a
game, however the penalty for the player is
too savera. | vral rule, if a playe
forced to re|:-Ia}, ob.ertl\,-es that they've already nish your gam
1 more than twice, then motivation is that it's 'too sh
going to wane very rapidly. m7PL
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Three lives

This device has largely outstayed its welcome.

A throwback to the dawn of arcade gaming, it was
an appropriate method of giving new players value
for money for one credit ftime limits were
aventually introduced to avoid the Billy Mitchell on
Pac-Man factor), but one has to wonder why it's
still so.commion today.

It's understandable why developers want to
remain true to the integrity and dynamic of an
arcade classic when they come o translate it to.a
consale (as in karuga and F-Zero GX's focus on
standardised hi-scoring), but why do so many
games still use the three lves contrivance?

This fault is most prominent in platform and
thirdperson 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 aliotted number of lives?

Surely it would make more sense to dispense with
Iives and have the player restart at the section

they're struggling with. They're aiready fed up with
jumping over lava, or whatever, so why force them
to trudge back to the problem area?

arsus Super Mario Sunshine
Both games throw the player out of the level and
back fo the central hub when the designated
number of lives are lost. However, Sunshine has
come under great criticism for its “horrendously-
judged” difficulty curve, a factor which is less
severs when one considers thera's often more
than one method of acquiring Shines. But Mario
64 wins the day because it lets players hunt out &
liberal number of Power Stars at any point in the
game and most of the areas in Mano 64 don't
restrict the hero to collecting the stars sequentially.

Adaptive difficulty
Predominantly used in racing games. thisisa
commaon method of making a game fit aif player
competences. In short, if you're terible, then the
game cheats fo Jet you win, and if you're great
then the game cheats to make you loss.
Subtlety is everything: the device was
imperceptible in TOCA: World Tounng Cars
but blatant in Racing Evoluzione (rival cars hung
back so much after you crashed that their radar
dots barely moved on the overnead map).
Striking the right balance presents a formidable

challenoe 1o the developer and some
compromise by only adjusting the variables
when two attempts at the game segment have
already been failed.

Case study:

Crimson Skies (PC)

Missions are structured in a similar fashion to
Factor 5% Rogue Squadron [, only players are
given the option to skip the mission after three
failled atternpts. It's & simple, brave and
eniightening way of reducing player irrtation.

Checkpoints

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
mishandied in the Library section. The flaws with
checkpoints are those rare incidents where an
autosave kicks in just as you stand on a grenade.

e study:

Yarror

Fire Warrior, a game that superficially modelled
itself on Halo, very often got its checkpoinis
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.

m -"\




Maps

There are few good arguments for an exploratory
acventure 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 without any topographical assistance s
misguided. Note to developers: if you want players
to wander around a lot, please include 2 map.

(“df;t., stud

The Thing

MNat anly did Computer Artworks not bother with a
map, the game reduced the heaith of characters
whenever they went out into the frosty Antarctic
expanses. This double punishment did not induce
tension, fear or trepidation but levied a heavy
penalty on players for taking the effort to explore,

Save points

.un.b Raider used stationary save crystals.

Tomb Raider If allowed you o save wherever you
wanted. Tomb Raider il combined the two
methods, giving players save crystals they could
collect and use anywhera.

Core's alteration of the saving system from one
Tomb Raider game to another shows how difficut
this is to get right. The difference between a
satisfyving challenge and frustration is a fine line,
but one solution is to give the player the power to
save where they like using tokens. This is not
without its own problems.,

study:

Fantasy Vil

glaist
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
with a lengthy journey after their last crystal

had been used up. Damnably frustrating when
you consider the final battle could go on for over
half an hour,
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Every s, Edge suaiustas lhe tesl, mon? imteising,
o OF DIOmEing gamds oo i scale of tnn,
represets e middle vahie. Edga's
i, progressie mnd bellnced. A

g sysles

SYECI0E DD DOSArves 0 ierign rmark - fon W ety
befeve, seven cut pl ten, Scores’ brondty. comespond 1o
#he olowerig santiments: 76m; nothing, ooe: dilsrmos
et Sooatieg, heee: seviney fawad, fur EsEpporang,
v average, s competlen], s chlingumbed, sgnt
Expefient, ring: astounding, tof rovolutianan

Edge’s

Morrowind

The Gama of the Year etition of Bathesda’s sprawlicg
walkathon has inspired Edge 1o go biack and
imvesitigate the Nersvarine prophecies all ovr Again

Smash TV

Tacics, sk, feamwork and nstnct alf have to be
honad b
Edge’s | egenciary Halo co-0p sam

& bore. The porfoct, chaohic, ktep up for

Need for Speed Underground

Edge's prasent car won't win any beatity conests,
bt it's got it whesa it counts, The:driving may not be
anything astonishing, but the modding s beillant fun.

Tiger Woods PGA Tour 2004

Edge has no real-workd ifinty o godl, bt often the
sxgn of a good game IS in s abdy 10 enthral ihose
whio heive no passng infersst n s subyiact mator

Future schlock

ou would think the words ‘hardcore’ and "'mature’ would
Y have some kind of natural affinity. It certainly seams that
way when you type them into Google, but in the world of
games the hardcore are Hy mistrustful of ‘mature’.
They are suspicious of ‘realistic gore-fests’ like Manhunt,
which are surely designed to cater for the movie-loving
casuals who've never heard of Eugene Jarvis, And they

pond with aimost hysterical hostility to the hint of pink in

DoAX, homified that gaming has taken a step towards a fuller
and rounder representation of the world at large.

if you're shaking your head in enraged disagreement
because so litile of this applies to you, then it's probably
because it doesn't "Hardcore' Is an ugly term. The word's
connotations of smafl-minded, entrenched absession don't
lsave room for the enthusiasm, dedication and breadth of
knowledge many kesn gamers have, and Edge can't heip but
be instinctivaly scaptical of those who voluntarily adopt iL

And & of is in far more important
ways than thoss fhat require the “18° sticker on the front.
Gaming itses is maturing, In the sense thal It's growing,
developing, changing - expanding and adapting as it b

to fulfil its tial. And the inevitable resull of

this is that its appesi will broaden. As gaming bagins to take
in more subjects, more kinds of play, more assthatic styles
and morse ambitious th the rafl ber of P
who will find something in it for them will grow, What's also
inevitable is that this increased fiow will take gaming ina
more mainstream direction — a direction that will bring
phenomenal tog which are reviled by the
hardcore and an influx of the kind of disinterested and
undiscerning gamers with whom they are unwilling to share,
But what it doesn't have to mean is homogeneity -
gaming diluted until it bacomes a vat of thin, icensed,
watery pap. It means an industry big enough to sustain the
demands of a tar more diverse market than the oid, sour
hardcore/casual split. The more ful the mai .
the more viable it is for the traits loved by the hardcors to
flourish in their niches - in-jokes and brutal bosses, one-
credit challenges and Tekki controliers, the abstract and the
two-di ional. The mainstream isn't the hardcore's enemy,
it's its saviour, and the faster it grows the safer the
things we cherish about

b
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Castlevania: Lament of Innocence

Format: PlayStation2  Puhlisher. Konami

Developar: In-house (KCET) Price: $50 (£28) Relsase: Qut 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

hat creature lies in the deepest
Wduﬂgeon? The fong spiral stainvay
eadding to a blood-splattered arena may well
be the first area you investigate, but it's likely
to be the last you'll uniock,
The cloying atmosphere and dingy moss-
clad walls suggest this is a kiling ground for a

rigin, Tc

diabolical monster of ancier
ieft is an enormous door, enchanted v
lock to keep the creature at bay. And this

a

*Konar
IS a superb
franchise so ¢

Lament of Innocence
return to the mmp es that made '[ he
nerished on the NES and SNES'

ni is back on form., .

