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The future of electronic entertainment

he appearance of a console is never as important as
what it's capable of doing, of course, but that doesn't

stop us having strong opinions on the aesthetic aspect of
videogame boxes. Indeed, you only have to recall the
widespread derision aimed at Microsoft’s design for evidenca
of how critical gamers can be when it comes to how
something is going to camplement - or clutter — their living
rooms. Opinion on Sony's new PSX, as featured on this
manth's cover, has been split. Some appreciate its strict
straight edges and sheer whiteness, while others have
likened its appearance to something you might find in an
especially posh kitchen. Either way, It provokes a reaction.

Looking under its bonnet reveals hardware that's not
nearly as contentious. In fact, it's not really capable of
anything that a selection of other pieces of technology
combined couid not, but that's precisely the point: buying
a PSX will negate the need to have any other plece of
entertainment kit {bar a display unit) in your home. Everything,
from PS2 games to digital photos 1o DVD movies, will run
through this Sony-badged machine. It is the mythical hub
whoss ammival technology analysts have for years been citing
as the turning point in consumer gectronics, It represants
1rue convergence. And it's right hers, right now. Or at least
the Japanese version is, and this month wea've been putting
one through its paces. You can read our testers’ findings on
page 70, along with an extensive look al what convergence
will mean for videogaming as a whole.

Convergence is also Microsoft’s next goal, and the
company’s Xbox successor — which, If rumourmongers are
to be belicved, will be able to do everything from rendering
seven zilion polygons per second to boiling an egg - falls
within our look at the year ahead, which begins on page B2.

The videogame hardware scene s beginning to get all
juicy again. And we're gearing up 1o bring you the best F‘
reporting available amywhere, Hold on tight. L=
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EA calls time on the gaming party

With 2003 now a fading memory, Edge takes a look back at the Christmas silly
season - and finds the world’s biggest thirdparty game publisher firmly in control

ttendance at the Christmas party is
A mandatary. Everyone's there, even the
accounts department - who wouldn't so
much as touch a drop of Jacob's Creek for
the rest of year — drunk on two Bacardi
Breezers and monopolising the dancefloor,
The IT guys in borrowed suits and comedy
ties are clogging up the bar, while the office
juniors are throwing up in the cubicles.
Attendance is mandatory, which is why is it's
so crowded. But is anyone having any fun?

The videogame industry’s annual

Christmas party takes place on the shop
shelves, where attendance is also
mandatory. But with almost haif of all 2003's
software releases shoehorned into the
period between October and Christmas,

there just isn’t room for everyone to enjoy
themsebves. The Christmas crush was more
franzied than ever last year, but with
companies fighting for an ever smaller share
of shelf space and magazine coverage, the
big winners were contrasted with those who
ended up with little more than a hangover
for their froubles.

The Christmas peticd is obviously the
crucial time of the year for videogame sales,
but are publishers exacerbating the situation
by scheduling all their big releases and
allotting the majority of their marketing
spend for the last three months of the year?
Comparies are gambling big on Christmas
sales, and when the stakes are this high,
there’s bound to be fallout.

“Christmas is about publishers releasing a
portfolio of games — some licences, some

franchises, some original. Each has its place”

You'd expect most publishers to be
placing safe bets, with an unhealthy
abundance of sequels and licensed
products on show. Sure enough, EA's
Medal of Honor, Lord of the Rings and FIFA
franchises threatened to monopolise the
party. But there were also a heartening
handful of big hot onginals among the
003, True Crime:
uge succass for
EyeToy: Play and
K both demanstrated the
of hands-free gaming -
on't require joypads. it could
i EA Chertsey and

2

Dundee- ba==d Visual Sciences’ success in
turning Harry Potter's favourite game
Quidditch, a baffiing and, in terms of its rule
structure, almost incoherent hybrid of
lacrosse, polo and fiying, into a reascnable
game demonstrates the cross-media skills
of game development at their highest level.
Mearwhile, more good news came from
game brands such as Tony Hawk's and
Need for Speed, which experienced
succassful makeovers, The only link for
resulting hits Tony Hawk's Underground and
Need for Speed Underground to their
predecessors was the start of ther names
and their respective use of skateboard and
car as means of transport. Another surprise
Christmas success story, Vivendi Universal’s

EA's Need for Speed: Underground became
the surprise hit of the season, while THQ's
Finding Nemo was one of the few games to
break Electronic Arts' menopely on the charts

Top 20 selling games
in the UK for 2003

007 »



Controlling Christmas

Proving the financial reasoning behind the Electronic Arts method, this graph demonstrates the
increasing importance of chart positions the closer you get to Christmas. Back in October, EA's

games account for about 40 per cent of the £20m weekly retail software market but this grows rapidiy
as December approaches. In mid-December, the size of the UK software market had tripled to over
£60m, with EA now controlling around two thirds of it. In contrast, the share of publishers whose
games aren't in the top positions has shrunk considerably. However. the relatively large areas controlied
by Vivendi and THQ demonstrates the value of big hits; in this case The Simpsons: Hit & Run and
Finding Nemo respectively. Activision also carves out a big chunk of cash for itself, thanks to the
tongevity of True Crime and Tony Hawk's Underground in the upper reaches of the chart during the
crucial December game-buying frenzy.

Publisher performance based on their games’ top ten positions

e Others musnnsann Activision
e THQ L=
— i vendi

Total sofware value share (in £10m units)

&) 10 09 08 o7 06 05 04 01
Weeks to Christmas

Faw riata sourced from ELSRA/Chan Track & MCY Media

There's no originality left in the Christmas charts? The resounding success of Sony's EyeToy: Play,
which has continued to sell in large numbers since its June release, suggests otherwise

The Simpsons; Hit & Run, made its mark by
merging the gameplay of GTA within the
family-friendly embrace of Homer and family.

Conclusion? Christmas is about
publishers releasing a portfolio of games -
some licences, some franchises, some
onginal. Each has its place.

Good, better, best

“On one hand, we've been working hard to
improve the quality of our yearly franchises
such as AFA and Tiger Woods but we're
introducing new ones as well," explains EA
UK’s head of PR Glen O'Connell. “FIFA
2004 was the biggest seller in the UK during
2003 and that’s not because we just release
it every year. There's been an internal push
to make sure that game gets better and
better every year"

ensure we're pushing the right products at
the right time."

Indeed, with game sales in November
and December accounting for well aver a
third of the UK's total software market
during 2003, it's clear why publishers view
as the crucial period. If they can't break a
game at Christmas, they may as roll up the
debits and get another career. Unfortunatel
however, for the majority of publishers the
strength of EA’ line-up is slowly wiping
them out. With the exception of Konami's
Pro Evolution 3's one week on top, EA
games controlied the UK number one spaof
from October 4 onwards. But not only that
the company also averaged three out of th
top five games, four out of the top ten and
six out of the top 20 throughout that entire
period. It released 14 games — as well as

“Christmas is a key period, and while we don’t
ignore the rest of the year, we ensure we’re
pushing the right products at the right time”

EA is keen to spend time and money
building the franchises of the future as well.
Need for Speed, a brand that traclitionally
hasn't done well in Europe, has been
revitalised, becoming the second biggest-
selling game in the UK during 2003. And
when combined with the dozen cther top-
20 hits the company racked up betwesn
October and Decemiber, it all added up to
burmper Christmas for the world's largest
game publisher.

“2002 was our most successful ever,
but 2003 has been fantastic,” ©'Connell
enthuses. “Christmas is obviously a key
buying period for games, and while we
don't ignore the rest of the year, we

co-publishing Namco's number one Soul
Calibur Il in Europe with Nintendo and
distibuting Vivendi Universal/Fox's The
Simpsons: Hit & Run. Estimates suggest E
accounted for over 40 per cent of the UK
total games sales during that period.

Taking Into account the success of
THQ's Finding Nemo, Vivendi's The
Simpsons: Hit & Run and Activision's Tony
Hawk's Underground and True Crime, and
the remaining other 15-odd publishers
ended up sharing a mere third of sales
betwesn them.

More games are released at Christmas
than at any other time of the vear. In one
sense this doesn't matter as more games
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No other publisher had the muscle to compete with Electronic Arts this yuletide, who claimed the Christmas number one with Medal of Honor: Rising Sun
while three of its other releases took up residence in the top five. Meanwhile, FIFA 2004 was the biggest selling videcgame of the year

Christmas myth 1: Need for Speed
Underground was a surprise success only
because 007: Everything or Nothing slipped.
The background: With publishers having to book

last-minute scheduling alterations can throw those
well-laid plans into confusion.

The company line: There is some truth in this,
afthough a spokesman for EA says the company
had already decided to advertise Need for Speed
on TV before Bond slipped. The resulting ad slot
gaps were spread between it and other EA
games. Need for Speed did get more focus with
respect to in-store advertising, however, because
of Bond'’s absence.

Fact or fiction? A nice one for the conspiracy
theorists but doesn't quite pan out in reality.

Christmas myth 2; UbiSoft's trio of original
games Prince of Persia, Beyond Good & Evil
and X/l were lost in the Christmas crush. The
company was forced to discount the titles
heavily to get them into retail channels.

The background: Launching original games is
difficult at the best of times. Launching intc the
crowded Christrnas market is expensive and

not helped when your games involve a prince, a
cel-shaded French comic hero and a girl with
green lips.

The official line: Beyond Good & Evil clearly
became lost in the rush, but UbiSoft is continuing
1o back the other two games and claims to be
pleased with their performance, which improved
after Christmas. “We've sold over 100,000 units
of Prince of Persia in the UK," says one inside
sourca, aithough admitting this did include

The eight myths of Christmas 2003

their TV ads slots months in advance of Christmas,

PS2 bundiing and other retail deals.

Fact or fiction? |s the glass half full or half empty?
Bottomiine: the games did okay, not great. And
Prince of Persia is still be released on Xbox, PG
and GameCube, as well.

Christmas myth 3: TV advertising is a big
waste of money.

The background: With every publisher spending
hundreds of thousands on TV slots, it doesn't
make sense because consumers are swamped.
The official line: It's hard to make a general
argument. While TV ads falled to shift any units of
Beyond Good & Evil, Ghost Hunter or Mission:
Impassibie: Operation Surma, 2003 was the first
time EA put Tiger Wood PGA Tour on the box. The
2004 version was the best selling version ever and
the 24th highest selling game in 2003,

Fact or fiction? True in most cases, but when it
works, it really works:

Chri myth 4: Cod ters’ Pop Idof was
top of the flops.

The background: Despite being the bookies' early
favourite for the Christmas number one spot, the
highest chart position for Codemasters’ Pop fdof
game was a lowly 16. It failed to even make the
top 20 during Christmas week.

The official line: A spokesman said the game had
performed “to expectations” in the UK. He pointed
out that the US version of the TV show has only
recently started its new series. Codemasters has
already released its American Idol game and will
be ramping up its marketing push in that crucial
market during the spring.

Fact or fiction? Certainly off to a bad start in the

UK but the fat lady hasn't starting singing yet so
don’t rule out a happy ending.

Christmas myth 5 GameCube is now the
number two console in the world following its
price cut in 2003

The background: Wiin the price down to £79

{ 99 in Europe, $39 in the US), GameCube

sales rose sharply, with Nintendo claiming victory
over Microsof

The official fine: GameCube has probably outsold
Xbox gicbally in 2003 (the final figures aren't yet
availabie), but it's still neck-and-neck in terms of
total nstalied base. What s worrying for the
company however, is thaf key firsiparty games
such as Mario Kart: Doubie Dash!! and Star Wars:
Rebel Strike: Rogue Squadron 3 haven't sold well
in Europe at all,

Fact or fiction? Who cares? You're still fighting
over second place. Whatever happened to being
number one?

Christmas myth 6: Beset by a lawsuit and late
tweaks, Activision's True Crime: Streets of LA
almost didn’t make it in time for Christmas.

The background: Launching late into a crowded
Christmas market might be suicidal for any original
title, particularly when you're up against a GTA
dual pack. but True Crime was Activision's big
hope for 2003,

The official line: True Cnme did slip two months
from its original release date but the lawsuit from
author Robert Crais was dropped after the game
had been released. As for the last-minute
polishing, a spokesman explains, “There’s no point
in releasing a game on time that won't five up to

consumer expectations so we didn't ship it untit
we were happy with it.”

Fact or fiction? A half truth, but all's well that
ends well,

Christmas myth 7: It is official EA policy to have
the top five games at Christmas.

The background: The Christmas top five is the
most lucrative part of the year so the most
aggressive, profitable games company in the world
ensures no competitor will take what it regards as
its rightful place.

The official line: “Christmas is obviously a huge
penod for us so we try to make sure we do as well
as possible then, but | wouldn't go so far as to call
it official policy.” says an EA spokesman.

Fact or fiction? Whatever the truth, it's an area EA
will have to work harder at in 2004, In 2002, GTA:
Vice City and The Getaway spoilt its UK top five
party. This year it was The Simpson's: Hit & Run.

Christmas myth 8: It's stupid for publishers to
focus so much on the Christmas selling period.
The background: So many games are released in
a two-month period that publishers have to spend
hundred of thousands of pounds marketing titles
to ensure they're visible. They would do much
better to focus on the other ten months of the year,
The official line: The stark fact is that Christmas
accounts for about half of the UK's annual sales
and is the best time for publishers to release their
big games. Success at Christmas ameliorates a
game’s earning potential significantly.

Fact or fiction? Some games are always lost in
the end of year rush, but it's the only place to be
for key brands.




are also sold at Christmas. The problem is
there aren't enough extra sales to go round,
particularly as the top tities suck up a
disproportionate amount. inevitably, some
gamas don't do the expected numbers and,
obviously, no publisher is going to confess
to its own shortcomings, but a detailed
study of the charts dermaonstrates the
turkeys of Christrmas 2003,

Notable by their absenca from the
charts were UbiSoft's Beyond Good & Ewl,
Rare’s Grabbed by the Ghoulies and Sony's
Ghost Hunter, all of which sank without
trace. Archly known as Mission: Invisble in
some circles, Atan's Mission: Impossible:
Operation Surma also failed to make any
impact, despite TV advertising, and is now
bang heavily discounted at retall, as is the
publisher’s only marginally more successiul
Terminator 3. Other games that charted only
briefly iIncluded Sony's Jak I and Ratchet &
Clank 2 and Rockstar's Manhunt.

Share of the spoils

As well having a direct Impact on the revenues and profits a publisher generates, rumours about

the strength of Christmas sales can have a big impact on a company's share price too, The
performance of True Crime and Tony Hawk's Uinderground has clearty been recognised by investors
with Activision shares up 22 per cent since D ber. Other Cr inners, such as THO and EA,
have also basked in solid improvements in their share prices. Ci iy & weak ing can have a
detrimental effect with investors assuming a bad Christmas will result in weaker than expected final
year earnings. Take Two is only down slightly. With no new GTA game, it was looking to Manhunt,
Max Payne 2 and Hiddan & Dangerous 2 to pick up the siack, but none did particularly better than
expected. Ubisoft and Atari/Infogrames have suffered however. Both companies are down over ten
per cent as games such as Mission: Impossible: Operation Surma, Beyond Good & Evil and Prince of
Persia failed to live up o expectations.

Performance of shares since December 2003

-12.5%

-12.1%

-20.0% -10.0% 00.0% 10.0% 20.0% 30.0%

A more high-profile failure, however, was
Codemasters’ Pop idol, Designated the
bookies' favourite in an announcement by
Ladbrokes and trade body ELSPA at the
start of November, it failed to chart higher
than ils opening position of 16. Richard
Eddy, Codemasters’ head of
commnications, put on a brave face,
clalming the game had “performed
according to expectations,” aithough he did

Christmas, by which peint their price had
dropped from £40 to £30. Prince m’ Persia
was also extensively bundled with
PlayStation2, which would have
considerably reduced the revenue UbiSoft
generated from each sale. A similar story in
the US has seen UbiSoft offering anyone
who buys Prince of Persia a free copy of
Spiinter Cell throughout January, UbiSoft's
hesd of consumer press, Lidia Stojanovic,

“No odds were provided for the eventual
Christmas number one, MoH: Rising Sun, whick
only goes to show how tricky predictions can be

point out that as the US TV show “American
Idol’ has only recently started its new series
there is potential for the game to do well
there. Ironically for Ladbrokes and ELSPA,
no odds were provided for the eventual
Christrmas number one, Medal of Honor;
Rising Sun, which only goes to show how
tricky predictions can be

The status of UbiSoft's Prince of Persia
and Xlil are less clear cut, however. Despite
reviewing well and being supported by hefty
advertising spends, including TV spots,
both games only started to sell well after

PlayStation.c 53-,.;'.
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says both games have dona well in the UK,
however, and the company was pleased
with their performance.

She also refutes the suggestion that the
games would have performed better if
released during a quieter time of the year.
“Christmas is the highest-seling part of the
year and you release the games you think
will do well then," she says, pointing out
that publishers can't shift releases randomly
“In the first quarter of 2004 we're releasing
Spiinter Cell: Pandora Tomormow,

Rainbow Six 3 for PS2 and Far Cry,”

Playsta

<€ 010

UbiSoft's release of Prince of Persia in the crowded Christmas period was certainly viewed as a risk by
mast industry observers. Sales held up respectably, although discounting in some chains played its part



Sony's Ghost Hunter and Microsoft's Grabbed
by the Ghoulies were two higher-profile games
that got buried in the Christmas deluge

she says. Meanwhile, the company will get
another attempt to make Prince of Persia a

when the Xbox, GameCube and

& in March.

A, the big winner
n. After a
terrible couple of years as sales of big

franchises such as Tony Hawk's Pro Skater

and Star Trek co
Spider-Man: The Moy

task, although the initial reaction to the
inclusion of GTA-esque gameplay to the
franchise didn't go down weall, Equally, True

Crime: Streets of LA

genesis as the love
Gefaway eventually became its major saliing
point = looked to be an unlikety winner.

“We had a great deal of quiet
confidence before Christmas

but consumer

response was better than expected.” says
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Act

man Tim Ponting. In fz
50 good has been the performance of &
games that after US sales figures from
November were released | 000 units for
True Crime and 554,000 units for Tony
Hawk's Underground),

sion's share
' December up

price jumped sha
2 mpany pred

cord financial figures for the year.

The big three

None of the hardware manufacturers had a particularly great Christmas in terms of pure software sales.
Sony's EyeToy: Play (a hardware/software hybrid) underlined its status as the success story of 2003,
however, continuing to maintain a strong chart position throughout the Christmas period. Other big
firstparty games such as Jak I Renegade, Ratchet & Clank 2, Ghost Hunter, World Championship Rally
3 and A Dog's Life falled to make any impression. 2003 has generally been a good year for Nintendo, at
least in terms of a rapidly growing GameCubse installed base, but Mario Kart: Double Dash!! didn't hang
around long in the charts, while Star Wars: Rebef Strike: Rogue Squadron 3 performed terribly. Microsoft
had fittle to cheer either: Despite a huge amount of TV advertising, Project Gotham Racing 2 couldn't
compete with the big multi-console titles, while the performance of the first fruits of its expensive Rare
purchase, Grabbed by the Ghoulies, looks to be an apt description for the Redmond exec who agreed

the $375m (£203m) asking price.
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Videogame violence returns to the agenda

It's Manhunt versus ‘The Mail On Sunday’ as Rockstar
comes under fire from a typically hysterical mass media

Hey, that was my idea

h the
vith the

—

ma

he past month has bean a difficult one

for Rockstar Garmes, which has found
itself at the centre of a flurry of allegations
directed variously at Manhunt, GTA: Vice
City, and even the authenticity of Rockstar
North's claim on the idea behind the Grand
Theft Auto games. The charge was
inevitably led in this country by reactionary
organ ‘The Mail On Sunday’, which ran a
histrionic article denouncing Manhunt for its
viclent content. In turn, this inspired several
other media outlets to pick up on the issue
of viclence in videogames, with varying
degrees of hysteria,

Meanwhile, in the US, the company was
being denounced by the mayor of New York
and various civil ights groups for its
depiction of Haitian gangs in Vice City.

The timing of “The Mail On Sunday’
Manhunt piece — more than a month after
the game’s relatively subdued launch — gave
rise to wild speculation that the story might
have been placed by the publisher itself in
arder to drum up sales of the h;n"c I
Rockstar has consi

controversy outside of the cont

HOODED murderers decapitate victims
with machetes in a horri new com-
puter game branded sick by 's cam-
paigners, mandpsychomgwcs
Players butcher opponents, suffocate

m::, dabbed the maost \Ia]em
game ever--hasbmhmnedmww
Zealand. But there are no 0 cen-

sor the game, made for PlayStation 2, here

despite a growing
The game features death row priscner James
Earf Cash, freed from jail to go on a murderous
spree for an ultra-viclent reabity TV show.
One British retailer said: ‘Manhont is the bench-
mark by which all video game violence will be
measured, It is horrific.” Players

games themselves, and offered “no
comment” responses to accusative
newspaper stories, knowing that agendas
were already set against them.

This unfavourable publicity for Manhunt
arrives hot on the heels of the decision by
New Zealand's Office of Filrm and Literaturs
Classification to ban the game from sale or
rent in the country.

kill me a Haitian." Even New York's mayor
Michagl Bloomberg got involved, tr'ough he
suspended a threatened investigation into
whether GTA: Vice City violated any of the
city's human rights laws after Rockstar
agreed fo eliminate the offending dialogue
from future versions of the game. An official
statermnent read: "We empathise with the
concems of the Haitian community and we

“The timing gave rise to wild speculation
that the story might have been placed by
the publisher itself in order to drum up sales”

Additionally, there's a suit being pursued
by the Anti-Defamation League, on behalf of
Haitian civil ights groups, claiming damages
for the Grand Theft Auta: Vice City's
depiction of Haitian gangs. This case was
prompted by a news report on TV channel
CBS 2, which drew attention to lines of
chalogue uitered by characters in the game
such as, “| hate these Haitians, I'm gonna

psin points by directing Cash tokill  with a chainsaw, then saws off his  me at school in London. They have  without knowin
n increasingly brutal ways with dif-  head and stabs him in the back.
ferent weapons, Tory ex-Home Office Minister  increasingly violent games courting

New Zealand censor Bl Hastings, Ann Widdecombe said: i

become multi-millionaires selling Mq,an Bruns, u

are giving serious consideration to them.
Some staterments made by fictional
characters in Grand Theft Auto: Vice City
have been taken out of context. There was
no intention to offend any ethnic group and
we take these claims very serioush.”

Just as damaging, however, has been
the media's reporting of this case. Cne
particularly disproportionate article, in the

what it contains.  with behavioural problems — are
chﬂdnm ‘s charity  most likely to be attracted by them.”

Kidscape, said: “Youngsters will see John Beyer, of Mediawatch UK,
‘It is & controversy worldwide. Vice City, themselves rewarded for violent- said: ‘Censors have no underatand-

who banned Manhunt last month,
said: "To succeed a player must
learn 1o tolerate or even erm} the
violence he or she inflicts."

At the climax of the game - given
an 18 certificate here - Cash kills a

shame children in New Zealand
have more protection than young-
sters here.’

Manhunt's creator, Rockstar
Games, was founded by Sam Houser
and Terry Donovan, son of Sixties
“Terence Donovan, who

the fourth in the Grand Theft Auto

series, bas sold 12 milkion copies.
Manhunt, released here before
Christmas, is & to replicate
the success through word of mouth.
t ¢ flopd of parents buy-

behaviour without a thought fur the

tingham I‘rem University,
‘Rescarch has shown that kids most
likely tn be affected by these games

ing of the consequences of games

ke this."

Last night Rockstar Games, which
has previously insisted that its
gamos are geared towards more
mature audiences, was unavailable
for comment.

man by cutting open his stomach

P (e

e
mg Manhunt [or their teenagers

- juvenile delinguents or children




‘New York Post’, advised investaors to sell
shares in Rockstar's parent company, Take
Two Interactive. Characterised by grotesgue
overstatement, the piece declared of GTA:
“This is 10,000 times warse than the worst
thing anybody thinks Michael Jackson ever
did to a little boy... the fact that the game
supposedly can't be sold to anyone under
17 years of age is completely imelevant and
changes nothing.” Continuing in the same
tone, the piece went on to compars the
company’s games to child pornography,
cock fighting and dwarf throwing.

This was a sign of things to come in the
UK. Gary Younge's ermoneous claim in The
Guardian' that Vice City awarded “extra
points for killing Haitians” was just a taster
for the overstated indignance of “The Mail
On Sunday’. The strapline — *'Horrific’
PlayStation video banned by overseas
Censor goss on sale to British teens” — was
rather misleading, given that the sale of
Manhurit in this country is legally restricted
by its BBFC rati 8', and was followed
by a predictably polemic argument that the
game is set to deprave Britain’s

Mark Griffiths, a chartered psychologist
at Nottingham Tr
guoted in the piece, appeared to condemn
the game, though was at pains to stress fo
Edge that his views wara misrepresented:
“| gave an intenview to ‘The Mail On Sunday
that lasted 15 minutes and was very
balanced, but they took one line that
wasn't even nght.”

Nevertheless, the article drummed up
enough interest to warrant further
discussion on ‘Radio Five Live' and in other
newspapers during the following week.
Indeed, there is a serious concern
underlying The Mail's’ blankst
condemnation of the game: research does
show that very young children can be

University, who was

e e R S

Despite the outcry, Edge can’t help but feel that Manhunt lets the player off lightly. The violence
is brief and often veiled compared to the detail of a truly realistic recreation of brutal killings

affected by the violence that they see in

videogames. But it's clear that Rockstar’s
titles are not intended for cor
the very young, and Griffiths
adopt a balanced view. "You're n
to stop the 15, 16,
but age restr

young C
quite obvio

Manhunt all day every day, it's not going to

if you or | sat and played

change how we view the world. But 1

those who haven't had their moral

development fully formed or their social or

cognitive thinking fully formed, they may get

ideas about the world from those games
and the media that they interact with.”

A large part of the problem that arises
when the media chooses to create a moral
panic around the issue of videogame

It's hardly surprising that the real maturity of Manhunt - the way it plays with videogaming
convention and magpies movie commonplaces - didn't make it into the *Mail on Sunday’ article

violence is that the research undertaken into

the

ects on people of playing videogames

d inconchu
f methodological inadequacies:
consists of cross-sectional

has prodix e results — partly

studies, looking at one group of individuals
@pshiot in time,” explains Griffiths.
f you can show an effect afterwards,
be a short-term effect or,

, because we've got no

longitudinal research [which examines the

on individuals over a number of

a3y be that although there’'s no
ct, there may be a residual
build-up 2

The bottom line s that there's very little
that can be done about imesponsible
journalism. “I've seen it happen before,”
continues Griffiths. *I've done research on
videogame addiction, pointing at it
only happens to a minority of players, but
the headline in the 'Mail' was ‘Joystick
Junkies'. This year I've written lots of articles
about the therapeutic and educational
benefits of videogames, yet one guote can
still suggest that I'm slamming them.”

“| actually think the advantages of
playing videogames far cutweigh the
negative effects,” he concludes, “and all
those negative effects come from very,
very excessive play, and it's a small
minority that are engaged in that

kind of behaviour,”

Rockstar classics

It will be interesting to see if Rockstar
chooses to scale back the lawlessness of
future GTA games in order to forestall the
type of criticism it currently has to face



CES marks new chapter for PC-based consoles

American consumer electronics event steals march
on E3 by playing host to two new console unveilings

4
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Apex and VIA's ApeXtreme console
comes in two flavours and comes with a
full version of Windows XP embedded
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Sony's PSX (above) is leading the way
for all-in-one units. Infinium’s machine
certainly can’t compete with its looks

he concept of putting mainstream PC

hardware into a console-shaped box
has been mooted for years and, whils
Microseft practically did it with Xbox, it still
employs a proprietary OS and remains
platform-dependant. However, at January's
Las Vegas Consumer Blectronics Show two
separate projects were unveiled, both
offering massmarket PC gaming at a
fraction of the cost of a fully-fledged PC. VIA
Technologies Inc and Apex Digital unveiled
the unfortunately-named ApeXtreme, whils
Infinium labs finally pulled the covers off its
wretchedly overdesigned Phantom PC.

The ApeXtreme PC Gaming Console is
a joint venture betwesen VIA, & Taiwanese
microprocessor developer, and Apex Digital,
a California-based cut-price CE
manufacturer, which promotes itself as the
fastest-growing consurmer electronics
company in history (in just three years it has
become the number-cne seller of DVD
players in the US). V1A supplies the silicon
expertise, while Apex provides the muscle
to get the product under the noses of the
American public.

ApeXireme is based on the VIA Glory
Personal Gaming Console Platform, which
brings together a number of VIA's own
technologies into a fully-featured multimedia
device. The system is powered by a 1.4GHz
*86-compatible C3 processor, partnered by
a CN400 Digital Media Chipsst that
incorporates the graphics processing unit
(GPU), MPEG2 and MPEG4 playback, TV
tuner, Gigabit Ethernet, six-channel audio
and a range of multimedia connectivity,
including six USB 2.0 ports.

The GPU — an 53 Graphics
DeltaChrome — is a powerful DirectX 9
compatible unit (pixel/vertex shader 2.0+),
with an eight-pixel render pipaline running at
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The long-awaited Phantom PC console lives up to the phrase ‘PG in a box’ by offering a
choice of processors and hard drives. It will be reliant on broadband for content delivery

a fill rate of 2.4 gigapixsis-per-second,

and which supports gaming at HOTV
resolutions. The system also includes a
20Ghb hard drive and 256Mb of DDR RAM,
while an ‘instant-on’ embedded version of
Windows XP with Media Player 9 provides
the front-end.

The provision of a full Windows OS
means that tha ApeXtrerme can act as an
audio/video jukebox; providing video
playback of DVD, VCD, DiviX and WMA files,
plus audio playback of most popular digital
formats, from either the optical drive, hard
drive or via streaming media. And, of
course, it has access to a massive range of
existing PC software which, presurmably,
sn't just limited to games.

There are two systems on offer costing
$299 (E£160) or $399 (£215), with the
cheaper model utilising an integrated
UniChrome graphics core. This seems a
strange choice, as this chip’s graphics
performance is no doubt underwhelming,
and couid lead to consumer confusion
unless marketed appropriately.

Despite this il-advised two-tier
approach, Initial impressions are that, if the
ApeXtreme delivers on its promise, it will be
something of a bargain. While it currentiy
lacks the hard drive recording functionality
of Sony’s PSX (see page 70) it fulfils all other
AV duties, including DVD recording, and i
Apex can get the unit in front of enough
customers with the right message, it may
well stand some chance of survival.

Phantom hardware

Elsewhere on the show floor, the long-
awaited {and conspiracy-theorist hoax)
Phantom PC was finally revealed.
Developed by Infinium Labs of Florida, the
systemn ignores the home entertainment

slant in favour of a focus on games: ‘Built &
Gamers for Gamers', it claims.

Uniquely, the Phantom is totally reliant
on an ‘always-on' broadband connection.
It's closely supported by the PhantomMNet
Game Service, which provides games on
demand, game rentals and seamless
upgrades over a secure distribution
network, It aiso comes bundled with a rang
of games preinstalied on the hard drive - a:
many as 50, according to David Frederick,
Infinium’s chief marketing officer.

The lack of an optical drive negates am
aspirations to be anything other than a
games machine, although it's arguable that
future iterations may not even need
rermovable media, instead delivenng pay-
per-play audic and video as downloadable
or streamed content.

Worryingly, the product shest promises
that it can be: "Configured to be the fastest
most powerful console on the market.”
Infinium's website suggests a choice of
AMD processors up to the XP3200+, up to
1GB DDR RAM, and a range of hard drives
up to 320GB. However, there's only the
single option of an NVidia NV36 (GeForce
FX 5700) graphics card. The motherboard |
a custom N-Force 2 Ultra 400 running an
embedded version of Windows XF.

This ‘build-to-order’ concept, whare
consumers are allowed to specify their owr
machine, throws the whole ethos of a one-
box solution into confusion. The Phantom i
also billed as ‘upgradeable,’ though quite
how you'd go about that isn't clear.

The logic of a permanently-connected,
always-on tepminal is solid, but with the size
of modern PC games and today's meagre
broadband speeds, it may be that the
Phantom concept is just slightly
ahead of its time.




Nottingham game festival prepares for action

Eclectic Screenplay festival builds most ambitious plan yet, with
promises of EyeToy performances, Warhammer and more besides

ow in its Tourth year, the 2004

Screenplay festival will take place
on February 28-29 at Nottingham's
Broadway Cinema. Organised in
collaboration with Nottingham Trent
Uneversity Digital Research Unit, the
festival takes in retro reminiscences,

game tournaments and art performances:

Previous events have brought together a
unigue mix of game-makers, academics,
arfists and players.

As part of the vared programme on
offer, there will be interviews with Climax
programmers and a chance to preview the
delights of Warhammer Oniine, plus web-
streamed Desert Island Games sessions

An intriguing mix of retro and modern, games and films, music and gymnastics, Nottingham's
Screenplay festival aims to discuss videogames ‘in the context of cinema and media'

with industry luminaries. The giant screen
will host the final of the knockout E-Games
Teurnament, as well as showing game-
related films. There will also be trials of new
performance pieces based around the
capabilities of EyeToy, and a display by the
what-it-says-on-the-tin House Gymnastics
tearm, As well as retro and arcade classics
to play, there'll also be a night of classic
B-bit disco mixing.

Central to this year's festival is the
Regain the Game competition, which
encourages game designers to submit any
piece of software which rethinks
videogames. The completion has no rules,
beyond defining a game as something you
can finish or play perpetually, and a
computer as a PC, console or anything in
your attic. Closing date is January 30

See www.broadway.org.uk or contact
Rasheega Ahmad on 0115952 6600 [ -
for maore details. 1

Recently reviewed

A rundown of iast issue's review scoras
Castlevania Lament of Innocence In-house (KCEI‘} B
Manhunt | Rockstar North B
Final Fantasy x-2 In-house 7
Gotcha Force In-house (Studio 1) =
Mario and Luigr: Superstar Saga Nintendo B
In-house (Studio Cambridge) 5
Dog's Life Frontier Davelopments. ‘5
EyaToy: Groove In-house 7
In Mermoriam Lexis Numérique F:
Max Payne 2: The Fall of Max Payne Femedy &
Monster Rancher 4 In-house 4
Harvest Moon: Friends of Mineral Town B
&
8..
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8
4
£
B
7
B
4
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Tracking developments in development
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Ime 1o get serious
The Game Developers Conference 2004 promises to be more
than just fun, thanks to the inaugural Serious Games Summit

nother March in San Jose, another

Game Developers Conference. But
while GDCO4 is bound to be the usual
steaming rumour mill of the whats,
whys and wherefores of the next round
of console hardware, the formal
schedule of the five-day conference
promises more weighty discussions as
well. Most notable is the introduction of
the Serious Games Summit. This two-
day event, spun out of the previous
academic track, brings together those
who are interested in using gaming
technology for non-entertainment
purposes. It has been organised by the
International Game Developers
Association and the Serious Games
Initiative, a think-tank set up to focus
on the usefulness of games in exploring
the management and leadership
challenges facing the US public sector
with respect to education, training,
health and public policy.

Ben Sawyer, co-leader of the
Serious Games Initiative, says the
summit is designed to address many
different areas, ranging from
professional developers who want to
explore this emerging market, to
educators looking at new ways to
utilise game technologies as well as
representatives from corporations,
government and non-govermment
organisations who are looking to fund
and utilise game projects to advance
their specific needs.

“| think people will be very surprised
at the range of applications that
been developed in this area,” Sawyer
enthuses, “We've collected a number

of products, including one for buiiding
homes and anather that helps people

Ed Fries, Microsoft's corporate vice
president of game publishing, is one
of the great and good who will be
sharing their wisdom at GDC04

4 i
Ui T

Held in San Jose, California, between
22-26 March, Game Developers
Conference 2004 promises to be the
usual mixture of socialising, learning
and gossiping, while the inaugural
Serious Games Summit hopes to
demonstrate the wider opportunities
available for game developers

overcome phobias. The range
budgets, production values, content
and time-to-build is amazing. | think

when developers see the opportunities
they’ll find a lot ta be d about.”
One particular success story in this
area has been the US ammy’s
Army game. Developed as a
recruitment tool, aimost 20

) per cent of
new cadets at t t Point officer

training academy had played the game.

And all this for 0.3 percent of the US

s annual adw

Sawyer is keen to point out less
VIOIEN! exampies ol senous games too.

t Commander,
= Justice Departrment
by Breakaway Games, it helps

develog

municipalities and county governments
simulate virtual incidents like a chlorine
gas leak. “Disaster drills are expensive
to do and many localities can't afford
them,” explains Sawyer, “Incident
Cormmander lets you simulate things
that are hard to do in real life. Think of
it as being like Sim City's disaster
mode on stercids.”

Meanwhile, the main track of GDC
keynote speakers in 2004 is also

:
www.gdconf.cor
WWW,SEMOUSgames. o

looking impressive. Id Software's John
Carmack will be taking time out from
Doom 3 duties to give the main
programming talk, while Microsoft
game publishing head honcho Ed
Fries leads the business side.
Elsewhere, Shiny's David Perry will
be sharing the pain of Enter The Matrix
as production keynote, and EA's exec
in charge of production, Neil Young,
gives the game design keynote on the
subject of LOTR: The Retumnof the
King. Other notables include old
favourites such as Warren Spector,
Will Wright, Tetsuya Mizuguchi
and Tim Schafer.




Striking the pose

Kelseus' realtime animation package
Antics promises a new way to work

ML

fWNe.

This demo of Antics shows the flexibility of the camera choreography as well as the
OpenGL v1.4 renderer, although users can also output via offline thirdparty renderers
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Antics contains a sophisticated
pathfinding algorithm, which enables

the avatars to navigate their way through
scenes without bumping into objects

n{ "!

Alternatively, animators can directly
control the avatars through a scene,
recording their movement for future use

One of the neat features available via
Antics' scripting language GUI is

the ability to set up communication
channels between avatars, which
enables animators to create relatively
complex scenes, such as this bar setup

In this scene, each of the avatars is
trying to catch the barman's eye, but
he only looks up after completing a
sequence of idle animations. The
result is a random outcome

017
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000, created a serious amount of seasonal uhc—,m
amongst some of those who neaded it the most. We wonder if

5 bigger players couldn't take a leaf from the
hien it comes to creating t;or_:f'.iv'll amongst all men?
' — it sure
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some of gam
site’s book
Gao on, just mark it in the budgst

smember The Great Giana
aveloped for the CB4
drawn by publisher Rainbow
from Nintendo.
hose faint-hearted
should check out Giana'
based on the forbidder
sels, it promises to be heavy or
— hopefully — light on Nintendo
this there may be somethin
If not, casual Googling will reveal &
II'._.II'“I the last few years (including a

to infringe intellectual
ganas-return.ae

As aver, emulat
gamers scared off by primitive gra
Retum, a platform game

ith five worlds and
t platforming actic
tion. By the time you
download from the
least two other rems
bizame muitiplayer varsi
property while-u-wait. Head to

len age of movies is gone...What
day to survive is they multiply the
al'effects to catch up with what the
kids want, because they've seen it in the
incredible universes of these videogames.”