0g2

being Cas ou just know it's just one
of the secret chambers too terpting to
igriore for the curious adventurer,

Konarmi is back on form, After the
execrable Castlevania on NB4, Lament of
Innocence is a superb retum 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
PSane. The greatest compliment that can be
paid is that, like 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 of the
Night, it resurrects that game's halimarks of

Symphony

seductive exploration and satisfying
topographical progress.

Lament of Innocence unearths its
traditional roots from the very beginning. You
play Leon 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
certainly won't win any awards for its plot
exposition, or for the hammy voice acting

ather than furnish the player with a hug

castle to investigate, Lament of Innocence is
divided into five 3, a decisiorn
that may dismay ts. These levels
can be accessed in any order from a central
dais in the castle's main chamber, and this
lends the game a more abstract and

discrete lev

dition
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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



It was supposedly lost along
with the Crimscn Stone.

Moneybags

Luckily, there's a shop just outside the
castle, It enables Leon to buy up potions,
armour and magical tickets that allow

teleportation in and out of the castle. Along

with bags of money hidden around the
place, creatures often dissolve into coins

when destroyed. It's the engaging combat

coupled with the bonus of earning money
that makes the dungeon wandering less
irksome. If your travels take you up a cul-
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 with the secondary
weapon produces a variety of
magical effects during combat

<€ 094

Rarely do the camera angles obscure combat and

extra whip combos are added as you progress

of further magical assaults. New whip
combos are added as competence increases
and while the combat is never electrifying
there's enough variety, both in terms of
creature types and their attacks, to make the

y absorbing.

e fighting is also significantly enhanced
with the addition of a guard function. When
enemies warm up to deliver a special attack
12y glow
Pressing the guard button (R1) defl
blow and tops up Leon’s MP meter.
I er, a skill chance is afforded to braver
adventurers: it's possible to perform a
: ct' guard at the very last insf
negating all damage and significantly topping
up both the MP and heart meters.

There's no question that Lament of

th a violet luminescence

cis the

Innocence is an impeccably produced
videogame. While it fails to astonish (apart for
the move to 3D there are no unique ideas)
the pacing and structure is so well calibrated
that it would take a stony-hearted gamerto
give up befare the final confrontation.

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 majestic and the visuals are as

good as anything the PS2 has produced to

nia romp is hard to fault.
Only when the search for the final few
objects and
underw

looks beautiful throughout, but mibination
of deliberately unfair camera angles and poor
collision de

zclion makes finding the hard to
reach ledges and secret alcoves
exasperating. Often you'll try jump-whipping
a ledge and miss only to find out later, and
after much aimless wander|

, that you

ss the

were a pixel away from s

first time around. It's an unfair oversight that
makes the effort of completing the game with
the perfect percentage more of a chore than
»mething one had to suffer

a pleas
in the 2D iter:

=r's game, Paced exquisitely and
structured according to acknowledged
convention, it breathes new life back into ane

of videogaming's olc ranchises.
And for thdse with high levels of stamina
and curiosity, there’s always that final

dungeon to explore.

ating Bight cut of ter



Manhunt

Format; PlayStation2 Publsher Rockstar Games Devoloper Rockstar North  Price: £40  Relsase: Out now

Items that suffocate or garrotte your victims,
such as plastic bags, are more steaithy than
weapons like baseball bats and knives

Hunter:

3l bent on killing you

Easantially, this is Rockstar does stealth

game that rewarcls patience - rewards it

an auspicious beginning if it's going to match with disturbing and dramatic depi
ubenviclence. By sticking to the shadows

avoiding direct confrontation, your cf

eeping up behind an

j \),-‘('_]L_J.f' I‘Zl“_?}(:i‘i‘ Wf'\HEi CI can despatch enemies with ease, and by
becting victim and the cut-scenes ramp

QY ( Hunters by

ther (played by
r, Brian
om the

dystopian urban slum in which he finds animation lds immeasurably in this respect,

Smashing through windows has the e Dty - S WAt
added advantage of leaving behind a himself by the most violent means necessary, Within

glass shard with which to stab Hunters Whick

While the game requires you to be patient,

sets up the structurs for progression ather, veenng




the end, and then requinng

It's not always possible to lean against a
doorframe in order to peek beyond. However,
it is possible to employ a Super Monkey Ball-
style camera swing to get round this

FETISH
HARDCORE
AND

BRUTALITY

Stealth marketing

Rockstar has once again demonsirated is
approach to marketing with

danhunt, by devising a spoof wel

rw.valiant-ent.tv

pe of adult

y famillar 1o everyone who's ever
surfed the net. “Fetish, Hardcore, and
Brutality videos made to order,” it
preciaims, bafore cunningly introducing
tors to the depraved snuff-filled world of
| Starkweather, Not as entertaining as

Liol
the Vice City retro-game stuff, but still an

example of a publisher with a keen aye for

informal marketing technigques.



Final Fantasy X-2

Format: PlayStation2  Publisher: Square Enix

Devaloper: In-house  Price: $50 (£29)

Felease: Out now (US), February (UK)

Previously in E118

All of the characters from the first game make
reappearances, as do the locations, but for
RPG gamers who yearn for the stony castles
and smoke-puffing villages of Square's
yestaeryear, the girl-power styling will grate

Dress to kill

The lengthy mid-battle animations have
been cut to allow for fast-paced raaction-
fuelied fight sequences. The exception is
whan the girls swap costumes mid-battle.
By changing a particular dress, be it black
mage, warrior, thief or gambier you change
the job class of that character. This allows
each girl to master many disciplines and
has meant Square could keep the playable
character roster down to three.
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The majority of missions are not essential to
moving the storyline along, so it's possible to
complete FFX-2 in a fraction of the time it
takes to wade through a normal FF game

107's 'competent’ rating for Ainal Fantasy

X attracted bile from Square’s faatical
young apologists and concurrence from those
who argue that the series has faltered ever
since that opera scene. FRX-2 divides by
virtue of its concept even befora cne
considers its execution.

Historically, each FF game is a world unto
itsalf, united by common threads and
traditions but nevertheless unique. So to
series stalwarts FRX-2 fesls 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-Armagedden

So while the backgrounds, melodies and
faces are familiar, the flow of play is resolutely
distinet. This is what happens when an FF
star gets a day job. That star, Yuna, two years
after beating antagonist Sin, has joined a
fermale trio of treasure hunters, known as YREF
These are the scle characters you contral. It's
all pink bubblegum, curves and biinding
J-pop attitude, plausible in the main, as it
appears designed to attract female gamers as
much as titilate the stereotypes.

The main change deoclogically is the
mission-pased structure, splitting the
adventuring into more manageable non-linear
sactions over five chapters, This move
ensures that many won't get past critiquing
what FFX-2 is not, rather than the qualities it
exudas: the freeform structure is wel
implemiented and the battle systerm, more
akin to a menu-driven beat 'em up complete
with timed combaos, 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
weanyingly capricious and the dialogue is sub:
par. Sguare has a unigue challenge: with the
FF series nearing its thirteenth basic iteration
after 17 years, the company is almost alone i
facing issues of identity and consumer apathy
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 divide
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
players a reason to take notice again.