Bruno Bonneil EMes War on 1am,

“| exchanged the equipment with my
labour, time, wisdom and money, and
| of course they are my belongmgs

Jlar Chinese online
NINS.

“i had a wonderful house with slaves..yes
slaves..my sister roxy was a wimp but i was
much more strict. [i] had a different bunch
every week. some were chicken h
| ranout... you get the guys in th
| don’t be scared... go in broke
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Twe more Gundam robots - although "these are toys. |
not model kits,” asserts Edge reader Sami Khan 1l
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s Nu-Nuon update

UK: Last issue's Out There provided intrepid hardware hackers
ithout joypad ports intoa
Nuon with joypad ports, provided they already had a spare Nuon
with joypad ports. Mostly useless then, but neat, and as ye noted
in the story it was very definitely a start. Richard Davies' latest
update is much more usaful because, while it reguires a
reasonable amount of delicate soldering, it no longer requires
those hard-to-find ports. And that means anyone who can find a
DD system with the Nuon badge can indulge In sorme Tempest
3K, a termptation that most dedicated gamers will find hard to

. See more at www.d 1505hack/

withram sform a Muon v

Red warrior shot the ode!

US: 'Blue Wizard Is About To Die’ is a collection of poems about
videogames, all written by Seth ‘Fingers’ Fiynn Barkan. In Fingers'
website biography, he bills himsalf as “the last of the speakeasy
peychas” with “an anachronism-ridden esastence”. Oh, Fingers is
not easy to love, for sure, but we're all for broadening
videogaming's sphere of influence, and ‘BWIAD' demonstrates
that it's possible to write about the art using wards more
interesting than ‘gameplay’, ‘uber-', and *-fest’.

There are more than 40 warks here, including pieces on Crazy
Taxi, Bubble Bobbie and Sinistar. Our favourite, though, is ‘Joust’,
which begins: *| don't think there is much doubt that riding an
ostrich / is pretty gay, especially when done as some part ofa /
renaissance festival gone / homibly / homibly / wrong”™

The rest of that poem, along with two other excerpts, can be
read at www.twhi.org/bluewizard.htm where copies of the book
can also be ordered.

s Valley of the dolls

UK: Apparently, Edge's robots, as presented in E131% ‘Big
Robot Love' feature, weren't good enough. One reader, Sami
Khan, was so outraged by the feeble collection that he bribed
Edge with free stuff if we plugged his website. But really... Mecha
Production Facility is a design group creating clothing, music and
other products featuring robots. Go to www.mecha.com to get
the latest Gundam, Neon Genesis, BEvangelion et al toys to make
up for the disappointing Christmas presents you received.

It’s f1ea:1y read; and it's inoking good
Xhox ef
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GENDER The Japanese ad for Sony's EyeToy features a
I'\J( 'TUSIVE wnh’hlmwﬂmdmwﬂsﬂerm
: | Konishiki, who weighs in at a significant 606ibs.
| He onginally came from Hawail, but applied for |
Japanese nationality. He's still very popular in Japan,

BT TR TTE "

ggﬁ 3 it
31 o g |
550 | e i
g2 [ ' The EyeToyisjumping up anddown infrontof
Eéﬁ LA G Eseearros BAAMBESLANE HAAA htem s | the screen, A boy's voice pipes up: "EYETOY!"
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Kanishiki has noticed the EyeToy and starts to
mmmmmmmm
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the sound effect of someone cleaning a window. |

Author:
Publisher: Gollancz
ISBN:
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It's not the first ime it has appeared in Out There,
but a brief mention alongside another story in €122 |
doesn't really seem sufficient for Retrosped, a
website devoted to remaking and updiating classc
games for imodem PCs.

Evenything on the site & lovingly constructed
and free 1o download, and provides a pedect way | |
10 redkscover gaming's Mistoncal mechanics without |
having 1o retum 1o the iow-res and low-paliatis :
graphical slums. A gorgeous Head Over Heels |

traffic and plaudits towards the site. In case it
doesn't, 1 can have an Edge Award for General
Loveliness. (There's no animated .GIF for that,

| Message along the base of the screen: ‘Something
really simple is coming.' A kid's voice shouts: “Yo!"
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UbiSoft don't trust you. They want you to

buy their games, but they don't frust you.
And in response to this, an open letter to "MCV'
decrying RedEye as a crack-addied conspiracy
theonst, RedEye's sure they'll claim they trust
you. "Oh, we trust you,” they'll say. “It's those
shifty characters down the market we don't
trust, offering our precious, beautiful games on
dirty, dirty CD-Rs. We think you are lovely.”

They, or at least the mass of suited sketches

in RedEye's crudely scribbled approximation, are
lying. It is exactly you they don't trust, because
you are made from the sarme genes as they are,
and thay love getting stuff for free. They thrill at
every free lunch the company pays for, ones
where they get paid to eat and drink and mull
over ridiculous concepts for decisions like, say,
copy protection. Free stuff is super, super, super

I isten up, me hearties, The people running

“Uninstall Animal Crossing to continue.” The
other prablem is that, like so many PC things, it
is an inflexible rule, a binary decision in an
analogue universe. There will be people with
shiny shop-bought PCs failing to run Ravan
Shield who have CD burning utilities on their
hard disks and have never, ever touched them,
let alone considered ripping off UbiSoft's
shrinkwrapped product. How dao you explain
why their new game won't run, even though the
PC meets the reguirements on the box? Easy,
RedEye supposeas. You patiently explain how
everyona's a big fat idiot, and make them
promise not to buy a UbiSoft game again.

If only it were that sasy. Ubi (affectionate
shaorthand for the wonderful company that
released Prince of Persia and Ghost Recon —
RedEye reserves the full name for its other side)
isn't the only firm in danger of kiling off PC

REDEYE

A sideways look at the videogame indusiry

fun, which is why they've introduced extreme
anti-piracy measures in a patch for Rainbow Six
3: Raven Shield, which, incidentally, is the most
stupid name since Super Mario Advance 4
Super Mario Brothers 3's football score.

See, RS3:RS’s anti-pirate epiphany isn't a
CD check or a serial number. Nor is it a retum to
code-wheels or looking up the third word of the
seventh line on the 13th page of a manual
you'verlost, Raven Shisld is one of a conceivable
next generation of games which takes a little
wander around your hard disk and decides for
itself if vou're a suitable candidate for soldiery
fun. If it finds a tool that could potentially copy
games — Daemon Tools or Clone CD, for
example — or even spots 50 much as a virtual
drive; you are rejected.

Though reactionary geeks are quick to cry
“What, About. My. Civil. Liberties!" at so much
as the lack of an uninstall button, this time they
have a point, This is the first insidious drip ina
potential downpour, and it needs to stop now.
Censider a future where EA thinks its monopoly
on the human-management sub-genre isn't
guite enouah, and The Sims 3 refuses to install
on a machine where a rival publisher has a
competing product. “The Sims has detected
incompatible software on your PC!™ it shouts.

gaming for good. Codemasters' FADE

technology, of which it is very proud and rarely
fails to mention, can apparently detect whether
you're using a pirated game. If it finds that you
are, the sirens do not go a-wailing, but instead

of you, or is it the game mistaking you for a
pirate? Is it just a bug? You can't be sure. '

That's without wondering just what methods
Codemasters use to detect piracy. Perhaps they
do a scan for the eyepatch? RedEye has no clue
how they're staying one step ahead. The simple
truth is you can't stay one step ahead of an evil-
genius commiunity determined to rip you off. All
that anti-piracy methods, from code-whesels
onward, have ever done is annoy the people
who've done things right. Everyone else does an
internet search for crackz, and they're away,
hassle free. RedEye has no idea if someone’s
managed that for UbiSoft's game yet, but he
doesn't doubt that they will. So what to do?

Look to The Sims, the best-selling PC game
of all time. The Sims has a thousand reasons
behind its success. One s that it's a game which
rewards being part of the community, a

community that ostracises pirates and praises
those who pay into EA's ever-growing bank
account with add-on-pack-inspired
contributions. Steal the game and you can enjoy
the cold code, but you can't ever fesl part of The

“That’s without wondering just what methods Codemasters use
to detect piracy. Perhaps they do a scan for the eyepatch?”

the game continues, stifing a giggle. Then it
makes itself harder, erratic, detenorates the
quality of the experience until it's unplayable.
The plan is pirates can't detect if their crack is
successful, can't distinguish between a badly
ripped game and one they're not very good at.
Perhaps that theory is sound. RedEye can't
help thinking that in practice FADE damages
legitimate players as much as it harms the
pirates. Every layer of technology around a
gaming core makes it a little more unstable, and
since there's really no such thing as a stable PC
game in the first place, it's not like the code
needs to be any more fragile. Crashing isn't the
main worry, though, it's that the FADE protection
has kicked in without you knowing. Doubt is
ever present — missed shots, erratic enemies,
puzzles you can't solve. s it a failure on the part

Sims world without a legitimate copy. So the
way forward is to love players, not to mistrust
them? Possibly. Though even The Sims has
rudimentary copy protection, Perhaps the lasson
is something broader; those who invest their
time on more things than PC gaming are likely to
go and buy copies of what they want, but
generally they want nothing as most games are
aimed at a small percentage of teenage boys
who love getting free things more than anyone.
Create games for a broader range of consumers
than just pirates, and scon those pirates will be
dwarfed, becoming less The Black Pearl
marauding around the Channel, and more a
couple of schoolboys in a dinghy. Am, am, arr.

RedEye is a veteran videogame joumnalist. His
views do not necessarily coincide with Edge’s
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5 | write this column it's the season of
A goodwil to all men, and to celebrate this

there are few better pastimes than to dust
off the GunCons and spend a few hours shooting
men on the TV, (It's okay, they're terrorists: | ke to
feel ' doing my bil for the ‘Coslition of the Wiling',
the ‘Special Relationship’, and various other bogus
rhetorical abstractions.) This is a discipline | take
sariously. Few things in videogaming are as satisfying
1o me as getting into The Zone ina Time Crisis
game: taking out nine men with the nine bullets in
my handgun magazine, reloading and doing it again.
The challenge of doing this, and the immense
pleasure it affords, is to me the essence of the game.

Now, to play Time Crisis 3 as | believe she

should be played, you have to adjust slightly. The
new switchable weapons, with the crude splash of
shotgun or grenade and the firshose machine gun,
may slightly offend the fastidious shooter, but they

can afford some muscular relief to the trigger finger,
and you are still free to impose your own discipling,
saving the power weapons until the odds are
overwhelming, then letting out a cathartic roar as you
spurt through your machine-gun clips (don't try this
at home if you have thin walls).

But what worred me most to begin with was the
prasence of super-soldiers throughout the levels
who have health bars that need to be worn down:
no one-shat kills for these babies. A siight tweak of
attitude, though, and all is fine: deftly switchingto a
grenade, taking them out, and back again to the
handgun to kil their friends in one smoath sequence,
or just shooting themn to death with nomal bullets
while dropping their most dangerous cronies with
alternate shots; either is just as gratifying.

So Time Crisis 3 is good. Very good. In fact, if
you have a yen for pointing a plastic replica firearm at
the television and shooting imaginary men, it's about
the best that can currently be hoped for. And this is
my point: though it may be rather sniffily regarded as
amerely 'genenic’ lightgun game in some guarters,
it has afforded me mare pleasure than almost any
other supposedly more ‘innovative’ game in ages.

Sure, there is the odd game that makes me
want to sit back, light up a cheroot and stroke my
beard, However, if | am scoring for fun, then Time
Crisis is up there with Wario Ware and Soul Cafibur 2

TRIGGE

among my favourite games of 2003 Maybs thisis a
sign of some level of structural maturity that the
videogame industry has aftained. One often hears
the complaint that most games are ‘generic’,
working within well-defined parameters and just
adding higher-poly models and prettier textures. But
perhaps this is just a problem about mediocre
games, not the fact that most games fit into genres.
Consider the common sense inherent in the
opposite point of view: you dan't actually have to
reinvent the wheel every time.

John Carmack took this stance recently. Some
perspicacious journalist put to him the theory that
Doom 3 was, after all, pretty much the same as
Doom: you wander around using a firsiperson
viewpoint and shoot monsters. Sure, said Camack,
it's the same. Why reinvent the wheel? “You don't
have peaple inventing hundreds of new types of
basketball," he pointed out, quite reasonably. it

Steven Poolg

makes sense. The firstperson shooteris such a
primally appealing game-type that Canmack’s team
has chosen to concentrate on boiing it down o its
essentials and making it as viscerally and sensuously
satisfying as can be. This is where aesthefics matter,
where graphics whores triumph: you make the

tested core mechanics are a reliable vehicle. The
advantage of the fact that a good FPS engine hiis
been commoditised is that it levels the playing fisld
for creative wark within that structure, but even
the mighty Halo was not inherently very innovative.
Sure, it messed around on the periphery with some
nice things like the two-weapaon limit, but it was the
quality of the Al and the environment designs that
really made the game what it is.

Innovation for innovation's sake, in other words,
Is not necessarlly the be-all and end-all of game
design just as it is not in other artforms, Not every
film has to invent a new cinematic grammar like The
Matrix'. Not every novel has to do funky new things
with page layout like ‘House of Leaves'. Similarly, in
videogames, it is sometimes enough to do a familiar
gamestyle but just do it with more vigour, style and
aesthetic elan than anyone else. There is still,
howewver, some risk to acknowledging this truth,

R HAPPY

which is the risk of stagnation and the risk of
lessening amibition. If genres get too perfectly
engineered, might they die? After all, how could
Time Crisis 3 be any better? Pecple have tried the
odd new thing with lightguns — as in Impossible
Mission's occasional puzzle-shooting elements, or

“Genres become genres because they work. Standardisation of a game
style can allow designers to concentrate on improving the experience”

environments more real, and the mansters more
scary, et voili - it's the sarme kind of game, only
this time it's better '

Of course, | do not mean to argue that there
should be no more gameplay innovations. If
id Software is trying to create the mast temifying,
elemental arcade shooter, then it is also good that
Warren Spector and co are trying to push the
firstperson viewpoint into new areas of interaction,
But it is also good that Infinity Ward can take some
standard FPS gameplay off a nearty shelf and marry
it to a breathtaking sense of dramatic scenario to
produce the briliant Call of Duty.

The fact is that, in all artforms, genres become
genres because they work. And the standardisation
of a particular game style can often aliow designers
to concentrate on improving the experience in other
ways, secure in the knowledge that the fried-and-
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the wandering-around bits in Resident Evil: Gun
Survivor — but for me, Time Crisis's central shoot-
duck'n'reload-shoot mechanic cannot be improved
upan. If the screen took up an entire wall that wiould
be great, but bayond that what incentive is there to
buy ancther lightgun game in the future? Wel, simply
the incentive of new levels, new enemiss in new
combinations. The same idea, more richly exectted,
is true in other genres, but a commaodity the
firstperson mechanic can offer us is the opporturnity
fo explore an infinity of interesting new worlds,

Formal innovation is stil a fertile field, but more
innovation in cantent, using standard forms, will be
no less interesting. »

Steven Poole is the author of Trigger Happy:
The Inner Life of Videogames' (Fourth Estats).
Email: steven_poole@mac.com
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appy new year, everyonel And you know
I—l what a new year means — it's not just an

opportunity to party hard, but you also get
an opportunity to look back and reflect upon the
year that's gone by. And what a year it was,
especially for Sega.

As you'll no doubt have read, there have been
big changes in the way we organise the studios.
At Amusement Vision, my own studio, we
welcomed the Panzer Dragoon and Jet Set Radio
Future teams into our fold. And then there were all
those business announcements, first of a merger
with Sammy, then about the talks with Namco,
and then... well, nothing happened. After all the
speculation it came to nothing, and Sega has
continued on its own.

So, in terms of games and business, 2003
was full of all Kinds of sensations, surprises, and
drama at Sega, not least in the work I've been

to be very curious about what it is, but | think that
the earfiest I'll be able to tell you anything about it,
maybe, possibly, is when E3 is just around the
corer, Somy!

By the way, talking of E3, Sega will finally be
able to free itself from the 'platform’ area at this
year's show. You don't understand? Do you know
how E3 works when it comes to renting space on
the show floor? Do you think that paying a lot of
money gives you the right to a great big space
inside the show?

Well, it has to be said there's some truth in
that, of course, but it's mainly a question of
dividing the space available at the show between
the platform manufacturers and the developers.
It's all about negatiation, you see.

Software makers have to negotiate their space
on the show floor and make careful requests to
the right people. The platform manufacturers, on

sAV OUT

doing. If you read this colurmn regularly, you'll
know that I've been developing a game which has
become something of a symbol for a new era.

Who would have thought that some day we'd
be working in cooperation with Nintendo? And,
even then, who'd have thought that | would have
the chance to work on F-Zero? Of course, | had to
produce two versions of the game, one to go in
the arcades and one for the home console
rmarket, so I'm sure you belfieve me when | tell
youl, 85 I've been telling you all year, that |'ve
been dead busy! | mean it!

So what happens next? Well, we'ra ina
situation akin to a pressure cooker here, and so
we are keeping. .. yes, that's right, dead busy. All
our time is consumed with the games we're
currently working on - three separate productions
being developed in paraliel.

Guess what? None of them are sequels. We're
only working on completely original stuff. Now,
while you can be sure I'll go into detail about them
in this column at some point in the future, I'm
afraid the time isn't right now.

All | can say at the moment is that one of the
three is based on an idea | first had four or five
years ago. It's a very satisfying feeling, knowing
that the situation is finally nght for me to do the
game now. And, yeah, | know that you're bound

the other hand, have priority. They get leases for a
long period, over the course of several E3s. So
this means that Sony, Nintendo and Microsoft all
have the best places.

Sega, on the other hand, is no longer a
member of that exclusive club, and with its

are focusing their attention, |'m pretty sure that
there is no way Nintendo will let Sony have altthe
glory, and that they'll come up with a new concept
for a portable machine. It will be something
different from their GBA SP.

| don't see them just resting on their laurels,
and so they'll come up with something big,
something they know wil take some of the
limelight and press attention away from Sony’s
publicity, something which will widen the portable
gaming experience. Oh, of course, on top of this
we'll find out a great deal about the capabilities
and potential of the next generation of home
consoles, hopefully.

So sure, 2004's E3 is just bound to be a heady
mix of rumours, information and excitement, just
as it always is. But everything isn't purely about
E3, particularty for Sega. Our company is now
making a new start. Everyone here is full of new

Toshihiro Nagoshi, general manager, Sega Creative Center division

ambition, of energy, and our objective is to show
how passionate we are.

Passionate about what? Well, about garmes of
course. It's a new dynamic — you can see it
everywhere in the company, particularly in the
software presentations. I've seen so many

“| know this sounds like a free advert for my company, but after such a
long time having difficulties, | really think that 2004 will be Sega’s year”

software the company is now very much
multiplatform. However, up until the last E3 we
benefited from the long-term leasing agreement
we made when we were still sefing the
Drearncast. That's why we had a huge space
there in 2003, just like we still were a console
maker. For the 2004 show this agreement will
be over, and we will be treated like a simple
software developer, the same as any other.

That's nct to say you shouldn't come and visit
us, because you definitely should!

Shall | give you my thoughts on what's going
to be hot this year at E37 Well, there's no doubt
that the PSP will be the subject of a lot of
attention. it's been quite a mysterious piece of
hardware up until now, but we're all going to see
the light quite soon, | think.

Still, even though that is where most people

EDGE |

desirable, top-guality titles recently, so many
games with an incredibly high degree of challenge
in their design. And while the huge recent
resfructuring changes within Sega caused much
concern inside and outside the company at the
start, we can all now ses how much of a good
thing it really is now.

You only have to look at the guality of the
games we're working on here now. Yes, | know
that this probably sounds like a free advert for my
company, but after such a long time having
enomous dificulties, | really think that 2004 will
be Sega's year. And | hope all of you have a
happy new year, tool

See you!

Prior to Sega’s recent restructuring, Toshihiro
Nagoshi was president of Amusement Vision
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Even Formula One has forgotten the most vital truth: motorsport is a story about people, not
technology. Yet it seems gaming isn't prepared to make the same mistake. How refreshing...
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Even coming in fourth place out of four doesn’t mean you've necessarily lost - so long as an Al
teammate takes the chequered flag. A well-placed bet on the race can yield a huge cash bonus, too
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Though all this may sound a lot for a new
studio to pull off, behind the new name lurk
the creators of the highly promising
Lamborghini, which disintegrated within
weeks of the shelves when Rage succumbed
to the dying of the fight. EA now owns that

O and

game but currently has no plans to release it:
when Juiced finally squares up to NFS
Underground, we may just find out why.

FPubligher: Acclaim
Jeveloper: Juice Games

Origin: UK
Septamber 2004
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Every trick has a name, and you gain respect
for pulling them off. Respect is lost if you
mess up the trick and crash into the railings
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 Painkiler

Some developers are pushing firstperson shooters into
brave new worlds. And some are trying to reinvent others...

The architecture has a gothic feel and some of the baddies have pseudo-religious leanings, which all k.
adds up to a typical feel for a PC game. But the devil is in the detail, and you have to feel the physics VA . .
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at PC
. DreamCatcher
People Can Fly

fe |
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The Havoc component naturally includes rag-doll technology, allowing enemy bodies
o be flung around with abandon once you've nalled them with the appropriate weapon

Stakes are high

However much fun it is to simply mess
around with it, your stake-launcher wasn't
built as a plaything. It was fashioned as a
weapon to take out the undead, and it does
s0 in glorious style. But it's what happens
once you've hit your target that's particularly
noteworthy: your projectile passes through
their body and, if there's a solid surface
behind, attaches them to it like a mouse
pinned to a dartboard. Amusingly dark stuff.




Tom Clancy’s Spiinter Cel: Pandora Tomorrow

Fancy a quick game of Shirts and Skins in Sam Fisher’s playground?
A new kind of multiplayer means running away has never been so much fun.
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“The spies are made of rubber and oil -
that’s how it feels as they bounce to grab UbiSoft have developed a radical new PS2
high ledges and seep invisibly round corners”  snadowing system whic responds dynamicaly
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Although the Shadownet guns are non-lethal, players can use them to detonate mines, shoot
out cameras, and puncture fire-extinguishers to coat a passing merc's visor in blinding foam
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The singleplayer Sam
After the prodigious success of the first
Spilinter Cell, it was never likely that
UbiSoft would have risked any
substantial meddling. Instead, Pandora
Tomorrow takes Sam out of his natural
cormidor habitat and sets him loose
across the globe. Although the story is
still substantially under wraps, it's clear
the: plot will sail pretty close to the
political wind. Sam'’s tour will take in
potential real-world flashpoints like
Indonesia, Jerusalem and LAX. Levels are
much more open, from steamy cannabis
glades to derelict docks. Aware of the
risk of disorientation, the designers have
planned the lighting for each area to
direct your interest in a particular
direction, highlighting the multiple

routes around each mission.

Having listened closely to feedback
from reviews and players, UbiSoft has
taken on the criticisms levelled at the first
game. The fat reticule, which made
aiming difficult, has been replaced with
an optional laser target - although using
it runs the risk of alerting guards to your
presence. Also modified is the ‘three hits
and you're out’ rule. Each slip-up,
however, will provoke the guards into a
higher level of alert — they'll put on body
armour and patrol more aggressively.
Their amnesia should also be a thing of
the past - you can't shoot their partner
and hope they'll regress to their usual
routines after a minute or two. Some new
moves — the thigh-testing split jump and
the ‘Mission Impaossible'-inspired SWAT
turn ~ may not have a radical impact on
gameplay, but add to the magnificently
As well as the visual variety brought by sending Sam out to play, there is also more scope for physical presence of Sam Fisher.
mixing up play styles. Some of the jungle settings are designed to allow players to let off steam

The train set-piece plays very well, forcing you to use the full panoply of your stealth gear to
get into a position to use your laser microphone and eavesdrop on a suspected double agent



Astro Boy: Tetsuwan Atom

Astronomical popularity, astronomical viewing figures, and now, for Astro
Boy, what Sega hopes will be an Astronomical Interactive Adventure
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Asfro Boy: Tetsuwan Atom is the first
game developed in Japan to use the
Havok 2 physics library. That said, it's
unciear exactly where it's used - its
impact on the game appears minimal,
at least from we've witnessed so far



*: PlayStation2

Resident BEvi Outbresk ==

Out now (Japan), TBC (UK}

i
The game once known as Resident Evil Online may be nothing
of the sort in the UK. So how does solo play compensate?

hoddy Capcom
O armve an
der the

rene

rﬂ"m!‘“.

Each character has a special move o either kick
or dodge zombies until armed comrades wade in.

er 1S animated on the screan.
Feaur ca es of command = ‘halp

follow me', "thanks' and 'gel out of my

ategic manner of

The ability to exchange items between
characters is a major new gameplay innovation.
It remains to be seen if human players will be
generous in sharing their precious herbs, but

Al characters will generally yield up what they
find, so you can use them as mobile item boxes

The (over) familiar setting is Racoon City, but
you play as civilians, not 5.T.A.R.5. agents



~ Crimson Sea 2

Farmat F'I.aySta_b'p_l

O.r.::.:j in: Japs
Release: Spring 20

What do you do when your big Xbox hope doesn’t perform
to expectations? You put the sequel on PS2, of course...

The Over Drive attacks, which let players use
more than one weapon at the same time, have
also been improved. It's possible to fling an
enemy up into the air and then open fire

| rimson Sea was announced for Xbox
at the console's Japanese launch. It
| found a release in December 2002,
but by that time it was clear the Xbox's
installed base would restrict opportunities for
the series, and a PS2 version was considerad,
It never happened, but it's of little surprise that
the sequel has been announced for Sony's
maching, nol Microsoft's,

And maybe that's the biggest change,
because structurally the game is very similar
indeed, with waves of "Starship Troopers'-
style enamies attacking in their hundreds. The
spirit of Shin Sangokumusou is evoked, but
more so. Honed code and improvements in
PS2 programming mean Koei can throw more
enemies at the player at once, to the game's
benefit. The objective? An intensity rarely seen
outside scrolling shoot ‘em ups.

Full-on attack isn't the only solution to the
player’s problems, though, nor will it always
prove successful. Using the environments to
your advantage will be vital, as will mastering
the different types of weapon: guns, blades
and ‘neo psyonics’. The latter are special
moves used to defeat a large number of
enemies at once, the modern-day equivalent
of the smart bomb, and appropriate when
facing a boss, or just in times of extreme peril.

Neot that there'll be many moments when
the player isn't in peril, of course. As they
progress, their character gains experience to
spend levelling up their weapons. Choosing to

The upgraded engine means the developer is
able to considerably raise the enemy count

concentrate on ballistic weaponry could bring
‘The Power Bullet Gun’, which fires a limited
number of high-energy bullets. Putting points
into swords, on the other hand, might bless
thern with “The Gravity Blade', which slices
through the laws of gravity, tossing enemies
around like weightless rag dolls.

Core improvements over the orginal,
though, are few. Time Extend allows control «
time, and combos are more easily executed
so dramatic screenshots can be more easily
taken. It's unlikely that particular marketing
tickbox will be encugh to sell Crimson Sea of
its own, but the Xbox version was aftractive
enough, and it will be interesting to see if it
receives the success on PS2 it was
deprived of on Microsoft's machine.

Multiplayer allows two characters on the same
screen to play head-to-head or co-operatively.
In Tournament, players compete to kill the
most enemies in a limited amount of time
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It didn’t work for the Karate Kid, but could Sega'’s
ninja action be strengthened by the feminine touch?
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The 'Tate’ move still works its rush of satisfying magic, making the player feel like an unstoppable
ong-man/woman army. Hopefully the later stages of the game will feel more assassin than asinine

.Segawcm

Qrign: Japan
Feloase: March 5 (UK), Out Now (Japan)

Nightshade sports ninja pigtails that draw
out some swish trails of lighting in her wake.
They're not quite as striking (or practical) as
Shinobi's own tattered crimson scarf, though

My flair lady

The cumulat

. Ninj
because they don't have
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Kokakukidotai: Stend Aone Complex

Format: PS:

Pub nn_r.’" SéE

Developer: In-hous:

f:‘a-rlg.n 'Japat

Releass: March {JapanJTBC{UK

Manga fetishists will be feverish already, but can SCE!’s
take on Ghost In The Shell live up to their expectations?

‘Ghost In The Shell' fans will be looking forward to the
series and the game, but the big news is Oshii's work on a
proper sequel to the first movie. ‘Innocence’ is due out in
March, and features most of the first film's characters

042 EDGE

amous to manga fans as the creator
[= | of ‘Ghost in the Shel’, Shirdw
Masamune's work is currently in full
revival. He'd been out of the public eye since
the manga's superb movie adaptation
(produced by Mamaoru Oshii) in 1998, but
‘Ghost in the Shell' returned last year with a
series called 'Kokakukidotal Stand Alone
Complex’. Kokakukidotai, a composite word
approximating to ‘a group of cyborgs’, came
out on 14 DVDs for the first season, and the
second season should have begun by the
time you read this, It's SCEl which grabbed
the licence, and it's hoped it'll do substantially
more with it than was managed with its 1997
PlayStation adaptation,

Then, the game was noted for some
decent Motion JPEG technology rather than
the actual game. Now, the experience is
substantially more pleasurable — giving the
player control of two characters: a woman
called Kusanagi Motoko and a man named
Bateau, both part of Tokyo's special ‘Ninth
Section' police force. It's 2030, and the
division is comprised predominantly of
cyborgs, allowing SCE! to afford the player
Deus Ex-style control of security systems and
cameras. Players can switch between the twe
characters, each of which, naturally, has their
own strong and weak points, although we
don't know if this goes any deeper than the
'slow and strong/fast and weak' duality that
has plagued videcgaming since the eighties.

The thirdperson adventure's combat
encompasses both guns and kung fu, and
acrobatic moves can be performed off the
scenery, a technigue which we're assured will
prove good for dealing with multiple enemies.
Mo word on bullet time yet, but it wouldn't
surprise, and it wouldn't necessarily
disappaint, either. Well, the videogaming
world needs someone to write Enter b
The Matrix propetly, doesn't it?

s

Gun combat seems dwarfed by the majesty of
the kung-fu moves on offer from your cyborg



Sient Hil 4: The Room

biisher; Konami
.. per: In-h.ouse

Origin: Japan
Releasze: TBC

Konami scales back its silent-horror ambitions to a single location -
but adds in a whole lot more. Confused? That seems to be the idea...

Ii !;d".'l?iul_jl'["m[ | ;

Silent Hill 4 follows new character Henry
Townshend, who finds himself trapped in his
(apparently cursed) apartment, the only way
out being through portals which lead into
“disturbing alternate worlds". It's like
‘Location, Location, Location’ set in hell

Nenobreaker

i three-minute trailer at Konami's press day announced the next
A | inthe ever-grimy Silent Hill series, though many of the
| assembled throng will have been left scratching around for
ways to fill their thousand-word commissions. After all, there's only so
many different ways you can write about another adventure featuring
misshapen fleshy lumps hauling themselves around cormidors, as seen
through Konami's patented Bmm Grain-o-matic. Regardiess, we will try;
despite the press release insisting that this takes the series in a new
direction, you'll be unlikely to see rainbows and bunnies in Silent Hill 4.
Aside from rainbows of dark blood and wild-eyed gut-bunnies, naturally.
There are some departures. For the first time some of the action will
be seen through the eyes of the main character, a perspective change
unlikely to dissipate the gloomy tension for
which the series is renowned. The video
concentrated not on the gameplay — which
we suggest will remain a mix of key/lock

research, cbscure puzzles and beating up
sacks of writhing flesh with upsetting regularity
— but on the visuals. Fans of Cameron Diaz
will be pleased to note Sato-san's chsession
with wide-mouthed blondes appears to
continue, while those who appreciate Silent
Hil's more repulsive aspects are unlikely
to be let down either.

Silent Hill wouldn't be Sitent Hill without the
use of grainy visual filters over the action and
a palette heavy on the browns and blacks

It is the future — again. And everything’s gone wrong — again.
Who do you think might be responsible for putting things right?

The whip-like plasma weapon leads to some
impressive visual effects as it shape shifts
across the screen in a dazzling array of colours

It's possible for players to pick up downed
machines and use them as a second form of
attack. Combo modes, meanwhile, come in
both ‘easy’ and ‘advanced’ flavours

— | t appears Koji lgarashi may have tired of gothic action-
| platforming and his extended family, the Belmonts. The
Castlevania producer's latest work has nothing to do with the
senes where he made his name, at least in terms of plot.

Nanobreaker concerns a future where nanotechnology has gone
wrong: the microscopic machines built to enrich humanity's lives have
turned against their creators, stripping buildings of metal and people of
blood. And blood is where the emphasis in Nanobreaker appears to fie,
the video footage revealing a combe-oriented thirdperson action game
drenched in so much claret the BBFC are duty-bound to blanche.

Several similarities between Nanobreaker and Castlevania are
present, not least the whip-iike weapon used by the hero, a shape-

shifting plasma blade which dissects and
disassembles enemies. Fighting something as
small as nanobots might prove difficult, so it's
lucky that the bots have decided their best
weapon against humanity is not to make use
of their insidious size, but the enormous
robots they are able to construct from
harvested metal. Théy also appear to have
filed them with blood, hence the red storm —
although we're not guite sure why, other than
to provide the garme with a very visceral
visual selling point.
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Format: Arcads

\Wangan Midnight: Maxi Boost — ==

o
Releasze: Spring (Japan), TBC (UK

The success of Sega’s Initial D was scripted in manga;
now Namco’s new coin-op takes a similar road...

1 he main difference between Inffial D and Wangan Midnight is

in the: type of racing they portray. While Initial D covers dusls

1 on Japan's twisty and dangerous mountain routes (the Toge'),

Wangan Midnight takes the action to Tokyo's highways. ‘Wangan' refers
to the highways that border the Tokyo Bay area — the other
commonplace road term being ‘Shutoko’, meaning the highways that
circle the centre of Tokyo. Mini Japanese lesson over, we return to the
game. The test version, currently running in one arcade in Tokyo, had us
racing five characters, although the final version should have more, as
well as newer cars based on the latest Japanese GT maodsls,

The game runs on Namco's System 246 board, which provides
salid enough visuals. The metallic sheen of the cars is particularly
accentuated, with a heavy dose of polish over
realism. The memory-card save feature is
another elerment that Wangan Midnight
delicately lifts from its competitor — a magnetic
strip card is given to the player after their first
game which retains their name, driver level
and ‘horse power', attained by investing both
time and financial resources in the machine -
another compulsive (and potentially

Like Initial D, Wangan Midnight prefers arcade-
style driving to Gran Turismo's realistic grind,
more fitting to its shiny, exuberant assthetic

The magnetic card system allows players to
keep a record of their progress in the game
and continue playing with the same stats

economically devastating) factor which will be
familiar to all those addicted to Segas [
take on the duelling racer genre.

Format: GC, PS:

Origin: Japes
e Summer [Japan), TBC (UK

~ Virtua Fghtter Cytoer (

Virtua Fighter RPG - in development for almost as long as the elusive
Galleon, but much more secretive - finally heads towards a release...

[ hen Yu Suzuki announced GameCube Virtua Fighter Quest,
most people presumed it would turn out to be the long-
rumoured Virfua Fighter RPG - just as, when Suzuki-san left
AMZ, they presumed his long-time pet project had been called to a hait.
Then, last December, Sega organised a private presentation of titles out
beford the end of its financial year. One of those games was Vinua
Fighter Quest, no longer a GC exclusive and sporting a new name.

The game is still principally the same, being part RPG, part
simplified fighting game, and aimed at young children, It takes place on
the island of Acropaolis, where the only fun is a virtual world called
MNexus. Sei, a 14-year-cld boy, is confronted by & group of henchmen
from a powerful industrial group called Judgement Six, and it's up to
him — along with his friend - to defeat them:.

Ta fight his enemies, the hero uses two
buttons, attack and jump, which produce
moves based on VF's most popular attacks.
He can also apportion special attacks to three

When an enemy is defeated, the hero earns

other buttons, but it's fair to say this isn't the
most sophisticated fighting system ever.
That's kind of Sega’s point, because its a
game for kids — but it's not clear whether kids,
who always want the biggest and the best,
are going to buy into the idea of a
dumbed-down punch-kick experience.

044

points he can turn into money. That money can
be used to customise the character, buying new
fighting techniques. It's a system that could
bring some complexity to the overall package

Cyber Generation's bad guys, industrialists
Judgement Six, are the creators of Dural -
a throwback to earlier Virtua Fighter titles



| rescr%f] / \lphas This month’s announcements and updates...

Dead or Alive Online

K.
BATEEHD:
er; Team Ninja

A combination of Dead or Alive and Dead or
Alive 2 enhanced with online play via Live, all
running on a modified DOAX engine. You'll know
what to expect from this by now, surely...