LB




Gotcha Force

Format: GameCube  Publsher; Capcom  Deswedoper: In-house (Production Studic 1) Price: ¥6,800 (£36) Falease Out now (Japan), February (UK)

uilding a new franchise is tough. Luck,

determination and funding are vital, but
before your brand gets the opportunity to
snowball it has lo be desirable. Gotcha Force
has all the requisite cute and vibrant stylings
of ancther Japanese phenomenan, but t's let
down by a pallid game dynamic

There are over 200 'borgs’ in the game,
and your job is to collect them all, But
collecting things in games is only fun whan
there's an entertaining journey to be
undertaken, Here, Story Mode propels you
into Safari Town, a suburt that's just been
invaded by an alien race of mechanaids
called the Death Force,

But calling it Story Mode is overly grand.
There’s no plot to speak of apart from brattish
youths with speech bubbles containing
comments ke, “This is not good, Koull The
Death Foroe has taken over our garden”
Safari Town is dvided into segments, choose
ihe map quadrant and match up your best
borgs against the invading soldiers. it's
disammingly simple and adds fittle contesxt or
texture to the expenence. If only the
muitiplayer battles were any good.,

The arenas are small, and when your
borg gets smashed into the edge (which will
happen often) it bounces off an invisible wall
resulting in a wild camera spin. There are
objects that lend the game strategic
possibiities — and wonderfully these benches,
sand buckets and plant pots accentuate the
tiny tot universe - but the fighting is so basic
they hardly come into play. There's one
special attack, one main attack, a dash and
an evade manoceuvre. It's possible to pool the
resources of your friends to urleash a power
burst, but the simplicity of the controls s
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 before most
manocsuvres can be made. This digital
dynamic is compounded by flat and jagged
visuals that often make the action
disonanting. Indeed, in two- and fourplayer
spiitscreen batties the game can be seriously
painful on the eyes

Befora bouts, the borgs in your collection
can be viewed and selected in the Force Edit
mode and It's here that choice and tinkering

has an impact, but not enough to make a
poor game better. This is one title that s
unfikely to hold the interest of Edge’s
youngest readers

Edge rating: Three ouit of ten

Previously in E125, B131

- N

Targets can be switched by pressing the Lor 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 upcoming battle,
Though there's good variety on offer, the
turgid, basic combat mars the collecting

Gotcha going

The fourplayer spitscreen mode is frantic,
fast and a strain on your eyeballs. The
jagged toon shading gives the game its
unigue fiavour, but it's nowhere near as
accomplished as in The Legend of Zelda:
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

Format: Game Boy Advance  Publisher: AlphaDream  Developer: Nintendo  Frice: £30  Reisasa: Out now

Previously in E12

bbbk

-.have had their bones broken,
their flesh stripped, and all their

blood sucked out. ...Yuck.

ViR ar

Luigi s usually found tucked up tight behind
Mario. Was their brotherly love inspired by
Miyamoto-san's E100 anniversary cover?

Help a brother out

Mario and Luigi can switch order at will, but
the front brother is always A, the back B.
Shoulder buttons assign a move to each -
jump, hammer attack or the mystenous
hand powers that you discover later In the
game, In a Three Stooges' inspired system,
if Mario hits Luigi from behind, he hammers
him underground, enabling him to unearth
beans and tunnel under gates. If it's Luigi
doing the walloping, then Mario is
miniaturised. In these circumstances the
brothers can be separated, and solve
puzzie sections separately.

100

Mario gets to revisit his past, jumping barrels and actually doing some plumbing for once. Luigi's
mentor Professor Gadd returns as the owner of the StarBean cafe, where you can brew power-ups

herever ha travels in the BeanBean

Kingdom, Mario's fame precgdes hin
but the only way he can prove he's not an
impostor is to perform his trademark jump.
It's a nice gag, of course, but it culs o the
guick of what some latter Mano games
forgot. Marnio was bom to jump, preferably
landing on something's head as he does s0
And so, despite baing all dolled up in RPG
pyjamas, the active sections of Superstar
Saga play exactly like a platform game.

The invisible string that shackies the
brothers together makes negotiating even
the plainest sel ol steps a new and
appealing challenge, and the team-up
manoeuvres that spring Mario high in the ai
or float the palr across a gap, elegantty
govern your progress through the candy-
bright environments. Fighting is percussivel
physical too, requiring a leve! of timing and
observation that makes every battle
resambie a game of Wario Ware. The vast
exploratory quests are punctuated with
minigames, and extended puzzle sections
intersperse baddie-heavy dungeons.

The whole garme Is a feast for Mario trivi
hounds. Every corner of the Mario empire,
from Luigi's mansion to Dr Mario's surgery,
has been combed for inspiration and
Superstar Saga's jukebox is stacked with hi
indisputable greatest hits. But this isn't the
kind of checklist nostalgia that saw Mario
Golf ticking boxes on the Mario roster.
Superstar Saga does justice to Miyamoto-
san’s original vision: a worid of deliciously
impossible creatures and impeccably illogic
logic. A world where you never know what'
happen next bul, once it has, you know it's
what always should have happaned.

The piot is a delicate little deconstructio
of gaming conventions, starting out by
breaking all of Mario's rules but then steerin
you back onto time-honoured paths. Not
that your laughter will give you time to
notice, as you're dazzled by the slapstick,
tickled by the wordplay and driven to an
occasional snuffle by the characters.

Some set-pleces, sadly, are interestingh
conceived but badly executed. And by the
time you've got all the clever combinations
of hammers, jumps and combos you may
find yourself in a muddie with the controls,
But these are only minor annoyances, and
the overall excellence of the game squidge:
them into insignificance like a blow
from Mario's giant hammer.

Edge rating:

Eight out o te



Ghosthunter

Format: PlayStation2  Publisher: SCEE  Developer: In-house (Studio Cambridge) Frice: £40 Bslease: Out now

hosthunter is from the same studio that
brought us Primal, and it shows.
Technically, it displays a mastery over the PS2
that is hard to fault. it has Primals aesthetic
sensibilities: beautiful landscapes,
architecture and character modeling all lit by
/& ight sourcing and heightened by
atmospheric music and sound effects.
However, like Pamal, Ghosthunter
struggles 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 turn for the
terrible, as some poor design decisions haw
been made that are impossible to ignore,
There's a sense that Studio Cambridge
became so enamoured with its own artwork
he game. The
biggest hang-up in Ghosthunter is that you're
forced to play it in thirdperson (this way the
gorgeously rendered hero, Lazarus Jones, is
always in shot). A more practical firstperson
muode 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. it 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 toenall. It gets annoying quickly.
The adventurs element is more
successful and, unlike Primal, there are fewer
incidents of mindless wandering. Clever
puzzles are borne out of a nifty ‘bhody’
swapping dynamic, as Lazarus is possessed
by a spint who can be summoned at certain
points, and the dichotomy between the
corporeal and incorporeal realms is worked
nto the game impressively. Crass cut-sceneg
triggers, however, & with poor game
logic to spail the whole effect. “Astral now has
the charm ability,” we're told after a seemingly

Impress

that it adversely influenced

insignificant ghos ptured. Why?