Virtua Racing Flat Out

Format: PlayStation2

Deve

oper: In-house

You played it in the arcade and loved it. You
played it on 32X and thought it wasn't bad. You
played it on Mega Drive and... well, yes. Here's
the coin-op on PS2 as part of the Ages range

Metal Slug

Format: Vodafone mobile

Many games on mobiles are translations of
arcade hits, but they're usually Pac-Man or
Space Invaders clones, not SNK conversions.
Here's the company’s legendary shooter

Pacific Theatre of Operations IV

Well established in Japan, the PTO series
abandons Koei's medieval timeframe for some
straightforward Second World War strategy
battling. Spies, trade and subs all play a part

Ninja Gaiden

Format: Xbox

From the arcade and NES to the Xbox, stylish
ninja killing looks like being mixed with puzzies
and platforming and the opportunity to play the
earlier versions you discover along the way

: WWII Paratroopers

Combat Elit

The first fruit of Acclaim’s publishing deal with
BattleBorne, Combat Elite is a Commandos-style
wargame with twoplayer, same-screen co-op
gameplay and an emphasis an authenticity

The Shin Megami Tensel series is well regarded
among Japanese otaku, and this PlayStation2
treatment is picking up excellent word of mouth
in the territory. It's stylish-looking stuff

Hitman Contracts

Format: PS2, Xbox, GG

Drawing on a strong heritage, both in terms of
proven engine-making skills and the shady past
of Agent 47, the third installment hopes to add
psychological depth to the gory blood slicks
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Hyper Street Fighter |l
The Anniversary Edition

Before we fell in love with 3D fistfights, before polygonal blows took out the
pixel, there was Street Fighter II, and now it's back on PlayStation2. Listen...,

. ome audio cues in some
videogames are unmistakable.
 Think about when Mario
touches a power-up, when Link opens
a chest, when Pac-Man dissolves,
when Sonic hits a ring. Street Fighter if
has countless evocative, memorable,
utterty unmistakable audio cues, from
Capcom’s signature bell to the chirp of
another Hadoken from Ryu to the

sound the announcer makes as he's
counting down and you're walking
away from the machine.

it's because anyone who was
interested in fighting games in the

nineties will have played Street |

fiess times. So many times,
fact, that every audio bullet is

memory. The

piayer being salected and the whoosh
of the plane, a “Ti-ger upp'rc't”...
Capcom is currently celebrating
Street Fighter II's anniversary. There
have been parties, toys, books and
arficles far longer than this one: There
are mobile phone straps, collectible
sets of anniversary figures, and even a
tribute album, The focus of the
celebration, however, is a new Strest
Fightar I game, which collects all the

title theme, a

game’s previolss releases and
characters into one mighty PS2
compendium of street ighting
Conforming to the series’
sterectype of having over-complex
names (a long-standing joke which
Funamizu-san, the architect of the

original, is more than aware of, see

The Making of SFAI in E108), the game
is called Hyper Street Fighter Il: The
Anniversary Edition. And it gathers
bits and pieces from the following. ..

Format: PlayStation2
Publisher: Capcom

Developer: In-house

Origir: Japan

Relzase: TBC

Street Fighter II:
The World Warriors (1991)
in which the player has to choose

between the onginal eight protagonists

for the first time, picks their favourite
and leams to fight to their strengths.
Default fighters Byu and Ken are
identical martial artists here, ensuring
evenly matched twoplayer fights for
those who wish for them. Sanic
boom-finging Guile is the third most-
popular character, while Chun Li's
speed and wall jump make up for her
lack of range atfacks. While Dhalsim’s
long reach is initially appealing, his
slow speed is a weakness. Zangief is
a little more than a joke o strest
fighting primitives, but mid-skill players
obsess over his spinning pile-driver,
the most powerful move in the game.

D)
{11l us m i”.l. |
Vega {or M Bison, as he may be renamed in
the western release) versus DeeJay and Bison
{again: possibly Balrog) versus Dhalsim. We
know who our money's on in each contest




lcons in the corners of the screen reveal which version of which character is baing used.
Irrespective of the fighting action, the backgrounds retain the classic Capcom layouts

Judicious use of E Honda's Hundred-
Hand Slap annihllates enemies up
close. Blanka's electric attack is the
most spectacular special move,
coursing voitage illumating each
character's custom-drawn skeleton.

Street Fighter II:
Champion Edition

Also known as Street Fighter II' (1891),

in which, due to popular demand and

in response to a variety of ilegitimate
hacks, Capcom added code to let
players fight as the bosses: M Biscn,
Balrog, Sagat and Vega. It's also the
first mode! of the game to allow the
same fighters to fight each other, two
different costurmes for each character
beginning Street Fighter's clone wars.
This allows Capcom to
differentiate Ryu and Ken, adding
superficially small {but ultimately
fundamental) touches to their special
moves which make default fighters
proclaim their loyalty to one or the
other. Other fighters gain extra moves,
backgrounds are retouched, and a
new titie sequence is introduced, but
the most major change is in the
damage relating to some attacks.
Dash, to give it its colloquial name
amongst the hardcore fighters,
weights combos over special moves.

Street Fighter Il Turbo:
Hyper Fighting
Also known as Street Fighter II': Hyper
Fighting (1992), in which Capcom
gives its popular franchise one final
outing on the aging CP51 board in an
attempt to counter the ever-increasing
numiber of pirate copies.

The biggest change in Hvper
Fghting is the speed, which now runs
at what seems fike a thousand light

punches a second. Some of the
fighters are blessed with more moves,
the most notable being the
introduction of Chun Li's fireball and
Dhalsirm's Yoga Teleport. Mid-air
specials also make their first (legal)
appearance, along with still more
colour schemes and ancther new

title sequence.

Super Street Fighter II:

The New Challengers (1993)

In which Capcom transfers the series
to CPS2 and celebrates with the
introduction of super special moves
and four new fighters. Cammy is
Guile’s British daughter and trades
weak, spindly attacks for exira speed.
T Hawk is a big, slow American
Indian, and might prove to be the least
successful character in the senes if it
weren't for the charmiess DeeJay, a
Jamaican kickboxer designed by staff
at Capcom'’s US studio. Fei-Long is
the final addition, a tibute to Bruce
Lee, and the game is rushed out —
with a few changes to portraits,
backgrounds, and that ever-morphing
litle sequence - to meet the challenge
of Midway's Mortal Kombat 2.

Super Street Fighter |l Turbo
Also known as Super Street Fighter If
X (1994), in which Capcom finishes

| Art of boxing
As one of the longest-
running games serias of
all time, Street Fighter Il
has been converted to
countless formats in

countless guises. Do any
of these boxes ring bells?







Dragon Punch versus Hundred Hand Slap - a
formidable test of skills between two legends

< 050

the Street Fighter Il series by adding all
the things they intended to add to The
New Challengers in the first place,
before the rush to counter Kombat
forced them to finish earfy. Mostly this
means the addition of Gouki (Akuma
in the west), a new boss character
who fights in the style of Ken and Ryu,
and who is only playable with a cheat
code. Alongside his introduction
there’s some new art, of course,
another new title sequence, and the

inexplicable absence of the inter-round
bonus games that have been with the
senes since the start,

Which brings us up to date

Hyper Strest Fghter Il: The
Anniversary Editior is not simply a
collection of ports, not a rehash 6f the
Street Fighter Collections that were
released for PlayStation in 1997 and
1998. It takes all the characters from
all five of the versions, and combines

“Fighting fans who've evolved with Soul Calibur and Virtua
Fighter can slip back in time, and see a squarely matched
Ryu and Ken square off for the first time since '91”

them in a single, fast, flawless endine.
In singleplayer, the player selects their
character first, theén their preference
for era, be it the Grginal, Dash, Turbo,
Super or X. Stresl Fighter I, however,
isn't a singleplayer game, and it's In
multiplayer that previously unarglable
scores are settied. Pairs of fighting
fans who've evolved into this
millennium with Sowl Calibur and
Virtua Fghter can slip back in tima,
and see a squarely matched Ry and
Ken square off for the first time sifice
'G1. Then they g0 trans-temporall &
Blanka from '94, Supercharged with a
Super special move of electric fury,
goes up against his onginal greeh
incamation. Goukl takes on old-school

T Hawk's dive was perhaps his most effective move - although that's picking from an
unimpressive repertoire. As you'd expect, various character cololirs can be chosen

Capcom's interpretation of the Northern
Lights in Super was infamous for use of
what might be tefmed artistic licehice

Bison, Cammy hits it off with Viega,
still swan-diving from his Spanish
background. Chun-Li with fireballs
fights Chun-Li without. Chun-Li wing.

If you can't sge why arly of this s a
big deal, you weré probably hevér a
Street Fighter Il fan in the first place; of
at least not the sort of fan who
Instinctively twitches a quarter rotation
of punch as soon &8s you touch &
|oystick. Beyond that, though, yBu
might riot be able 16 see why it's & big
deal simply becatsé it's actually, really,
not. The possibilities on offer hefe are
minor thrills, and the gimmick kick is in
geeing a simple, fostalgic ‘What if...'
eloguently answerad. The dynamic
behind the inter-game play, though, is
much more than & gimmick.

Hyper Street Fighter Il is the
celebration of an arniversary of the
most crucial era in videogame fighting
there's ever been, a tima in which
Capcor refined the street fighting
ideal and created a single fine of
evolution for the béat 'em up. The
graphics are palé, Aidw, and the Sound
iconic but one-dimeénsianal. Doesn't
matter. The movament, reaction and
interaction of the tharacters i
everything, and that's sl as sharp as
ever. It's not a gare so much as a
doclment, and it covers Street Fighter
i, nothing more. All it takes t6 remind
youl just how impartant that is?

Just listen,

Linkography:
it/ ov.com/
hittp/ Awvew arcade-history.com/’
hitp:.-".-’www.gamefaqs.com‘
http:/ A play-asia com/






oOst IN MuUSIC

It's a games console, see, not a Trojan horse that brings a
digital hub into your living room. That's what Microsoft said...
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hey were suspicious, of course. They always are when it
T comes to Microsoft. The company incurs suspicion every
time it so much as breathes out a press release, let alone
makes a major business decision to move into a new
economic sector.

The Xbox, they said, had nothing to do with videogaming.
It was a move towards an entertainment hub, which was a
move towards Microsoft controlling your living room, which
was a move towards Microsoft controlling the world, the
oceans and God Himself. All Microsoft could do was repeat
fts mantra: “It's all about the games. It's all about the games.
It's all about the games. It's all about...”

The karacke. This Christmas, Microsoft released Xbox
Music Mixer, billed as: "The ultimate in digital entertainment
for the twenty-first cantury.” Notably, there's no reference to
gaming in that sentence, but fear not, because there is in
this, also lifted from the official website's blurb; “Take Xbox’s
already awesome gaming” — there we go - “and DVD
capabiiiies, and add in Xbax Music Mixer to unleash an
entirely new category of digital entertainment.” You can
lock at pictures, show movies and sing karaoke.

Ir other words, it's exactly the digital hub they feared.
Ironic, considering many of therm worked on Xbox Media
Phayer, a program for chipped Xbaxes which, over a year
ago, was doing most of what Xbox Music Mixer does. Maybe
the hackers' work encouraged Microsoft to move in this
direction. Maybe Sony's PSX — an explicit attempt at bringing
the PS2 into the living rooms of people who don't play games
—made the move maore urgent. Maybe maore likely, particularly
if you ask them, they've been planning it all along.

Or is it all just over-reaction, steeped in anti-Bil
propaganda and reactionary screaming from luddites?
Console karacke add-ons are old news, around since
Karacke Studio on the NES and maybe before. Sega
released a karacke add-on for the Dreamcast not that long
ago, there've been DVD-based plugins more recently for thie
PS2, and this year Sony's official singing game Singstar wil
go up against Konami's Karaoke Stage and Jaleco's long-
standing Oream Audition.

Will the movement's westernisation turn consoles
into something more than just games machines? And if
it does, how will it affect gaming? Weawait your
comespondence. And theirs 100, obviously.
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Lara Croft creator Toby Gard’s ship is finally coming in:

QY

Confounding Factor’s Galleon will be released by SCi in May.
But can it conquer seven years’ worth of expectation?

ifficult second album syndrome is

a phenomenon defined by The

Stone Roses. Appearing almost
out of nowhere to release their incredible
debut, they were instantly acclaimed as the
best British band since the Beatles. Which
is where it all started to go wrong. First
there were the record company wranglings.
Then came drugs, disillusionment and
writer's block. As the years passed,
expectation snowballed 1o the point where,
whatever the band actually released, it
would be impossible 1o live up to the
increasingly mythical status assumed by

their debut. Finally, key members quit and
submerged by misplaced hype, ‘The
Second Coming’ was eventually released
and made to seem imelevant by the
emergence of Oasis.

Toby Gard has difficult second album
syndrome, and it'’s not labourning a point to
compare his story with that ol Manchester's
finest. No one had heard of him prior to the
overwhelming success of Tomb Raider (on
which Gard was lead designer, and is
widely credited with siring one Lara Croft),
Creative differences with Core ensued, so
Gard struck out on his own to form

EDGE 133

Confounding Factor. After Tomb Raider,
greatness was expected, and the weight of
expectation transferred to Gard's new
project, Galleon. In the atmosphere of
optimism that accompanied the videogame
Industry in the boom years of the late
1990s, everything seemed possible.

Then Galleon ran aground. Years
passed. We saw tantalising glimpses of a
gare that never appeared close to
completion. There may have been no drug
hell revelations, but disillusionment and the
game development equivalent of writer's
block (a malfunctioning game engine) were

0585




Boss encounters put Galleon's experimental
camera and movement system to the sword.
The game emerges unscathed and triumphant

n and Gard now’

Contounding Factor's

heartening. The

workstations for mora than 20 pec .
yet the studio’s staff has been reduced to a
skeleton of six. To Gard's absolute credit,

though, he remains proud of hi

company.

He is frank about his difficult experiences

over the last se and retains a sense

of humour about th 1 even if it

sometimes fatahstic

n 1988 about

s entire script was
lopmeant began, and
G

because the script cleverly re

ar: SCi

«r: Confounding Factor

i came o the most important

— character mover

that quite right first time

o restart,” explains Gard.

crucial inan

adventure g be able to move around
and explore the amvironment without fe

limited in what | can see and do. So two

ige]

years into the development of the game we
had to tear up the control and movernent
system and start again. That took another
year. And by that time people were saying

VOu y much up to date.”

So the reality is actually fairly mundane.

Most games suffer setbacks like this during

their developrment, but Confol g Factor's

tearn was just too small to cope. “To be

honest, | got it completaly wrong from the

start aboul the way things needed to be

i
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done. | wanted a small team to keep it pure
and simple, but it scon became clear we
needed more staff and a proper
management structure.”

With Gard working as lead designer
and managing director, his time was
compromised. Having received his funding
based on the original small team size
proposal, there was no further investment to
expand. “If you get your business plan wrong
you're screwed, basically. All we could do
was sit there and work as hard as we could.
Which took years.”

Only the belief that they were making a
good, different and important game kept
Gard and the five remaining Confounding
Factor staff going through the last few difficult
years. And it's true — Gafleon does boast
many impressive features, the best of which
Is the character movement and control. The
acknowledgement that clumsy character and
camera control systems provide a barrier to
player enjoyrment in many thirdperson action
games was Gard's initial impetus when
creating Galleon.

The result is a mechanic that is hard 1o
explain at first, but which rapidly becomas
second nature to play after expenencing the
game's thorough training missions. For the
maost part you are not moving your character,
Captain Bhama, himself but the camera
around him, pointing it at fhe des
destination on the landscape anx
pushing Rhama towards it. Thef

character movement usin
glonaus, and there®

e

Luckily for a ship's captain, Rhama can swim. Some levels require underwater exploration or a race
1o dry land after a shipwreck, requiring you to navigate currents with an eye on the axygen gauge

The game engine cut-scenes may not be visually stunning but they are impressively animated and
voice-acted, lending the game a distinctive comic fantasy feel influenced by the Sinbad movies

stuck on scenery or not being able to turm
quickly enough in combat. This fluidity is
aided by analogue control over Rhama's
speed of movement, from creeping to
sprinting and anywhere in between, Ata
cautious pace Rhama cannot fall off narrow
pianks, and if he jumps he lands gracefully so
long as you time the action comrectly. Gard
wa keen 1o eradicate all of the typical
platiorm game frustrations without simplifying
the challenge. To demonstrate this thinking,

maovement. In terms of satisfying thirdperson
character movement, Gafleon is everything
that Tomb Raider: The Angel Of Darkness
should have been,

However, you can't help feeling that
Confounding Factor's dedication to this
aspect of the game has been at the expense
of innovation in other areas, such as the
texturing of environments or imaginative
level design. Things have moved on since
Galleon was first conceived — the game's

“You are not moving your character himself but the camera
around him, pointing it at the desired destination on the
landscape and then pushing Rhama towards it”

he shows us a level set inside an enormous
cavern, with a vertiginous pathway of planks,
ladders, platforms and pulleys leading to the
top. We proceed cautiously, inching along
narrow ledges and fining up jumps precisely.
When Gard takes the controls, he attacks the
same route at three times the speed, leaping
across chasms with abandon, sprinting and
umping instead of creeping and climbing.
The idea is that once you have mastered
Rhama’s controls, you can almost fly through
certain sections with nonchalant assurance.

Rhama can grip certain types of rocks,
climbing like Spider-Man or even performing
his own interpretation of the “Matrix’ wall-run
if maving fast enough. He can also swim,
with strokes as fluid as his land-based

entire level scripting was completed within
the first few months of development,
remernber — and some of Galleon'’s set-piece
ideas have since become clichés, A boss
level where Rhama is required to defeat a
giant, lumbering beast by leaping onto his
back and attacking its weak spot comes
across as a weak facsimile of similar
scenarios from Devil May Cry. A clever
puzzle involving levers, pulleys and a
windmill ray seam passé for lco lovers.

And is a game about pirates, however

good the script and the character acting,
going to excite an audience seemingly fixated
on war and crime-based titles? Maybe if
Galleon had docked somewhere between
Johnny Depp's ‘Pirates Of The Caribbean’

057 o»



.‘:‘l‘ i ,. i il

'”i | ‘Hm.(."”

1 |'<-,, I_ Wy

.
I il
ore £
£}l
g
H
* 20
Poud : !
405 d
0 onoaa i B i ;
= d Do o e
. be
B bl ;
. # " DO
0 0
. D e
8 0 it 1y
U
0
O d d
i D
1 0
5 00

Phale
Reiraphy: Brety Caines

o
Nlmﬂlwiﬂmmimuumumﬂ | J;

m"ﬁ
““I!,‘Ih."




'IH‘

H h ( rnu-n "

M‘*J"i"'

These screenshots all depict scenes from eardy
levels of the game, although the Confounding
Factor team promises 30 hours of gameplay
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that when dev

i8S oNg since stopped talking sales

like it. That's

an ask for after all this time." No

¢ different to movies, regrets about forging that independer

where the "Eli‘-’lt» are l‘:'c.'.|-‘.:~.|\'_' and *Hmmm. No, no | don't think so. It's

contemporary but you do get fantasy

hard for everyone hera, it's been a le ing

movies that are successiul. And, to be experience but we've come out of it
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Different
strokes

It's a well-worn stereotype that
Japanese consumers find western
games rough, characterless and
unfriendly. So what can publishers
do to break the east? Edge
travelled to Dundee to find out...

ere’s a stark statistic for you: in 2001, only three

non-Japanese games made it on to Japan's list of

50 top-selling titles, two of them British and one
Canadian. And at the time of writing things have not
improved. Of the top 100 selling games in Japan in the
first half of 2003, only five were developed in the west:
Ratchet & Clank (22), James Bond 007: NightFire (57),
The Lord of the Rings: The Two Towers (71), Metroid
Prime (72) and Enter the Matrix (99).

Japan, on the other hand, did a much better job of
selling its games to the west, According to the latest figures,
more than 30 per cent of the games sold in the UK onginate
in Japan. In Europe as a whole the figure is closer to 22 per
cent, with 33 per cent in the US.

The UK export figures are so disappointing that last &
year’s Department of Trade and Industry study into the
competitiveness of the UK games industry, ‘From Exuberant
Youth to Sustainable Maturity,' came to some gloomy ; | L N
conclusions: “Clearly, the Japanese market is largely closed O
1o foreign games,” the study stated. “There is little that the v
UK developers can do to change this. Opening it up is a job
for publishers, but UK publishers lack scale so are unlikely
to be able to do this.”

It's now maore important than ever for publishers to make
their games appeal to players in all the key territories.
However, there's much more to videogame cultural
acceptance than dubbing in the appropniate language. It's
one of the main reasons why the International Centre for
Computer Games and Virtual Entertainment (IC CAVE) was
established at the University of Abertay, Dundee.

Part-funded by Scottish Enterprise and the DT, the

facility is a research and development centre. Its primary 3 < s
focus is on the videogames and digital entertainment & i
ndustry, with a secondary focus on the application of
games technology in other areas like healthcare, life ° %
science, engineering and learning. =T ]
D
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Lucy Joyner, a researcher at IC CAVE, has been looking at
the ways players from different continents approach, play and
consume ther games. For too long, cultural sterectypes have
besn encouraging developers to adapt their games lor overseas
markets in specific ways. Joyner and her colleagues wanted to
s if there was any evidence 1o support such strongly held
beliefs. "With less free time, we found that [Japanese] teenagers
choose nct to play games that put them under more pressura to
compete,” says Joyner. An interesting adjunct to this is that
levels of competitivensass seemead to be differant from one side of
the globe to the other

Joyner wanted to test her theory. In one of the most
drarnatic experments to date, IC CAVE researchers put tesl

side of the track leaving them to tnumphantly sweep across the
finishing line 1o ultimata victory.

This was just one of the expariments IC CAVE has
conducted. One of its main aims was 1o answer one of the key
guestions facing western developers and publishers: what
makes Japanese gamers tick? After thousands of hours of
research, the people at IC CAVE are less pessimistic than the
OTI. They are now partway through building up a dstailed profile
of Japanese gameplaying that could help give western
developers and publishers the edge they need o cross cultures
and break into the lucrative Japanese markst.

The key question is why gamers in Japan and the west play
videogames in the first place. Joyner and her colleagues

“Whenever one managed a particularly skilful manoeuvre and
slipped into the lead, he would slow down again. More often
than not, both players crossed the finishing line together”

groups of Japanese teenagers in front of Ridige Racer V. What
they discovered was starting: whenever one managed a
particularly skilful manoeuwre and slipped into the lead, he
would slow down agan to ist his opponent catch up alongside.
More often than not, both players crossed the finishing line
logether, a close-knit team,

“They shared, they empathised, they whooped for each
other. It was nice," says Joyner. ‘Niceness’ was the last thing sha
had expected, but it led to further revelations. The same test
was then camied out with groups of Scottish teenagers, and
normal service was resumed. They raced sach other into the
ground, whooping only when their cpponants crashad inlo the

conducied surveys, countad tha coins in arcade machines and
watched as Japaness tesnagers wers wired up o heart
monitors to find out which games really set their pulses racing
Chief among the motivating factors they found were community
- the nesd 1o belong - and compstition — the need to win, In
Japan, They found, community was the key.

One of the first things they noticed afler stepping off the
plane in Japan was the amount of gaming action stil taking
piace in arcades: “We saw large groups of teenagers socialising

with each offier. Parents with small children were interacting with
other parents and thesr small chidren. Time in arcades appeared

o be spent mesting, soCiakeing and sharing gaming rather than

!

i !I|I|

!
i ‘

”-[I'.li.;?

Researcher Lucy Joyner from IC CAVE (HQ, left) is challenging cultural stereotypes with her work on the way games are played. The study has
shown how players’ levels of competitiveness differ across the world. It's compelling stuff for developers attempting to help their games travel
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Research involving Ridge Racer V trials showed
striking differences between Japanese and
Scottish teen players in terms of approach
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The main monitoring console at IC CAVE allows the postures, hand movements and interactions of players to be recorded.
The controller can zoom in on individual players and split the screen to watch them alongside the game. Right: Kimi Hoshino

Final Fantasy Crystal Chronicles is a game that
encourages teamwork through the cunning device
of making one member carry the crystal around

< 064

surprisingty, the ar
their clientele. There
a ten-year-old to reach the cont
muitiplayer opportunities for adults and children — with the parent
sitting at the front of a canoe-shaped machine with his kids
‘paddiing away' close behind

WEere rmini-

Care for the community

d cooperation v down the
list of gameplayers' priorities. IC CAVE found that, when it came

to UK players, it was comy

tion and not community that ruled,
The typical scenario was the lone gamer in his bedroom rather
than the family outing to the arcade. British gamers did invite
their fiends round, but only after they'd practiced the game so
kmew they'd win. Many of the 14- to 15-year-clds
intenviewed admitted 1o 51
honing skills and perfecting the mc
to humniiate their schoolm
According to the IC CAVE study: [UK] children
recogrise their skills, abifities and the enjoyment of being good at
something. Being good at a game can provide players with an

much tf

8 at their consoles,
would later use

ding hours

aimost cult status amongst peers as they demonstrate their skilis
to their friends and are revered for them." In other words, canoe-
shaped arcade cabinets and collecting cards are fair enough,

but what that the average western gamer wants above all else

Is & game they can win. So where does all this leave the game

davelopers who have o

quiered the west but now want to be

Dig In Japan’?

Japanese games
weslarn gamers, par vcal
exvellence, but mainly due to their exotic flavour. Strang
love affair has generally bean one way. Perhaps unfairly, the
perception of western-developed games among Japanese
players ls that they lack polish and charactar. While we find ‘all ¢
your bases are belong to us'-style Japlish mistakes in eastern-
translated games charming, the Japanese are less forgiving
r the Matrix hits Tokyo stores with a set of poorly

because of their high ta

when Ente
thought-o

subtities.

there’s a harsh irony th conducted

that ve
theless, the

everyday

by IC CAVE and put in
by localisation companies like Babel Media is an important
stepping stone towards global understanding of the videcgame

market. No one has all the answers yet, but It's clear that

comprehending a few underlying cultural differences can give

companies the edge in an increasingly competilive arena.

Life and SOUL

er and the IC CAVE researchers are still working out the ful
of their research, Earier this year they opened the

Scottish Usability Lab [SOUL), the UK’s first games ‘usability’

centre in Dundee, to te

@ range of cult

games'sgainst a

and design-led factors. It has also agreed to share a few

pointers that any ambitious westarn game developer and
publisher should keep in mind if they want o cross that cultural
divide {go to www.iccave.com/web/site/services/soul.asp for
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Success story 1:

Local issues
alise every aspect of the game you can - the language, the

streat names and the background scenery, *If you want your
re that the

I have to make

LI e

E tactiully

san, on th

and shaming th

ecen! Japanese e
btitles
gameplay - sorme lagged far behind,

subtities blach

“The Japanes

ins. In fact, the

il out the bottom of the screen, blocking players’
>5. Not a brilliant way to make your ears all had

“It seems to me that

Community service
Adding community-bullding features is importarit if yo acing Crash Bandicoot had to be altered considerably for the Japanese
r3 i . market — but the cosmetic work and gameplay changes paid off

& psyche. IC CAVE re

The Leger

Joyner, could also leamn a lot from

games like Pokémaon or tha A

to look at how

st by swapg
Teling small UK de
marketing departme

believes that there is no 1

e

ut their game p

v ranked. Thus there we M ), & i}

zan't pick up a few tricks.

“Each player received statistics about their game performance
and these statistics were discussed and ranked. Thus there was
competition, and an overall winner, but it was indirect competition”

Focus not freedom

Crand Thaft
Grand The:

up sales
unprecedented mé

disappointing. Ac

unlimiteo fres

on the others for a and defen tal m During IC CAVES research, the games and the RP!

nclude Nameco's Pai an Vs (see page 103) and Nintendo's Dragon Warrior both scc

ed highly with Japanese gamers
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Ratchet & Clank's developers listened to Japanese advice and made certain their game would appeal to both a Japanese and western
audience, both in terms of locks and gameplay as well as the way the game was promoted. Additional effort here results in more sales

because of their clear and sim baffled. And westerm davelopers
missions and objectives.
you will understand missions and ob
the screen. You can just pick up and pl
manuals,” agrees Hoshino-san. “In Dragon Wa
need to first speak to the king to hear the objectives and and styles are equally difficult to emulate. Some cultural bridges
missions of the games; they are also forced to use all the are just too tough to cross.

commands available in the game In the first room and they

cannot go out from the first room unless they go thrc
these procedures, whi
necessary parts —m
for the players, etc —ing

id have to bury themsetve:

ars to copy soma popular games

types. The full historical and mythological subtieties of games fik
( Koei's Dynasty Wamor series ¢ ond the undes
or, players maost western players. Garnes based on obscure manga titles

anding of

Difficult age

Getting the age-range right is also very important in the

se market. Gameplaying In Japan tends to drop off
thy.” dramatically after leaving school. “Data from Japanese

will allow the players to les
ons, objectives, things that are avallable Japan

“The full historical and mythological subtleties of games like Koei’s
Dynasty Warrior series are beyond the understanding of most
western players. Some cultural bridges are just too tough to cross”

loped games are jus

t have seen successi

shooters to ﬂ*cll"t simulators. In Japan, IC CAVE found only car have been made ex Y
acing, roleplaying and fighting games were pl ’\\uyl by at least 20 According to Hoshino-san, “Japanese gameplay

per cent of all participants. play the game without getting stck halfway thro

Everything has its limits, however. Western developers can of difficulty needs to be adjustec ordingly.” Joyne e,
only go so far in trying to cater for Japanese tastes and genres. echoing other findings: “With little free time. . it is arguable that
The cloying love-sim antics of Tokimexi Memonal and Princess [Japanese] teenagers choose not to play games that put

Maker were huge hits in Japan, but left UK gamers alienated and them under more pressure to compete.”
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Sony's PSX enables you to watch DVDs, record TV,
fip your audio collection, store digital photos and play
PS2 games online. Edge takes a closer look at the
machine and the reasons behind its conception...

t's sasy to be glibly dismissive of Sony's

PSX. PS2 sales are in decline and, with

PS3 still at least a year away from
merely as interim hardware, a stopgap effort
to inject life into a tired brand, We've seen it
befors in the Sega MegaCD, or the
Nintendo 84DD, bath of which are generaily
prefixed with the phrase ‘ill-fated’.
S«q%mumummm
all intents and purposes; PSX is a DVD
player that juet mhm g-meaalﬂ

dictates what enters the living room, and
where gaming isn't a primary concerr.

It’s an overused phrase, but PSX is
Sony's Trojan horse, an attempt &t coaxing
the massmarket into becoming videogame
addicts by stealth. Sony hopes they'll come
for movies and stay for games, It dossn’t
hurt that PSX owners will eventually link into
Sony's gaming and music networks, paying
for tracks and downloadable content.

PSX might also be a marker for the
direction in which Sony wants fo take its
PlayStation brand. Tha original PS2 hinted
at things to come by the inclusion of USB
and i-Link (FireWire) ports. The ever-

images of PS2 with a variety of Sony
gadgets plugged into it — camcorders,
digital cameras, MP3 playsrs - yet nothing
due o the lack of a hard drive.

In some respects it's odd that it has
taken Sony this long to produce the PSX,
parts - recordable DVD drive, TV tuner, hard
disk, broadband adaptor, PS2 hardware -
have been available individually for some
time, all Sony had to do was build a system
to glue these disparate elements together.
But, like Sony’s robot dog Aibo, there has to
be a first generation of any new product.

EDGE #58
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In operation, the PSX's frontend is
simplistic - some might say dull, even

Albo was ridiculously expensive and not
entirely overwhelming, but solid sales
heiped to maintain its development and
now Sony is ahead of the loop in terms of
Al, face recognition, voice recognition... not
to mention other areas of robotics, such as
the design of joints, servos, gyroscopics,
power management and so on.

Likewise, developing the PSX is helping
Sany work towards its goal of owning that
space under your TV set. In fact, at the
moment, it's everyone’s goal: as the various
areas of entertainment, communications
and consumer electronics converge, there's
a battle for control of your living room.

Where traditionally you might have owned a
TV, video recorder, a hi-fi rack of separates
(CD, tape deck, receiver}, and perhaps a PC
for surfing the web and managing your
digital photos or camoorder footage, thera's
a new breed of machine that does it all. The
market for such a device will be huge, and
with the launch of PSX Sony has made its
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intentions clear. The term ‘canvergence’
was popularised by communications
scholar Ithiel de Sola Pool, in his 1983
book, ‘The Technologies of Freedom’. He
describes the 'convergence of modes’
whereby various forms of communication -
conversation, theatre, news and text — are
homogenised by electronic delivery into
“one grand systemn.”

Consumer electronics companies have
been dallying with the concept for two
decades, putting radios and tape decks into
hi-fi systems, and VCRs into portable TVs,
but they've been continually hampered by
the analogue format. Analogue signals are
hard to store: you need huge amounts of
memaory (you can store nearly 10Gb of data
on a C180 VHS tape) or arcane ways of
reproducing them, such as with vinyl
records. With the advent of procassors able
to compress and decompress data in
realtime, almost every form of
communication has entered the digital
domain, With TV and radio finally available
as bitstreams, the last bastions of analogue
are film and the printed word, Even then,
the rise of high-definition video and ebooks
is beginning to make an impact.

Ta the computer, all this information is
exactly the same: whether it's the first level
of a videogame, a frame of movie footage,
an audio track, an email. .. it’s all 1s and Os.
You no lenger need separate pieces of
hardware to manage it all, and it can be
delivered and stored in the same way:
broadband, hard drives, removable media —
and shared across wireless networks. The
ultimate goal is essentially a computer

“The ultimate goal is essentially a computer
system with vast storage capacity that sits
somewhere in your house out of sight. It's
plumbed directly into the broadband network”

system with vast storage capacity that sits
somewhere in your house out of sight. It's
plumbed directly into the broadband
network, communicates with you wirelessly,
and delivers interactive entertainment in
high-definition and multichannel surround
sound. Wireless technologies such as Wi-Fi,
Bluetocth and even the impending ‘wireless
FireWire' (we assume a more suitable name
is forthcoming) mean that cables can be
removed from the equation: simply walk into
the living room with your digital camera/
camcorder/PDA — the system will recognise
it and bring up the relevant options on your
TV. There's also a chance it will operate your
home sscurity, turn the lights on and off and
run you a bath when you phong fram work.
Obwviously everyone wants a piece of
this action, and the big consumer
electronics players are all keen to partner
with companies that can offer technology:
communications, broadband delivery and
even content. But there's a2 major difference
between a dumb terminal that plays a disc,
and one that you use to search through
photos, edit the names of MP3 tracks, or
surf the web. You need a more adaptable
operating system and a proper interface.

Having staked its claim in the PC market by
creating the global standard in operating
systems, web browsers and media players,
Microsoft is constantly looking around for
new areas to dominate. It's made serious
inroads into the games market with Xbox, is
currently working on Smartphone systems,
and is looking at ways of getting into the car
dashboard with automotive telematics.

Most of all, Bill Gates wants that space
unider your TV, As broadband becomes
broader, eventually there'll be one pipe that
carries TV shows, news feeds, sports
channels, pay-per-view films, pay-per-play
games, pay-per-download music, websites
and who knows what else. Whatever it is
you do, he wants you to watch it, play it or
listen to it using Microsoft software.

The company has already taken its first
faltering steps with Windows XP Media

Removing a plastic flap eases access to th
console’s expected array of ports. You can
forget about plugging in a multitap, though



The Japanese package
does not include a
joypad, but you can try
gaming via the remote
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PSX

The PSX unit is proud to offer
two standard PlayStation memory
cart slots on its front, but is
slightly less forthcoming when

it comes to inviting users to
connect joypads, whose slots are
situated at the rear. It's a telling
clue as to how far down the
ladder Sony is placing PSX's
gaming functionality

Center Edition 2004. To be honest, it's all
smoke and mirrors: Media Center PCs are
just bog-standard computers in a pretty
case, with a TV tuner, a remote control and
a user-friendly interface. However, they do
everything you'd want: they can access
electronic programme guides, recard TV
and digital radio to the hard drive, show off
your snaps, let you edit your home movies,
bum CDs and DVDs, watch films, listan to
music, play games... sound familiar?

All the major computer manufacturers
are jumping on the Media Center
bandwagon - including Sony — and it's put
the fear of God into the consumer
electronics manufacturers, who can see
themselves relegated to mere licensses, all
paying Microsoft just so that they can install
the latest version of Windows Media Player.

There is a concerted effort by a group of
companies — led by Sony and Matsushita —
to create a digital consumer electronics OS
based on Linwe. Japanese consumer
alectronics manufacturers have long
dreamed of a unified operating system of
their own, in order to dominate the living
room and dictate the development of
next-generation hardware.

In the meantime, Sony has dipped its
toe in the water with PSX. It probably
amounts to little more than a trial run, a
proof of concept, but Sony has a real head

start over the other players, in that it has
already earned its place in the living room, it
has mind share with the PlayStation brand,
it has the technology, and it aiso has access
to a wide range of content.

As PSX makes use of convergent
technologies, so it has also allowed Sony to
leverage its separate divisions. A key part of
this is the snappily titled 'EE+GS@930nm’
chip, the central processor in PSX. This chip
takes the core CPUs of the PlayStation2 —
the Emotion Engine and Graphics
Synthesizer — and fuses them onto a single
unit, containing 53.5m transistors and 4Mb
of embedded DRAM, using the latest 90-
nanometre technology. This process is part
of the plan to combine Sony's main
semiconductor operation with that of Sony
Computer Entertainment, taking technology
developed by the latter and driving them
intc more general consumer electronics
products — the first of which is PSX.
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Just how much bearing PSX has on
PlayStation3 is difficult to say. Concrete
information on Sony's third console is hard
to come by, and so far speculation points
towards a networked machine that may, by
some reports, not even utilise an optical
drive, accessing games and other content
via broadband alone: It certainly doesn't
make much sense for P33 to be an
expensive multifunction antertainment
system, although exactly what form it will
take is anyone's guess.

Ken Kutaragi has publicly stated,
“The next-generation PlayStation will
probably take the form of a game box,
though it will not be a mere game machine.”
This was echoed by Satoru Rick Oyama,
senior vice president of Lehmann Brothers,
Japan; “| am very much interested in how
Sony will promote PS3 as a new product
for the home, because it will not be a simple
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There have been several attempts at extending consoles beyond
their basic gaming operation. The first real advances were made
with the advent of CD-ROM storage. Not only did this offer
CD-quality audio, but also improvements in compression
technigues meant that video footage (of a sort) could also be
included. On this spread Edge looks at the key developments.
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1993

Both Sega and Nintendo
aimed to add CD-ROM
capability to their existing
16bit systems via add-on
units. Famously, Nintendo’s
development partnerships
with both Philips and Sony
floundered. Sony went on
to produce the original
PlayStation, while Philips
came to market with CD-i -
a well-meaning but
ultimately dull ‘edutainment’
centre, famous for being
one of only a few non-
Nintendo systems to host
Zelda games.

However, the Dutch
giant - along with other
members of the MPEG
committee - had been
striving to squeeze movies
onto a five-inch disc in the
shape of VideoCD. A CD-i
system, when fitted with its
MPEG1 digital video
cartridge, could reproduce
Haollywood movies far better
than its tape-based
competitors.
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1985

Two years later, Apple
entered the fray with its
32bit Pippin multimedia
system. Bandai picked up
the technology and
delivered the Atmark
console (known as @World
in the US). Although Pippin
systems had web browsing,
network play and MPEG
video playback, games
support was minimal and it
was expensive. Oblivion
beckoned.

Also this year, the
XBand modem allowed
Genesis and SNES gamers
to play online, view score
tables, receive newsletters
and send email. Somewhat
ahead of its time, the
XBand network shut down
in 1997.