Too much of Ghosthunter is clumsy and
inconsistent to keep interest and motivation
levels high for long. With so many adventure
games on the market, this is an interesting
but ultimatety 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. s i

Astral can move from corporeal to incorporeal form, allowing her to trigger switches and solve

Five out of ten prablems (left). The combat, especially at close quarters (right), is temper-inducing and tedious

Praviously in E124, E125, E129,E131

Take a good look at the game's hero. Lazarus
may not be the most charismatic character
ever created but the detail is exceptional.
Unfortunately, the firstperson mode is useless

Stealth-me-too!

“Hey kids! Stealth! Have you heard? It's the
latest trend. Developers have been putting
it in games since, oh, well, since, um, Metal
Gear came out on the MSX in 1987. But
everyone’s doing-it now and all gamers
love it." Unfortunately, the stealth sections
in Ghosthunter are not only absurd, they're
boring. Why anyone thought following slow
maving ghosts around graveyards would be
fun is the game's most baffling conundrum.
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Dog’s Life

Format: PlayStation2  Fubiisher: SCEE  Developer: Frontier Developments  Price: £30  Relsgse: Out now

l' Wil
l” fh“[li“"
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Roaming in smellovision mode is the game's
greatest tool for making you feel like you're
piloting an animal. It makes exploring a dull
path feel way more exciting than it should be

Urine for a treat

When you've collected enough colour-
coded smelis, the local dog pads forth to
challenge you at a particular minigame
These include speed-digging. tug of war,
chase/race goals and the highlight: the pee-
marking game. This is where each dog
marks points on a grid with his.own scent,
in order to claim all the corners of a shape
and the points to go with it. Beating a dog As with everything in Dog’s Life, there's something brilliant being hinted at, but never realised. Some
lets you control him for a imited period. of the later challenges, such as retrieving energetic kittens who refuse to stay put, are excellent
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the end doesn't poin

0 kay, so the score

wrapped up In an intnguing fur o
been consciously aimed at kids. Consciously,
because it's as much asinine as it s canine.
Both the storyline and the cringe-worthy
internal monologue of lead dog Jake feel like
the necessary avils of aiming your sights at
one oemograpmnic. The object Is to collect
bones — Jake's equivalent of stars - but you
o

naxt set of levels. There are only three

7't need a certain number to unlock the

e ts in the nd y

pretty freely within each
ow, the mo
you, making defeating them in the top-dog
tussle of minigame challenges easler. While
too straightiorward, It doesn’t treat the player
as any more of a dogsbody than most
modem platformers do with thelr lendency 1o
make you do little other than go fetch,

But there are a ot of Inte
here. Brikantly, Frox s not shie

bodily functions, alk

8sting ideas in

can pick up in his jaw and throv
Numerous 'beq’ combos are

with the chance to turn your bark into g
growl, All these are completely underplayed,
pointing to a far more wild game that has
been domesticated to fit into an established
genre. But there is one crowning achievemen
here: smellovision. It's a firstperson mode
whers you can actually see smells as

This lets you det

n recently
a

tprint trails. And view
3 turd

looks like you've just set o

massiva smoke grenade. Again, though, it
exists mostly as a way to col
[f you're after a challenge
thurmb difficulty curve here will do nothing for
you. It doesn't teach platforming any new
tricks, but it does
and pace. Maybe
phrase “for kids”

ffar up interesting ideas

\ Ever

the more

universal appeal of

axad out of the




EyeToy: Groove

Formal; PlayStation2  Publisher; SCEE  Developef In-house Price: €30  Release: Out now

dge initially feared that EveToy: Groove
Ewould 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 EyeToy 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
i an extended version of one of those
lengthy beat-based minigames.

However, it's been completely rermodelied
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 harder than lots of rhythm action games,
although that's often because players wall find
themselves waving unnecessarily, unsure
whethear their hits are going to register. This is
where the game suffars most: it lacks the
tactile response of its pesrs.

In both Dance Dance Revolution (see
p107) and Samba de Amigo, actions by the
player are rewarded with real-world fesdback
—atap of the fool in the case of dancing
games, a rattle of the maracas for Samba -
which helps coax the game into a digital
madel. That single-point feedback defines the
moment at which you are, in normal game
tenms, pressing a button. Groove has no
such physical or aural mechanism, your
image on screen providing the only guideline.
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
interaction, while the soundtrack is as
all-encompassing as you'd expect from a

The bright colours and clean edges recall

game going for a broad demographic and the
equally broad Christmas market.

The options are comprehensive, although
those coming from EyeToy: Play might be a
litthe disappointed there aren't more
diversions. |t doesn't have the breadth of
Biay, but that was never the point. The
consequence of maoving 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

Harmonix's work on Ampiitude, but Groove is
a much more mainstream experience than the
twitch rhythm game. It 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

The Chill Out optien lets you play without fear
of a ‘Game Over', Fireworks, flames and sparkly
orbs can be controlled by arm movements,

reminiscent of the earliest EyeToy tech demos

doesn't stop it from being entertaining.

Edge rating: Seven out of ten
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In Memoriam

Format: PC, Mac  Publ

fier; Ubisoft Devsloper: Lexis Numerigue: Price; £30  Relaase: Out Now

J. k Lorski and Karen Gijman been
apped. The only clus iz a blakk CD

as be»:r1 Jupli
someone will get
t -appara t

often merely a set-up fc

further

ical puzzles — unlocks
more of Jack's journal,
the majority of these
puzzles re internet
ch engi transiators mainly — to
ent team he

and simple pl
'“r'qllcnje‘? af

s of websites linked to the plot,
're able to think laterally and - for

meaning

enter characters' names into
details. Equ

example

Google to find elaborativ

ress, you're emailed by other

ase who wil
ion on their
5 its hardest to

P NTY LT —

Jtion, tqkp this as a cross between

1and
s FMV

Simple arcade-style puzzle games make up
the more traditional elements of In Memoriam
(right), but sections reliant on websites
hidden on the internet (above) and analysing
film footage (top right) feature strongly

would be to da
uses its form wel

stuck on a puzzle, it contacts you
with
Being a unique game,
n unique problems. B
h engines means that
iscussed online, t

contact e-mail you

Real or fake?

While using real-worid tools, as described
in the review, brings problems it also
provides some of the most enthralling
moaments in the gamae, \

that shows ITuf

en you're unsuna
whether the site you've found has been

of the future, iscreated with auther istic

: intent and is, in its own little way,
constructed by the developer, is some real-
world crossover or a real-world site which is

actually relevant to the grand arch of the It's a testament to the game's atmosphere that you never question why a serial killer would
conspiracy behind the game. program a macabre crazy-golf game, completion of which is required to reveal his secrets to you
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Max Payne 2 — The Fall of Max Payne

Format: PC (version tested), Xbox, PS2 Publisher: Rockstar Deveioper: Remedy  Frice: £35 Rein

za: Out now

5 this the most viclent game of all tima?