1997

Rather than take an existing
games machine and extend
its remit, VM Labs
attempted to do the
opposite. This group of ex-
Atari and 3D0 employees
announced their
development of Nuon, a
powerful chipset that could
be integrated into any
production DVD player,
adding serious videogaming
clout at little extra cost.
Toshiba, RCA and Samsung
all signed up for Nuon, but
support and funding was
lacking from the outset, and
VM Labs eventually went
into receivership in 2002.

goNY

1998

Sega launched Dreamcast,
which offered networked
play, email and web
browsing. It turned out to
be Sega's swansong in the
gaming console market.
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1999

The NB4 (finally) gained a
magnetic disc drive system
called the 64DD. It also
offered access to
Nintendo's Randnet
network, providing online
play, email, downloadable
content, web browsing,
digital magazines and a
stockmarket simulation
game. Randnet lasted just
one miserable year before
the big N pulled the plug.
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2000

Sony's PlayStation2
launched. The inclusion of
DVD drive means that it
was the first games
machine to double up as a
genuine, high-guality
MPEG2 player. The additio
of i-Link (FireWire) and USI
ports offered a captivating
glimpse of things to come.




The PSX's built-in music light machine is
similar to those seen in most media units

2001
Microsoft's Xbox featured
a built-in hard drive and
broadband capability
out-of-the-box. The hard
drive enabled gamers to rip
CDs and use their own
audio tracks ingame.
Xbox Live launched in
November 2002, providing
network play and
downloadable content.

game machine.” So where does this leave
the competition? Well, Microsoft is coming
at the market with a pincer movement:
Windows Media Center on one side, Xbox
on the other. Indeed, if convergence runs its
true course, you can see where the two
systems might merge to become an all-
singin', all-dancin' home entertainment
systern - in which Microsoft supplies both
the hardware and software. Again, until it's
announced, we can only guess what tricks
the Xbox2 might be capable of.

Where Nintendo fits into the equation is
less clear. It's a very poor third in the race
for any sort of network presence, and has
failed to provide any other function in its
hardware other than gaming. In fact,
Nintendo has never made a system you can
play audio CDs on, let alone rip MP3s or
record TV. It has steadfastly stuck to its

guns as a purveyor of finely crafted
videogames, and while this is a pure and
e honourable objective, ultimately it could be

something to rue. Adding DVD playback or
. CD burning or even email and web
: browsing does not compromise a system's

capacity to play guality games. When you're

2002

Panasonic enjoyed another
brief dalliance with
videogaming when it teams
up with Nintendo to
produce the G, 2
GameCube and DVD player
in one silvery stylish unit.
Unsurprisingly, it never
made it to Europe.
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2003

Microsoft released
Windows XP Media Center
Edition 2004. A new breed
of enhanced PC is
developed which provides
an all-in-one digital
entertainment system,
featuring TV recording,
digital imaging, web
browsing and, of course,
videogaming.

With the release of the
N-Gage, Nokia managed to
squeeze mobile phone, web
browsing, MP3 playback
and even wirgless
multiplayer videogaming via
Bluetooth, into a unit
smaller than a GBA.
Whether it will make a dent
in Nintendo’s hegemony
remains to be seen; while
MNokia claimed sales of
400,000 units for its first
two weeks on sale,
independent reports
suggest the figures are
somewhat lower.

trying to sell to the massmarket, these
features become very strong reasons to
purchase. There is already evidence of this
with the launch of PS2 in Japan, where it
was being bought as a cheap DVD player,

The videogame machine has arrived at
a crossroads. Convergence is taking the
medium of videogaming into new and
uncharted territory, where ultimately it might
become as ubiguitous as the television set
(global count: just short of a billion) or the
DVD player, which is on schedule to
overtake VHS ownership by 2009.

We may well look back on PSX as a
defining moment, the point when
videogaming finally made its way into the
living room — and stayed there.

2004
A PAL-compatible PSX
arrives in Europe. Sony has
suggested that all the
missing features will be
reinstated by this time.
Later in the year, Sony
launches its portable games
system, the PSP, which
features ATRAC3/AAC/MP3
support, MPEG4 movie
playback and wireless LAN
for multiplayer gaming.
Naturally, it employs a
brand new proprietary
media system, the
B0mm-diameter Universal
Media Disc (UMD),
developed by Sony.
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The P8X system contains the guts of a
PlayStation2, but adds a hard drive,
broadband adaptor, analogue TV tuner and
various ports and connections, so you can
watch DVDs, rip and store audio CDs
record TV shows to the hard drve, maintain
your digital photo collection and even burn
discs. The Japanese version is avallable in
two flavours, the DESR-5000 and DESR-
7000. The former costs ¥99,800 (£514) and
features a 250Gb hard drive, while the latter
weighs in at ¥79,800 (£411) with a smaller,
160Gh HD. Externally, they're identical.

The PSX is a subtly handsome unit, with
a glossy white polycarbonate case flanked
by ridged grey panels. As with the PS2 it
can be used flat, like a conventional hi-fi
separate, or stood cn end with the
engraved PSX logo on display. If anything, it
feels more appropriate lying prone, so you
gain easy access 1o the slot-loading drive
and removable storage on the front panel.

Clearly, the PSX has massmarket written
all over it (despite the fact that, outside of
Japan, the only people eager to get their
hands on one are the most committed of
committed). The design is miles away from
the typical games console aesthetic; it's
cool, angular and rather feminine, which is a
marked change from the dramatic, macho
lines of the PS2. (A smart move by Sony
might be to make a matching AV amp, to
make use of the digital audio outputs.}

Ports have been divided between a
panel at the rear and one at the front that
resides beneath a fold-down flap. All the
serious connections are at the back,
including twin controller ports; BS IF and
VHF/UHF in; S-video, composite video, L/R
stereo audio in and cut; D1/D2 line out,
optical digital cut and an Ethemnet port.
These are recessed quite deeply, and
access has been made easier by a
removable plastic panel.

Up front, you get twin PS memory card
slots; some tiny navigation buttons
{standard fare on DVD players and AV
amps); a USB port and a Memaory Stick Pro
slot. The Japanese import system is



accompanied by a power lead, composite
video/sterec audio cable (aryone with any
sense will ditch this for S-video), a UHF
extension lead and the remote control.

With such a small fascia, Sony really
had little option but to situate the controller
ports at the rear, leaving room for the
removable media. Howeaver, not only does
this make them difficult to get to, but
because of the enclosure there's no room to
plug in a Multitap, so while the PSX case is
much larger than a standard PS2, you're
till limited to twoplayer gaming.

However, on reflection, it's probably
Sony's distinct intention to keep the gaming
aspect low-key, After all, the unit dossn't
even come with a joypad (matching PSX
pads are available but you can use your old
Dual Shocks without any problem).
Presumably, it wants to sell PSX on the
strength of its all-round functionality, not
just on its gaming heritage.

Typically, storage is limited to Sony’s
proprietary systems. And while it's
understandable Sony would want to
support its own standards, in a world where
Memory Stick only serves around 24 per
cent of the market it's annoying that anyone
with a camera that uses Secure Digital,
CompactFlash or MultiMedia Cards can't
use PSX to view their photos. The USB slot
can be used to connect digital cameras,
and although this currently enly works with
Sony cameras, the company has promised
to provide drivers for other brands. Quite
why Sony opted for USB1.1 instead of the
faster USB2.0 is anyone's guess. It feals like
penny-pinching. Having just a single port
also precludes some peripherals.

Also, somewhere along the line, Sony
forgot to Include an i-Link (FirsWire or
IEEE1394) port, so you can't import DV
footage from a camcorder for storing on the
HD or burning to DVD. Presumahbly, this was
due to the cost, not only of the port and
circuitry, but also because it would
necessitate more complex software.
However, it does feel like a missed trick.

If you're thinking of buying a PSX on
impor, then a look at the remote should be
a warning, Each button has a Japanese
legend, and while mest functions are fairly
obvious, there are enough multifunction
buttons to make it less than user-friendly.

Any serious thoughts of importing are
banished when you connect the machine
and boot up. For starters, the PSXis
designed for continual connection to a
UHF TV signal - a Japanase one, that is.
Not only does the UK use different
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connectors, but we also operate on
different frequencies and with PAL rather
than NTSC, So for mast of the time, all you
get onscreen is white noise. Likewise, the
glectronic programme guide Is useless
outside Japan, so that's another feature
you can write off,

Like the remote, all of the menus are in
Japanese and while the GUI is easily
navigable, there are dozens of options that
rely on a decent knowledge of kanji. This
may explain why Edge's testers couldn't
get any DVD playback, even though we
tried region 1, 2, 4 and 0 discs. During our
exploration of the menus, either we turned
off some vital component, or turnad some
other, equally unwanted, option on. Either
way, we can't vouch for the playback
quality, though we've no reason to doubt it.

Music CDs worked fine, however,
enabling Edge to experience the built-in
pattern generator, which displays colourful,
waveform-based images in time to the
music ~ a feature first seen in Atari's Jaguar
and now de rigueur in multimedia devices.
We ripped a CD to the hard drive, which
took 50-70 seconds per track.

We alsc managed to use the photo
system, which enables you to display your
digital snapshots onscreen, flip them round,
zoom and so on. Images are accessed via a
Memory Stick, afthough you can plug Sony
cameras into the USB port and transfer
images that way. A brief glance at the
networking options, where you can enter IP
addresses and the like, was enough to
convince us to leave well alone. Overall -

Jeff Minter, eat your heart out {top). This
(above) will become clear on PAL release
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just dreamy to usd, with a
supremely smooth action

“It comes back to the whole idea of convergence:

you get one neat box to do it all for you. And that

makes the PSX a very tempting offer”

and despite our problems with the lack of
English menus — operating the PSX proved
slightly frustrating. For starters, the machine
should at least have the sense 10 autorun a
disc. With both audio CDs and DVD, you
need 1o access the menu, scroll down to
the disc and click on the icon to start it
playing {or not, as in our case).

Also, rather worryingly, there were times
when the system froze for no obvious
reason and the remote refused to work,
even though we could operate the menu
from the buttons on the front. Whether we
had inadvertently clicked the 'Stop Working
Properly” option, or the system just hung,
it's hard 1o tell.

Frankly, you'd be silly to import a PSX
row, if only because a PAL version is just
around the comer. You lose so much
functionality that it's little more than a
complatist collector's item. However, if the
UK version comes in at a similar price level
(roughly £410-£518), then it looks like a
good deal. Existing PS2 owners might be
better off getting a TiVo or Sky+, or maybe
even just a DVD recorder, which you can
now find for as little as £250. It comes back
to the whole notion of convergence: you
get one neat box to do it all for you. And
that makes the PSX a very tempting
offer. For a while, at least. .,
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e PSX launch
Sony announced its plans to produce a PlayStation2-based multimedia ‘
system back in May of 2003, when it outiined the technical specs and
Ken Kutaragi exuberantly explained that “the ‘X' in PSX refers to the
‘crossover’ of games and electronics,”

However, in the intervening months, Sony had to cut back on the level
of specification in order to make it to market by Christmas. In truth, the
reduction in functionality is marginal, and Sony has promised to restore

much of the functionality in the next few months via downloadable firmware
updates. But the backlash from Japanese analysts was vociferous.
Kazumasa Kubota of Okasan Securities wrote the PSX off as little
more than a “publicity stunt” and suggested that sales would drop off after

a month or two. Kazuya Yamamoto of UFJ Tsubasa, was simitarly
disparaging, claiming that “| ing the specifications of the PSX hurt

Sony's image.” He went on to say that the system had falled to deliver on
Sony's promise, saying: “Did it tum out to be a superior machine as a DVD
recorder? | certainly don't think so.”

As ever, sales figures are hard to come by, and reports - presumably
driven by Sony press releases - confiict with eyewitness testimony.
Jap spaper "Mainichi Shimbun' claimed that damand outstripped
supply, and the first production run was almost depleted. While according
o ‘GameSpot’, a week after launch, units were stil readily avallable without
pre-order, and one store had already relegated PSX from its prime store
entrance position in favour of a broadband salesman. It has siso been
suggested that waning consumer interest is partly due to competition from
Sony's other new products, a high-capacity Blu-ray DVD recorder, and its
Sugo Roku p | DVD video o

ﬂ The biggest victim in Sony's cutbacks has bean the lack of playback TS
) support for CD-R and DVD+RW discs. CD-Rs ane by far the most popular
format for backing up data and bumning audio discs. However, the lack of
DVD+AW is less problematic. Although It's a more technically advanced
format than DVD-RW (Sony itself is a developer of the CD+RW format, . .
which can be played back in most consumer DVD players and CO-ROM
drives), DVD-RW media has the greater market share. by roughly 3:1.
In the course of downgrading the DVD drive, the dubbing speed has
also dropped from 24x to 12x. This would still allow &0 minutes of TV to be
backed up onto DVD in around five minutes.
Sony also chose to drop TIFF and GIF image file formats in favour of
SONY JPEG zlone, but since almost every digital still camera in the world can save
files as JPEGs, this is barely worth mentioning.
Of slightly more annoyance s the loss of the MP3 audio format in
favour of Sony’s own ATRAC3. This means that while you can rip audic

l I (  rackstothe hard disk. you can't really do much eise with them. You could i il
bum them to a CD, but ATRACS isn't supported on anything except "
MiniDisc players and, you g d it, Sony quip
HOME L But the mast curious omission is that of networking. The PSX does o
have an Ethernet socket, but there's a small warning label stuck over it to
prevent its use. This means that PSX can't currently access the PlayStation ERT——

broadband network or Sony's online music services.

Given that Sony states that features will be reinstated in the shape of
downloadable firmware upgrades, it's unclear whether the broadband
functionality is currently operational, or whether it perhaps requires a

disc-based patch to activate it,

SONY

E€EDGE #1 Q77 >







VWhere
next?

We're now well into a new year. And what do we
find? Mics, arthouse games, a handheld battle and
the ‘death’ of the platformer. Here, Edge looks at
what will specifically define videogaming in 2004

at happened to Edge's review of 2003, it was
Nintendo’s slump, the N-Gage non-event,
Ise start, Tomb Raider: The Angel OF

s stranglehold on the chart, we

t 12 months and set sail for future
2004 is already providing many rmore reason be cheerful.
There's the pr are for a start, and nothing

of new harc

a scene resh technolos

weeks een a disparate field, with

way. Mobile gaming has always
nobody willing or able to join the dots in the public imagination between
Advance Wars 2 and Snake, but that's precisely what Sony is addressing
with millions of dollars and many thousands of man hours.
Interast in the current console generation levelled out ale

mingly

genaration.

y announcing Xbox2 ir April.
will probably consist of a

th PS37 Nintendo is due to
uncement at E3 in May, yet cla won't be a

: or Game Boy Advance. The company is instead

of spi
make a

i

omething more innovative, changi
de shows, from Mi
> rife with rumour and gossip, if lacking in sub:
the PC retreating further from the mainstream, w
increasingly consolidati strategy titles and FPS m
ipated games of the year in Hal 2, Doom 3 and

Total War. Elsewhere there's the return of Grand Th

) the way we play. Expect
1 March to the Tokyo Game Show in
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eft Auto, a proper

Sims sequel, Killzone, Jade Empire, Halo 2, Nico, Fable and much-

iare and Free Radical,

2d new games from Criterion,

The massmarket may appear to be held to ransom by se
licences, but innovative technology such as the pitch-recogn
games and EyeToy should also make an impact. Meanw

karaoke

&, gaming

continues to diversify at the margins, and a genuine two-tier system is
starting to emerge with more esot use' or ‘indie’ games
released for the delectation of the
expectation of ht s. Edge’s resolution? To hi
Quer to the developers. ..
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Big in 2004

Next- gen consoles
Microsoft Is the onsole

comimit to making an anno

generation machine (at the Gs
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If GTA4 included network play, the problems with slow
take-up of online console gaming could be solved in a flash...

GTA4 will undoubtedly pioneer all kinds of smaller innovations

Singing and dancing

fail. Edge staffer:

Gammg gets grltty

GTA leads the way

2004 will b

not much of a risk bet
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Thor Frolich

Designer, lo Interactive

What was the best thing that happened to
gaming in 20037

1 think the sales figures of the GTA seres
have shown publishers that mature content
doesn't mean lower sales if the gameplay is
good. | hope this will enable publishers to
aliow for more mature themes in games.

‘Which game are you most looking forward
to playing?

Half-Life 2. | really liked the first one and it
seems as if the nice tech is aclually being
used for gameplay benefits. Also, I'm looking
forward to seeing what the mod community
will come up with.

‘What will be the big gaming trend of 2004,
and which developers/companies will be
making waves?

| think we'll see console developers finally
wanting something a lot of PC developers
have got — online multiplayer expertise.
Granted, online gaming via consoles isn't that
widespread yet, but it'll get there. | think we'll
see some cool console tithes doing
multiptayer stuff normally reserved for the PC.
Aiso | think there will be a tendency for
projects to grow much larger than we've
seen before. This will most likely result in
fewer productions but with bigger budgets.

‘What do you hope to achieve with your
games in 20047

To sell enough copies to allow us 1o continue
making the games we like and to improve our
skill every time we do so. It sounds very
banal, but there it is.

Teg:l Price_

President, Insomniac

What was the best thing that happened to
gaming in 20037

| think it was the end of the worldwide
recession. Economies throughout the weorld
are beginning to rebound from a pretty awful
2002 and people have more money to spand
on games now! The numbers this holiday
have already been very positive for consoles
and console games.

Which game are you most looking forward
to playing?

Everguest 2. | was an Everguest junkie when
it was first released and the features that
apparently exist in Everguest 2 look very,
very cool.

What will be the big gaming trend of 2004,
and which developers/companies will be
making waves?
| think that because of the PSP's coming
launch a lot of companies who gnored
handheid development in the past are
« a g it nowe. Tt 1 ik you'll see
a lot of new entries in that arend by
companies who haven't done handheld
development belore. As a result of the new
kb s ik appwonch
handheid gaming should be very different
than what we've seen for the past several
years on GBC and GBA. As far as who will be
making waves goes... Rockstar never fails to
surprise people. Sony firsiparty, as well -
though we at Insomniac are biased!

What do you hope to achieve with your
games in 20047
As always. ..

Yoshinori Kitase
Producer, Final Fantasy X-2, Square Enix

What was the bes! thing that happened to
gaming in 20037

The merger of Square and Enix. It all
happened so suddenly, it was quite a shock,
especially for it to happen to the company
you work for.

Which game are you most looking forward
to playing?
Half-Life 2.

What will be the big gaming trend of 2004,
and which developers/companies will be
making waves?

Recently | have become interested in gaming
genres which | haven't really tried my hand at
before. If possible, | think | would like for us
1o be the company which makes the trend-
setting games of 2004,

What do you hope to achieve with your
games in 20047
When new hard becomes availabl
there is a tendency to concentrate only on
getting the most out of it, and making

hing revolutionary with that harc
However, now that we are af a stage whene
the PS2 has been around for a while, | think
we've entered a phase where it's possibie to
enjoy ing on the soft itself. For
this reason, | would like 1o make games
which make the most of this more software-
onented phasa in the life of the console.
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What was the best thing that happened to
gaming in 20037

| think this was definitely the year that
broadband gaming took off. Sega should
receive a lot of respect for the early work it
did making it acceptable for the massmarket,
but | have to take my hat off to Sony, and to
Microsoft, for making a success of what is
still a relatively niche market. Hopetully this
has served to whet the appetites of the
consumers, and we can expect mare exciting
things from this area in the coming year.