Maybe. |ts ragdoll physics may not match
g limbs and broken faces of Soldier of
ut its throwaway approach to life

and death is

bitter; metallic
cut-scene sees an ini
murdered right there

in front of you. itsa

nasty, throwaway moment that has little, if
anything, to do witl

th the larger story.
And ry Is a mess. In the first
game, Payne was a pawn in a sinister
y. Now the secret society

ermbroiled ina tu

nag, the viclent gunplay
undeniably hartic draw. In the

catech yourself pumping rour
a twitching corpse, pinning it

Then time

sumes, and you

provide cover that c ped away
The familiar bullet-time retums; albeit
tweaked. No yau kill in slow-motion;
your responses and reactions improve. You're
able to move at full speed
around frozen opponents, It leads to a more
aggressiverstyle of play, running headlong
through, barely pausing as you dash thro
rooms, gunning down goons before they dare
to respond. If you are caught in the cross
Max!
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
tandard of design here has improved

' since the original — the highlight
us, pencil outlined carmival ride
fantasy on its head, and a
t-pi were the
major moments are seen through multiple
perspectives. This is neither a fall nor
nsion. It's an update.

hinuec

addiction to painkilars

exponent

being a gl

that turns the co

drn as

Six out of ten

Although most objects within the game are animated with the Havok physics engine, the light
sources are static. It'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 guicksave

Mona tone

Halfway through the game, control
switches to Mona Sax, a beautiful assassin
who featured briefly in the prequel. There is
litle attempt made 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 rifla. In reality, both offer
identical experiences.



Monster Rancher 4

Format: PlayStation2 Pubisher: Teemo Deveoper In-house  Price: 850 (E29)  Fejeassze: Out now (US), TBC (UK)

he first Monster Rancher was something of a
T pioneer, but now with Magic Pengel, Dark
Chronicle and Pokémon all excelling at different
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 into the design of the monsters, it's fittie
compensation for Ifeless environments made of fiat
greys and bland khakis. The step from cel-shaded
chanm to 3D generica has not been a success.

The random-encounter adventuring has a
simplistic, repetitive charm which is all to the good,
since it now plays a pivotal role in levelling-up your
creatures. The battle system has also advanced,
allowing a palette of up to nine attacks and
introducing new team-up moves.

However, the fights remain less than
challenging, the ranch building aspects are
perfunctory, and with no real sense of connection
with your monsters, or of engagement with the
clumsily delvered plot, there is littie here to help the
game overcome its tendency towards
charmiess, chore-based repetition.

Creating monsters by inserting other PS2
discs, DVDs and CDs is still highly
satisfying. Knowing your chubby blue
rabbit was born from a copy of Rez adds
considerably to his charm

Edge rating: Four out of ten

Harvest Moon: Friends of Mineral Town

Format: Game Boy Advance  Publisher: Natsume  Dovelopen: In-houss  Price: 830 (E17)  Petease. Out now (US). February [UK)

A s any Harvest Moon veteran will know, the
games are a bit like ‘River Cottage’ but without
the bloodshed or the cider, and the GBA version is
no exception. Take over a rundown farm and till the
50il, plant crops, water crops, harvest crops,
reinvest profits in farm infrastructure, buy fivestock,
sell milk/wool/eggs, reinvest profits In fa@m
Infrastructure and carry on until you've got a
positive spiral of escalating profits and lots of happy
animals. But it's not all work, oh no. Theres TV to
watch, meals to make, people to see, festivals to
attend and possibly, if you're charming enough, the
hand of a young lady to win in marmage.
Consaquently, although the game can fee!
rather chore-like - especially early on before you've
earned all the upgrades that take the pain out of
harvest time - you get as much out of Harvest
Moon as you put in. Which is to say that, being the
industrious sort, Edge thinks it's excellent. The
rhythms of the day quickly become second nalure
and hypnatically absorbing, If Edge has one
complaint, it's that there're never enough
hours in the day. And in the game, too...
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It might seem like a simple concept, but
like all the other Harvest Moon titles, it
proves maddeningly absorbing, trying to
juggle the responsibilities of maintaining a
virtuous cycle of profitability while also
finding time to woo the ladies and attend
events like the horse races

Edge rating:
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Legacy of Kain: Defiance

Format PS2 (version tested), PC, Xbox Publsher: Eidos Dsveloper Crystal Dynamics  Frice: £40  Release: February Previously in E125

ou get the impression the only person who
Ycart!:s about Kain's legacy any mare Is the
writer, Here's another episode in the long running.
and over-elaborate, story of Raziel and Kain's
heat their respective destinies. Suffice

instaiment th but do not
'ESGIW.-: '.\,,ﬂur‘g Expect another adventure anou
about this time next year.

Credit must go to Crystal Dynamics for
producing the best-looking Kain game to data. The
architecture is majestic and the detail throughout is
another sign that we're truly established within the
second generation of PS2 titles. Combat is less
imp 8. Enemies fesl they've been added
at the last minute, ) inteligance and slide
around the scenery like inept ice skaters

The turgid battling lets an averags game down.
The puzzles employ the now familiar plane-shifting
mechanic and are well constructed and designed,
while switching between Raziel and Kain adds
impetus to the adventuring. Yet the combination of
nd dreary combat

Wi

Both Raziel and Kain 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 platforming sections that often

result in instant death from failure

W0y camera iews
does nol augur well for Lara’s next outing. ==

Four out of ten

Dance Dance Revolution Extreme

Format: PlayStation2 Publisher Konami  Developer In-house  Prce: ¥5,800 (£36)  Rsicase: Out Now (Japan), TBC (UK)

f DDA is dead, then apparantly no one told the
I UK. Konami's most prolific evangelist to the
mainstream charges on with determination and, let's
be honest, slight bewilderment. Japan, howeaver, is
a different story, and DDR Extreme steps in as
Korami's possible last-ditch attempt to draw back

EHFm il P iiE the arcade yen and again milk the rhythmic cow

ﬂ This, the eighth standard iteration, becomes the

Q‘"?ﬁl e - — White yvers definitive version for iImporters. The song list
it : A " e features over 110 hits drawn from just about every

bamani title from Pop 'n' Music to Guitar Freaks. A
new ‘marvellous’ step accuracy ranking is included
for those who can improve on ‘excelient’, and all
prenvious game modes, from Non-Stop to
Challenge, come in one package for the first time.

Popular characters make a return, and provide
unlockable assets to keep players retuming. it is, of
course, more of the same, but the concept is as
compulsive as ever. The difficulty curve is one of
the best, and becoming a top player requires
senous time investment, With DDA toumaments

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

beac

ng rmore frequent, there's never been

tter time to put the hours in.

Edge rating Eight out of ten
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Transformers Tataki

Format: PlayStation2 Publisher Takara Developer; Winkyseft  Price: ¥6,800 (£36) Release: Out now (Japan), TBC (UK) Previously in E123

R-;‘JE].K. Despite the appearance of Optimus Prime

in the screenshots, this isr

sformers Armada I
:h on last month's

drum up
=N f_}i—_'l'[‘l%

Jazz,

scream, Soundwave and Optimus
sheer gee-whizzery of the FMV, that transform
noise and the metal 3
miuch of the two points that yo
Rose-tinted memories of the

ly go so far, and that's

Hrime; the

can

ty rudimentary button-bas
way beal ‘'em up. Combat is random thi

transforming is largely irelevant (although Megatron

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

e struct

does have a pretty nifty attack), and t
remadial; consisting of level after level of unvaryi
action, with limited continues in pl

of &

workable

save system. It's boring, dispiriting and besmirches
the rmightiest of robot brands, At least the
interminable cut-scenes can be skipped

Two out of ten

Chou-jikuu Yousai Macross

Format: PlayStation2 Publisher Bandai Developer. Sega-AM2 Prica: ¥6,800 (£36) Raiease: Out now (Japan), TBC (UK)

Q uite apart from the subject matter, Macross is
a stylish, sclid and polished title. So-including
big robots (and specifically, those featured in one of

=t offered by
fiuid transitions between modes is marvellous, and
the sense of scale from combat that traverses
&, 8ea and land is enormous. Dodging missiles
while abtaining multiple locks on enamies Is frantic

aining, while pursuing bosses through i | il | | il 1l |
G : { t 3 1LY
d fields and the Earth's stratosphera provides L A ul"""'

end drama to the Look: it features the best transformable
robot in the history of transformable

robots. What more do you want?

Eight out of ten



Teenage Mutant Ninja Turtles

Fommat; Xbox (version tested), P82, GC, PC  Publisher Konami  Developer: In-house (KCEJ)  Price: 850 [£29) Relsasa: Out now (US), February (UK)

Previcushy in E125

eals chesky to be criticising a scrolling beat 'em
F up for being too shallow, but TMNT is possibly
one of the most tedicus ever. Pretty but basic, at its
best it's vaguely reminiscent of the peacock beauty
of Viewtiful Joe, but that's immaterial when it's the
backdrop for such a banal button-basher, The
Xill-style comic book THWACKSs and THOKs add
pizzazz, but it's still the bad kind of repetitive.

Every stage feels overlong by several minutes,
there’s little varisty in the waves of enemies that
altack and, for all its gloss, TMNT feels slower and
less flamboyant than the SNES ‘original’. It uses far
more buttons than your typical beat ‘em up, but
ends up fesling 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
"8 up staples - such as flying kicks and spin
aftacks —aren't available at the start and have to
be learned. Repetition is only acceptable
when you're repeating something gratifying.

Edge rating: Four out of ten

Mario Party 5

Format: GameCube Fublisher: Nintendo  Developer: Hudson  Prices 840  Ralease Oul now

It's weil 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

il ”| (L

(MHTTTT !

I||]"

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

ere spirts to play a game while they waited in

Purgatory, surely it would be Mario Party. It
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 in 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,
mirigame mayhem ensuss. And it's here that Mario
Farty 5 comes into its own. From speedboat
slalomns to ice 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.

Adl the minigames can be accessed in a
separate mode, but annoyingly, they must be
unlocked first. Play it while drunk, and Mario Party 5
is knee-slappingly enjoyable. But that could [ -
be applied to almost any group activity. =g

Edge rating: Fve out of ten
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Top Spin

Format: Xbox.  Pubfishar: Microsoft Game Studios  Developer: Power and Magic  Price: £40 Release: Out now

H"-"”H l’"|| lul: I hgnces; are you've been h:ere before, \.f.rith the
ol it Virtua Tennis series — a crisp, responsive and
consuming sports title where the act of hitting the
ball is made so effortiess 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.
MNever before has tennis felt so firm and satisfying.

On top of the four 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 mast 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.

L PR

T A e betrdgitet o

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

Edge rafing: Eight cu

Counter-Strike

Format: Xbox  Publishar: Microsoft Game Studios  Developer; Ritual/Valve  Price: £40  Release: Out now

he story of the Xbox might have been quite
T different if Halo had been Live enabled. It
vasn't, and despite numercus attempts at
providing the definitive onling console FPS, the ] mrenttooxt
throne has remained very much unoccupied. .

Couriter-Strike needs no introduction. Nearly
identical to its PC predecessor, it offers the tale of
terronsts and counter-terrorists, endlessly retold.
Singleplayer mode is not the story hers, as
multiplayer is king, and while there is no splitscreen
option, system link can be used for offine play.
Thankfully, the conversion from keyboard and
mouse to pad has been made with rare judgement
- moverment is smooth and aiming is easy. The
classic gameplay has made the transition tog, and
I as rewarding as ever,

The biggest problemn is that, unlike its PC
brother, this game isn't free. Even when the
conversion has been handled with such delicacy
and inteligence, this title will find it hard to compete
with more modemn offerings from the likes of
Rainbow Six 3 and Xiil. But that won't stop it
providing the better online experience.

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

Seven out of ten




Bomberman Jetters

Format: Game Boy Advance Fublsher Hudson Developer inshouse Frica: ¥4,800 (£26) Folesse: Out now (Japan), TBC (UK) Proviously in E116

in Japan - its

Ware might not be entirely ascribed to

has two ‘'main' minigames, a

ar NS ame
Pokeémon Finball

by ho

15 Edge did, |

ne is. This does nol

u will be struck

creadful the pinball ¢

— ,‘_1 N
WS ULS il
o 3o o e Bl

challenge a Even the multiplayer link-up capabilities
of Jetters' minigames have not been
enough to woo the Japanese public. The

game has suffered from truly dismal sales

Tetris-style puzzle game or the 2

Two ouit of ten

Arx Fatalis

Format: Xbox  Publsher DreamCatcher Games Developer Arkane Studios  Price €40 Relesss: Out now

LA8LLLE

dungsons for repetitive villagers
and spend your expenence points on strengthening
5 tralts and abilities,
t year for PC, thisis 2

nllﬂ“

3 i "'H;“ a tedious chore with an analogue stick. Although
£°¢ Combos ! .

’ G : gach has a back-up solution, don
“ Cast U this for real freadlom, For the most part it's as rigid

‘ PreCust ' - as: give_this_to_him but only after speaking_to_her
ut Arx is pure of heart. The sterile dere

The magic system requires you to draw
runes onscreen, which adds tension and
tactics to battles. A simplified ‘arcade’
option is included to compensate for the
loss of mouse precision in the conversion

the soun

own way, bake y

your own weapaons, Its at

strengths that Edge came clo!

stimony 1o the game’s

:, at times, to

forgetting how Arx lets itsall down

Four ot ten
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The skiing P 1 is more enjoyabi

than the road hopping, and the limited
graphics have a Christmassy feel

Retrospective

It was one of the first skiing games and
became well known largely because it
came bundled with new ZX Spectrums,
at least in later promotions. By early
Spectrum slandards it was vibrant and
in one package was certainly a novelty.

But even fresh-eyed enthusiasts
found the limited binary gameplay a
duty rather than a pleasure after
repeated play. Of course, Horace
Horace (which preceded this} and
Horace and the Spiders.

retrotest

Horace Goes Skiing

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

urme House

kiing is not the first sport you'd

s expect to be reproduced on the ZX
Spectrum, but this is not exactly geared
towards your Val d'Isere champagne-
and-winter-lodge jet set.

Horace is one of the most hideous
characters yet created and his holey-
headed visage sets the tone for the
whole game. It's silly, shallow and jolly,
and is bound to become a popular game.

In fact, Horace Goes Skiing is like
having two games in one. In the first trial
you must guide the eponymous hero
across a busy road and into an
equipment shop to collect his skis.

In a rare case of real-world
authenticity, skis must be hired for the
extortionate sum of $10. Though you

begin the game with $40, a tangle with S Do | ‘:'I MPRPLUOTERS
oncoming traffic will cost Horace $10 in MEL B n N e HO U= e

hospital fees. Fortunately, more cash can
be earned once out on the siopes.

Fans of Frogger will be familiar with
the car-dodging dynamic, only here the
different lines of traffic move at ematic
speeds to add a random, some might say
unfair, element to the proceedings.

This short prelude to the meat of the
game may seem novel at first but it soon
becomes imitating in the extreme. Once
the humour of seeing a biue biob carted
off in an ambulance wears off, there's
little extra fun to be extracted.

Once you hit the slopes things

improve. A series of blue and red slalom This ski resort has to be the most treacherous in the world. Not only does Horace have to cross a
fiags line the course, and failure to busy road to hire his skis, he must then go back to reach the slopes. Poor planning by any standards

manoeuvre Horace through the gates
results in the loss of points and cash.

Trees provide the major cbstacles,
and if you collide with one there’s a
chance Horace will break his rented skis
- a situation that throws you back to the
roadside for more car dodging.

Horace’s three frames of animation
hardly convey the same kind of
elegance as the swivel-hipped Conrad
Bartelski, but that's not surprising.
Horace has no hips.

Horace Goes Skiing can be an
evocative game, if you're the kind of
person who likes to sit around staring at
illustrations of the Moomins while
smoking recreational drugs.

For the rest of us, Horace Goes
Skiing is lots of fun for an hour or
so, but wears thin in the long term.

o) Five ten
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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 Q*bert that made the game so popular
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Engineer/actor

For three years, Warren Davis

Q'bert bounced around a with an eve to his forme:

lear the s e, Davis

NCO|

Byramic

(ouid open the paper

sunday and look at the

ove

1 away from his cartoon- videogame

like enemies - Wrong-Way, Ugg, Coily, character that swears? engineering jobs. One day he saw
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Jeff Lee’s concept drawing for Q*bert
explains the gameplay mechanics so well

the explanatory notes are almost redundant

for videogams programmers. |

wrestied with it because | didn't want

1o get back i

n engineering

environment. On the other hand, |

what the hell

uce
he sent in a resurme and, by January

of 1982, Dav

S programming

games for Gottlieb.

My first game
Davis had never designed a game
betore. He never set out to make

Qbert, he just wanted to learmn how to

make a videogame. | was |t

ideas 1o teach myse

rs dhred T o iy

~ ot .

- i rlic *
T a -

Q°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

graphics programming concepts like

gravity, bouncin randomness.

Another programmer, Kan Yabumoto,
had filied a screen with an Escher-like
cube pattern, anc

han | lool ati,

it ocourrad to me you could sculpt a

pyramid out of it such that if a bal

on

choices of w

drawing prot

thair r

Jbert differ. Lee has in his

origins

chbooks a design for a pyramid-

like game very similar to & nits

joystick control and its hero, but the

led characters, and Lee

-6 Lee

as a kid he had

v and grotesgue
s Inspired by

‘Mad' r

it more

as an

“As the game got r

Gottlieb, evaryone seemed to have

ideas,

through w

| was the only programmer, if | didn't

like an idea it didn't go In the game.”

Often, 'liking an idea’ dependec

gesire t

on D

'-ability &

"lt's not so much a matte

was a matter of | dicn't want tc

Defender, he strove to develop a

game you could play with one hand

But more impaortantly: *l didn’t know

how to make that work. You're
shooting, you have to figure out how
you're going to aim it, and then you

have to figure out how you're going to

do the collision detection. It was too
much for me. | really wanted to keep it

simple. It was my first gal

And now it's a game
ed ciosely with Lee in the

ent of the her

NS Wel

sometimes just sithing behind L

worked, which was very unnerving
& and sedentary
ur that hid a

kind and caring nature. one night



| was playing the game and trying to
figure out what to do next with it. Ron
was sitting behind me breathing loudly
{vou could atways 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, (*bert was
confusing. It 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
guarter and immediately push up,
causing O'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. | kept
making it easier and easier, and | think
it actually got released a bit too easy.
Which is one reason why | went on to

jumped off the pyramid. Introduced by
Rick Tighe, one of Gottlieb’s
techricians, the sound was a carry
over from the world of pinball.

Pinball machines have coils that,
when charged with an electric curmrent,
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
perfact to me was a little 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 cost of installing
the foam was too prohibitively
expensive, and Q*bert fell into the

arcades with a ‘knock’,

The arcade is a stage
Watching Qbert hit the arcade for the
first time was like being ina
performance. As Davis recalls, “It 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 Maore Challenging
bert (the actual name of the ssquel)
right after the original’s release.”
Because of Q"bert's simplicity,
many people guickly mastered . A
harder sequsl was needed. But
FHMCO bert was a flop. A prototype
was tested in arcades less than six
months after the release of @ bert, but
most pecple were not yet Q*bert
masters and the game had yet to run
its course. As a result, nobody wanted
to play FHMCQ bert and the game
was never released. Davis has a
version of the game in his home:. |
preferred Faster Harder More
Challenging Q*bert, That was the one |
thought was a lithe bit more my
definitive version, The director’s cut.”

Q*bert’s Fall

One of the more unusual additions to

rbert was the knocker at the bottom
of the videogame cabinet to simulate

the sound of Q'bert's fall whenaver he

bumps. It was almost like you're going
on stage, very nerve racking. It was a
huge sense of pride, over time you see
how it builds, to a point where
somebody’s playing and maybe five or
six people are watching. When you
saa the crowd, and everybody's
playing it, and everybody's

excited to be the next person to

play it, it's unbelievable, it's a
phenomenal feeling.”

Today, when Davis mentions his
wark on 'bert, he gets one of two
reactions: "Oh my god! Really?! That's
s0 cooll” or “What's O bert?”

Davis continues to develop games
and act in Los Angsles. “The part |
miss the most [about the old days of
coding] was that there were no rules
about what a videcgame had to be.
We were making it up as we went
along. Our bosses wanled us to take
chances, come up with new ideas. |
liken it to the early days of movie

making at the turn of the century.

ut"‘s‘?

Even in early drawing form, Q*bert had his distinctive nose. The original idea was for the nose to actas a
weapon, something that did not make it to the final game because it made playing too complicated

Eventually, certain genras 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
programmied an entire videogame.
Something he had never done before.
But more impartantly, says Davig, *1
was proud to have made a game you
could play while helding a drink
in your hand.”
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Examining gaming history from Edge’s perspective, five years ago this month
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Virtua Fighter 3tb: the
only decent DC launch
game 2 Woah! Pointless
CGl! 3. “Tekken: The
Motion Picture'. With
Offspring on the
soundtrack ¢ Queuing for
the DC. Wait three years
and they'd be given away

1. 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 8. How Tomb Raider
Ill was sold 9. Trespasser.
Deploy the arm!

Global Domination - a
cross between “Risk,
Missile Command, and the
holographic game in
‘Never Say Never Again
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INDOXE

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 — | 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. t's just Nokia
seems to be going about it in all the wrong ways.

| took great interest in the N-Gage when | first
heard about it, and some of the tech-specs that
wera coming out after it was announced were quite
exciting. However, | found myself being put off over
time by Nokia's persistently defensive attitude. |
simply did not buy the ‘console first, phone
second’ idea that was being pushad.

Actually holding and playing the thing reinforces
this: it's horribly 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 priorty. The
slightly raised five and seven buttons do nothing to
convince me otherwise, 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 shape
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 built an electronic massager... with a games
console built in because they know how to make
games consoles.

It's not long since Nokia alienated its targst
audience by making negative comments about
them, now it seems to have developed a negative
attitude towards the specialised press that could
do so much to promote its little gaming gadgst. it's
not as though they can do without the assistance —
if the N-Gage is selling as well as Nokia claims,
why haven't | seen anyone playing thermn other than

Communicate by post:

edge@futurenet.co.uk

display units in mobile phone shops? It seems,
though, that poarly thought-out design, with a
poorty-planned launch, and poory-directed
promotion will see the N-Gage fail before it ever
sees any form of success. Let's just hope that
Sony or Nintendo can pick up on some of the
slightly better ideas for their PSPs or GBAZs.
Andrew Merson

| remember when | 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 levell | loved that game and
now | have the chance to play it again, in the loo!

| am a proud owner of a Nokia N-Gage, and |
just wanted to publicly applaud Nokia for having
the courage to realise such a risky concept. | also
wanted to voice my disgust at the way Nokia has
been traated by the meadia, The amount of negative
reports on websites and in magazines is totally
undeserved. What has Nokia done to deserve this?
It seams the general public, and the media alike,
are unable to grasp tha concept of the N-Gage. it
is not a tradifional handheld console, so it will not
sell a million units dunng the first week. N-Gage will
sell when consumers decide they want to upgrade
their phones, it's as simple as that. Consumers
need to think of the N-Gage as a phone and a
gaming device, not one or the other.

Take the price for example — critics are
outraged by the £220 cost. | bought my N-Gage
for £30 on a contract with free calls. | use my
phone a lot so, for me, the price plan is value for
money so you can imagine how frustrating it is to
hear critics slating 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 ertics, including Edge, would have you believe,
The vertical screen does cause problems when
playing Sonic-N, but N-Gage is designed for 3D
games just like the GBA is designed for 2D games.
Tomb Raider and Tony Hawk's Pro Skater work
very well on the vertical screen. | would like to end

Letters, Edge, 30 Monmouth Street, Bath BA1 2BW
Or email (stating ‘Inbox’ in the message header):

this letter by asking whether Edge will cover the
N-Gage in future issues, and whether the current
crop of games will be reviewed.

Paul Drummond

Although feedback regarding Mokia'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 existing titles, extensive reviews weren't
necessary, Certainly, in spite of the low-key launch,
Nokia's detenmination 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
maore 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.

Emuilation is impartant for the historical aspect
of games as a medium. So the guestion is: are the
above examples piracy, or are they historical
archives for the future? Where does Edge draw
the lime? 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 acosss to the rare, out of print,
and axpensive older issues for 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? Ch, 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 upload
it. What do you think, sirs?

Vince Riley

Edge has considerad the possibility of making

“What has Nokia done to deserve this? It seems the general
public, and the media alike, are unable to grasp the concept
of the N-Gage. It is not a traditional handheld console”




back issues avallable in PDF format, but
unfortunately certan legal issues affecting
the nghts of editorial contributors currently
preclude the possibliity.

Yesterday | watched ‘Figntbox for the
first time on BBC2, and while | applaud the BBC
for having a go at putting videogaming into the
spotlight, it does nothing for making videogameas
more acceptable in society. The show was done in
such a patronising matter, the contestants were
looked upon as geeks (quote: “She has no al” by
one ol the annoying presenters), and there were
cheerleaders. If it was on something like CITV it'd
be better, but sadly | can only say that we still have
a long way to go before the television industry
seams 10 take gaming seriously and not *for kids'.
Bring back '‘GamesMaster’ any dav.

Ben Perkins

Nostalgia can be a wonderiul thing.
Reacalling bygone days and wanming your Socks
next to the memonies fireplace can ighten éven the
darkest of days.

Remembaering the first time you managed 10
sall the yacht to the secret island in Jet Set Willy I,
the time spent searching for the mythical trailer in
Lunar Jetman. Fond mamaories. Harmiess.

But nostalgia can also be dangerous. Raising
something to omnipotent status can muddle cne's
Judgemant, It is In this respect that | feel Edge
should wipe away the sticky residue that has been
clouding its vision for a good while now. | refer of
course to the score awarded to Mario Kart: Double
Dash!! in E131. | will skip the courss that latters of
this nature doggedly follow, namely righting a list of
review ‘wrongs', although | must take Issue with
one. The fact the game has been deemed “very
slow”. Maybe your reviewers should go easy on
the valium - there are some lightning fast moments
in the game and these balance extremely well with
the average cruising speed that, if it were any
faster, would compromise the fine strategic balance
of the weapon system.

| feel your judgement in this and many other
cases Is very often skewed, leading to some very
unfair review scores. No one would disagree that
Super Maric Kart in its first iteration was a sublime
experience, but it should not be a standard for all
future games to be judged against. Parhaps the
little quirks in the first game that you came to know
and love were viewed differently by other players,
The removal of the jump that used 1o pra-empt the
drift is in no way detnmantal to the game, as the
tracks now feature many more undulations and
jumps. So what if there are no retries? Get used to
being a loser and use the remaining tracks to
smarten up your performance. Get used to
change. Stop living in the past. Do you really think
Nintendo want to make a near replica of a decade
old game? | applaud their decision to adjust the
formula and contrary to your daft, anal review,
believe most of the changes to have resulted in an
extramely playable game. | was late for work this
morning because | just had to bounce around
Waluigl's Stadium once more. | wasn't even trying
1o win, just having a lot of fun.
Adam Fox

Edge is glad that some readers enjoysd Mario
Kart: Double Dashll However, we didn't. Nor did
many other readers, some of whom actually

Of course, we're right and you're wrong.

In accordance with pan Gifitns fetier in
E130, | don't think it's that there aren't any new
ideas, but that there isn't any new techinology.
Many will disagres with me, stating things such
as: “in what way does the tachnology of a NES
compare with that of & GameCuba?" Well, it's ke
game formats and platforms. You can buy games
for PS2, Xbox, GameCube and many others and
these are the formats and platforms of games
Currently we have only one format/platiorm for
consoles and PCs which is electronic, but what if
that was different. What if, by some weird twist of
fate and technoiogical 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 like those seen in Cronenberg’s ‘eXistenZ'?
This may seem a complete fantasy, but think about
it. In the '70s and '80s games consoles and
arcada machines wera someathing new. A new
gadgst that everyone could own and use, so the
craze spread like wildfire and everyone loved
playing videogames. in comparison, where we are
now is a technological void. We've almost reached
as far as we can go with elactricity, silicon and
iasers to make great games.

Maybe the next step is using the electricity in
the human system as power, the brain and the
expenences it has in games. It sounds stupid, and
probably is, but it's a possibility. This fantasy may
take years 10 develop but | can see it being the
future of games.

Tyler Messer

Leaving the latest Edge on a wet surface
{for example a kitchen worktop while waiting for the
kettla to bail) for approximately 45 seconds makes
the silvery-vamnished areas bilister and bobble
giving a satisfying bumpmap effect. You may want
to experiment with differing lengths of immersion
and various liquids (tea.coffes, etc).

Jim Le Fevre

Re: ‘Wonderful weird’ in £130 and the
Boong-ga Boong-ga machine. Judging by what |
raad on the back of a tailet door in a service
staticn on the M4 near Reading, those “bleary-
eyed lomy dnvers® like nothing more than poking
things up arses... and | don't think they limit
themseives to plastic ones

Chris Temple

I have noticed tha your Inbox section has
been getting smaller and smaller in recent issues.
Is this on purpose or are people writing shorter
letters these days?

John-Paul McCann

We just don't seem 1o be able 1o 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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