Which game are you most looking forward
to playing?

There's 50 much on the horizon it's difficult to
pick one game. | guess the one game that
shook everybody up at E3 was Half-Life 2.
It's nice to see a company that didn't get
pumped their profits back into development.
Providing they get the pacing right, that could
be a contender for game of the year already.
Other than that, The Movies and Evl Genlus
really intrigue me for what they plan to add to
the life-sim market - The Sims is a good
game, no doubt, but there's a distinct lack of
purpose there which these two games may
be able to capitalise on. Lastly, I'll have to say
GT4, purely because I'm interested in what
else they're going to do with it. There's only
so much longevity in Pokémon-with-cars, but
the sheer level of polish they can afford
should make it a special title in its own right.

What will be the big gaming trend of 2004,
and which developers/companies will be
making waves?
| think the watchword is likely to be
“connectivity”, whether through existing
online services or through mobile gaming.
What's been seen so far is only the tip of the
king now an affordable reality, you're
finding this kind of technology in everything
from the iPod to the N-Gage. Connectivity is

‘What do you hope to achieve with your
games in 20047

As our model is to provide a licensed, yearly-
iterating product, certain sectors of the
market don't seem to be taking us seriously.
Believe me, we are deadly serious. We are
extremely passionate about not just our
technology, but also our focus on great
gameplay. All | can say is that we will
continue to plough our own furmow.
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Jason Kingsley
CEOQ, Rebedllion

What was the best thing that happened to
gaming in 20037

TIGA's continued growth and the maturing of
the games development industry along with
its recognition at the highest level in
government. And some great parties, 10o0.

Which game are you most looking forward
to playing?

| preder to find games that come with less
hype than the ‘next big thing’ that's had too
much marketing money thrown at it, so I'i
browse the shelves of my local store and see
what takes my fancy, and hopefully be
surprised rather than disappointed.

What will be the big gaming trend of 2004,
and which developers/companies will be
making waves?

| think there will be more development
companies going bust, but an awareness at
senior level within international publishers
that a healthy independent community s
impartant for their future too. | think we'll
also see more sophisticated financial

deals allowing developers to fund games
outside the standard 'advance from a
publisher’ model.

What do you hope to achieve with your
games in 20047

Another chart hit would be great. As would
achieving both a critical and commercial
success at the same time, which seems to be
have been some shockingly bad titles
released that have sold well and some
appeared in the sales charts.

< 086 =

Ray Muzyka

Joint CEQ, BioWare

What was the best thing that happened to
gaming in 20037

Lots of great games came out this year - I've
got a huge stack of them for Xbox, PS2,
GameCube, GBA and PC which | haven't
even played yet! And to promote one of our
own games which we're very proud of, at
BioWare we released Star Wars: Knights of
the Old Repubiic this year for both PC and
Xbox (with LucashArts as publisher); Knights
had a lot of really unigue features which
hopefully will help influence RPG
development in the future, with ideas like
being able to roleplay as either a good or evil
character and have the storyfine change to
match the choices you make.

Which game are you most looking forward
to playing?

I'm looking forward to pretty much all of the
RPGs (my favourite genre) that are due to
come out next year. Also Half-Life 2 and Halo
2. since I'm a big FPS fan!

‘What will big the big gaming trend of 2004,
and which pers/s ies will be
making waves?

2004 is a pretty exciting year for consolas,
since it falis in the ‘peald’ year for both PS2
and Xbox in terms of maximum numbers of
both systems available on the market. As
well, developers will have had lots of time to
fine tune their processas and most games
coming out duning that year will be second-
or third-generation games on their respective
systems — so quality on the consoles should
be very high in 2004. Hopefully it will be a
good time for gamers!

‘What do you hope to achieve for your
‘games/company in 20047

At BioWare we're currently working oo three
new intellectual properties, all games setin
brand-new BioWare-created worlds. We're
really excited about all of them - they're all
quite distinct from one another in terms of
setting — and there are both PC and console
games in the pipe at BioWare. The only one
we've announced any details on thus far is
Jade Empire, to be published for Xbox by
Microsoft in Q4 2004. In Jade Empire you get
to roleplay as a martial arts master in the
world of mystical/mythical China. So we're
hoping to build something that fans really
enjoy with Jade Empire, and we're looking
forward to revealing more details on the other
two worlds!
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Jamie MacDonald
Development director, SCE Studio London

What was the best thing that happened to

gaming in 20037
| think EyeToy and the increasing success of
social ing in ral is f ic for

v o Ly

gamers. There have been a few false dawns,
but with EyeToy and network gaming on
console | think it's finally happening for real.

Which game are you most looking forward
to playing?

Sports games going online and offering me
the chance 1o buy and sefl top footballers
against real players around the world is
something | am very much looking forward
to. Also | think you will see a lot of developers
making great EyeToy games.

What will be the big gaming trend of 2004,
and which developers/companies will be
making waves?

Social gaming around the family TV or across
a network will continue to be more and more
important. The best developers will realise
that people want to play games together and
deliver multiplayer fun. That may mean using
dance mats, EyeToy or network technology
but the real question will be how do we get
people having fun together in a game that all
groups enjoy. Expect to see good things from
Assembly and lo Interactive among others.

What do you hope to achieve with your
games in 20047

At London Studio we will continue to push
boundanes and explore new genres.
Innovative products like EyeToy and Singstar
will continue to take the PS2 into the mass
market, the naxt This Is Foothall tithe will
redefine online gaming on the PS2, while The
Getaway 2 will just shock and amaze! London
Studio will be at the forefront of delivering
cool experiences for gamers new and old.

J Allard
Corporate vice president, Xbox, Microsoft

What was the best thing that happened to
gaming in 20037
This past year was filled with historical
advancements for the videogame industry
and Microsoft in particular, so it is hard to
limit this answer to one specific quality,
However, the biggest leap has been
expanding the social arena in the gaming
ity. This includes b oniidi the
audience demographics with entertainment
tunities ¢ g M ftis
ing a digital entertainment lifestyle with
the Xbox where constant entertainment
connections are being made through games,

‘Which game are you most looking forward
to playing?

lam a big fan of the sports titles, so | am
eagerly anticipating NFL Street. It is fun to
play and has great features like different pro
football stars on different field surfaces. NFL
Street is a clear indication that there are
many exciting things happening in the sports
line-up currently and many more to come,
There are also many exciting developments.
within the action and adventure genre
including the games Tom Clancy's Splinter
Cell: Pandora Tomofrow and Ninja Gaiden.
The multiplayer factors and the online
capabilities in both of these games will
undoubtedly add a more realistic dimension
to the action.

What will be the big gaming trend of 2004,
and which developers/companies will be
making waves?

Online has proven to be a factor and will
continue to grow in 2004. Developers like
UbiSoft and others see the value of online
and the increased dermand and value that it
brings to the consumer.

What do you hope to achieve for your
games/company in 20047
Microsoft believes that the future of
videogame consoles lies in the ability of the
software and the capability to expand the
entertainment community. Microsoft has
always been a leader in innovation and we
will continue to redefine the videogame

perience. Microsoft beli that the futurs
of gaming is in the online community and
intends to add new features to enable better
social interaction.
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Alex Ward_“

Croats

What was the best thing that happened to
gaming in 20037

EyeToy. It brought a lot of new people into
gaming by removing a barrier — the controlier.
It quickly became the PlayStation accessory
for the summer. Everyone was just loving it. |
know it was only for a few weekends, but the
first day was just so much fun. Personally
speaking. it was playing Outflun 2 at the
coin-op preview show. I'd waited a long time
for it to amive and it didn't let me down. Best
dnift ever.

Which game are you most looking forward
to playing?

It might sound like a cliché but | have 10 say
Gran Turismo 4 - although |'m still under the
infl of receiving Prologue just yesterday
And this is from someons who just could not
play the first two games, GT3 A-Spec turned
me into a motoring geek - | even chose a car
based on how much | enjoyed it in the game.
Prologue has relit the fire. Nobody, just
nobody, does real driving like Polyphony. I'm
sure it will be a stunning achievement.

What will be the big gaming trend of 2004,
and which developers/companies will be
making waves?

| expect the common answer will be online
play, but | have a feeling that portable gaming
is going to make a big splash when the PSP
hits the shelves. A ‘Walkman for the 21st
century’ - you'd better believe it. | expect
Sony to stay on top, Microsoft to get it night a
bit more, EA to forge even further ahead of
everyone else, and videogaming 1o get bigger
and better than ever. | just don’t subscribe to
the ‘it's all rubbish’ mentality - the sceno
could not be any healthier,

What do you hope to achieve for your
games/company in 20047

1 hape that we continue to deliver great
software that a lot of people enjoy playing.
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Warren Spector
Studio director, lon Storm

What was the best thing that happened to
gaming in 20037

From a purely personal standpoint, lon Storm
shipping Deus Ex: Invisible War was clearly
the high paint of the year! On a slightly less
persanal note, | was pleased to see some
temfic games appearing on the Xbox - the
Chnistmas slate in the US was chock full of
gaming goodness and, honestly, | didn't feel
that way in years past. More specifically, |
was really happy to see that a more player-
centric, freeform approach to gameplay was
maving into the mainstream of design

thinking — sandbox gameplay isn't just GTAN,
Deus Ex, Thief and The Sims any more. Lots
of folks are jumping on the bandwagon and |
happens. Oh, and Waroware ruled!

Which game are you most looking forward
to playing?

Half-Life 2. End of story. OK, Gran Turismo 4.
Don’t make me pick. | want both of ‘em!

What will big the big gaming trend of 2004,
and which developers/companies will be
making waves?

| don't know if I'm the best prognosticator
around but | certainly see the appearance of
some amazing high-end rendering
techniques making their way into games.
lon's trying some stuff out and. of course
Doaom 3 and Halo 2 promise to take things to
a whole new level. The hardware’s there to
make it possible and | suspect it won't be
long before gamers come to expect even
higher levels of graphical quality than they
do now. Let's just hope developers don't
lose sight of gameplay quality as they
scrambie to push all those pixels around!
Maybe even more impartant is the stuff Valve
is doing on the virtual actor front. Game
characters are going fo be stunning in a
couple of years and Valve's clearly at the
forefront of that effort. We're just seeing the
{ip of the iceberg now. | doubt any of us really
undersiand the profound effect better actors
will have on gaming.

‘What do you hope to achieve for your
games/company in 20047

| want to see lon ship a great. great Thief
game and then see us focus a bit more on
development process issues so we can
defiver great games in a more timely, cost-
eftective manner. Tall order, but | think we're
up to the task. We'll see!
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Gavin Raeburn
Studio head, Codemasters

What was the best thing that happened to
gaming in 20037

EyaToy, as it makes gaming appeal 1o a more
mainstream audience, which in tum helps
change many people’s perception of gaming.

Which game are you most looking forward
to playing?

I'm looking 4 to Castk ia: Lament
of Innocence because of its long history of
in-depth gameplay. I'm also looking forward
to Syphon Filter, because | enjoyed the
tension, stealth and sniping action of the
original version.

What will be the big gaming trend of 2004,
and which developers/companies will be
making waves?

| think online use will continue 1o grow, slowly
but steadily. Developer-wise, UbiSoft took a
big risk at Christmas in releasing so many
new and onginal games, so | hope that pays
off for them. It will encourage other
publishers to be more innovative and creative
with the games they release.

What do you hope to achieve with your
games in 20047

Critical and commercial success, and some
happy punters.

Seth Luisi

Senior producer, SCE America

What was the best thing that happened to
gaming in 20037

The announcement of the PSP. | can't wait to
start developing and playing real 30 games
ona handheld device. I've become so
accustomed to 30 games and the added
depth that they offer. Only a couple of GBA
games in the last two years have caught my
interest. The PSP will finally bring the 30
revolution to the portable gaming market, Th
UMD will also allow for high-quality streamin
music, movies and VO in portable games.
Not to ion the p ial of embedded
WiFi support. To me as a gamer, it's about
time that portable games caught up with the
fiving room consoles after all these years.

Which game are you most looking forware
1o playing?

Half-Life 2. I'm hoping it will live up to the
hype. but only time will tell...

‘What will be the big gaming trend of 2004,
and which developers/companies will be
making waves?

| do not think that there will be a lot of
innovation or new trends over the next year,
only a lot of sequels. Online console gaming
will become even more important and more
games will support online game modes but
the true innovation will come when the PSP
and next generation consoles are launched,
Don't get me wrong, | think that there will be
a lot of really good games next yaar, but 200
will be apic. .

What do you hope to achieve with your
games in 20047

This year | plan on doing some
contempiation to prepare for the next wave.
To me, it is very important at this time to
think about what's next and how we can
create new expenences on PlayStation2,
PSP and beyond.
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Ambitious minds

mbition. Rarely is this perceived as a negative quality,

If you're ambitious then you're Keen, you're hungry,
you're the man with the plan, the host with the most, the
handsome young go-getter, the dreamer, the schemer, the
one who wants it most, and if you're driving the bus then
everyone else had better hang on for the ride because
you're going straight to the top and ain't nothing gonna
stand in your way. it's a long way before ambition
eventually transforms itself into armogance and hubris,

Edge regularly suggests there isn't enough ambition
on display on the shelves of videogame stores. Most
publishers are content to play safe with sequels, licences
Any developer daciaring an ambition to produce games
should be appiauded. In fact. that accounts for virtually all
developers who talk 1o Edge. So why don't most games
out there refiect this? Much of # is down to publisher
influsnce and unwillingness to taks risks, but these's also
the fact that some developers can’t and don't deliver on
their ambition. if's when this ambition overtakes the
impetus to make a brilliant game that we have problems.

Deus Ex: Invisible War (below) 15 a great game, but it
genuinely suffers from overstratched ambitions. lon
Storm’s desire to provide a grand conspiracy storyline
appears to have distracted it from fittle inconsistencies
that can really frustrate when all you want to do is get to
the end. And if you promise real-world interactivity, you
can'’t start reinveniting physics. if ‘indestructible’ glass
exists in your game world, why aren’t the superweapons
of the Mako Ballistics Laboratory protected by it?

As cavered in Prescreen, Resident Evil Outbreak’s Al is
initially very impressive. It seems exactly how human
players would react — so why is it programmed to
constantly repeat the same few robot-like phrases,
thoroughly shattering the illusion of artificial intelligence?

Sure, there are far worse game development crimes
than over-ambition. Great games are all about stretching
technology to its limits while maintaining utter consistency
within the world you create. It's no use drawing up ever
more ambitious and lifelike nies when the
technology is not yet ready to sustain them.
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80 many things in life

Choose from two lissome female ninjas,
a camp troll or, er, Megaman. Capcom's
game doesn't take itself too seriously
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Samanosuke's all-round blokeness, Attack
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|'| [ ] slashes are your bread and butter, but

||. I - i . 5 Blocks and charges combined with sword
|
unleashing spell attacks is your key to victory

Megaman out of time

Meqarnan E)(E is the most interesting
character to unlock in Buraiden, bringing

battie parar
kind of balletic carnage
>0n be ripping off for

of *Kill Bili’

Given that the t':rst thing you see in

with him as he does a distinct cartoon
sensibility as well as his own retro-futuristic
arena. Bizarrely, though, he's also the
easiest character to find as you only have
to complete Story mode once with
Samanosuke and then fight Megaman in
Versus mode to get him. Other characters
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5 the events of

asingly distant 'real-ife’ fe

h the Onimiu

to uniock include Megaman Zero

antess, Magoich

d Nobunaga

0, three-on-one
himself, replace any cQde rating Six toften
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Baldur’'s Gate: Dark Alliance

Format: Xbox (version tested) PlayStation2  Publisher: Acclaim  Developer: Blask Isle  Price: 240 Releasa: Out now {UK)

The workshop allows you to build magical
weapons and artifacts to your particular
specifications. Sadly, this can prove rather
too expensive for casual experimentation...

100

...which can easily lead to cheating. The ability to import characters into the game seems to
exist purely to allow players to replicate powerful items and artificially boost experience points

he luckiest Halo players were those who
Tt-:lok the game home and sat ddwn with 2
friend to co-operate their way through. it's a
simiple equation. Killing stuff is fun — kiling stuf
with your friends is more fun. The original Dar
Alltance revelled in forging your character into
a monumental badass and doing so with you
friends. Baldur's Gate: Dark Alllance 2 has
changed the formula little. Good thing, surely’
Porting the Baldur's Gate franchise to the
console market was a case of reducing a
complex and sprawling quest to the sort of
pick-up-and-play experience required by
those lacking the 200 hours the PC versions
demanded. What was once a pleasing
console compromise now seems overly
restrictive post-KOTOR. Despite hints at
moral choices and a dusting of side-quests,
soon bolls down to a straight slog, mashing
the ‘A’ button as you wander through prettily
rendered — if largely linear — dungecns.
Worse, despite having been graphically
massaged into something more pleasing, the
level design of Dark Alliance 2 lacks its
preguel’s ingpiration. Although there are some
open-pian levels, most of your adventuring is
done in a series of bizarrely laid out, yet very
straight, lines. Managing simultaneously to
become more linear and yet more unwisidy,
the desire to see what lies in every nook and
cranny can evaporate in a hail of backtracking
and confusion. That said, this quest is on a fa
greater scale than its predecessor, which is
reflected in the vanety of backdrops, the
rangs of enemies, and in the levels your
characters can attain. Extreme mode retums
for those who complete their initial task, and
susion of that second quest your
avatar will have become a truly temifying
opponent with statistics to make D&D purists
grind their dice with disguieting menace.
Despite the indisputable pleasures of
beating up endless ranks of enemies with

ever more extravagant weapons and spells,
even with a friend by your side you will soon
be longing for some kind of influence over
both story and character beyond ultra
violence, bigger swords and spinning around
really quickly. If it had married the feeling of
vement found in KOTOR with its own
“k-and-slash gameplay, Dark Aliance 2
could have been truly special. It remains a

jolly jaunt of epic scale for adventunng
couples but lasks the spark of creativity
to Iift it above the rank of a confidently
realised Gauntlet remake.

Seven out of te



-Ninja

Format: PS2  Publisher SCEE  Developer: Argonaut  Price: £40  Helease; February 13 Previously In E125, E132

rgonaut’s latest platformer is certainly

Aa curious brew. You get the impression
that loads of ideas have been thrown into the
pot but, unfortunat
ones have been rejec

Ratchet & Clank, Jak & Daxter, Super
Mario Sunshine and Ape Escape are
obvious inspirations, but there's also a dash

of Super Monkey Ball and a smidgen of Tony
Hawk's Pro Skater in here. With /~Ninfa, cne
thing’s for certain: you won't just be jumping
across ever-widening chasms. But does
diversity equal fun?

Signi 1 is at its bes
you're treated to something fresh ~ the small
touches like building up your character's
s, punching a
1 the face or slingshotting
rway around convoluted, Y
tracks. Less gratifying are the elements that
feel like simple rip-offs rather than knowing
homages: the dull boat-shooting FPS game,
cid boss battles and the unnecessary,

hien

-turmy

! tedious, stealth sections seem
ke they've been included just becaus
some 2002 marketing graph. They

underrming the more inspired sections.

ana t

Ultimately, no ane cares if a game coples

_L T

from another source if the design remains as Ry
N . L 3\ B . f
d enjoyable as the original. Take the = : " i,

giant rolling eyeball s 1as an example
There's no doubt it adds variety to the mix
and is mildly entertaining in its own right, but
it's not a patch on the glorious inertial
handiing dynamic of Super Monkey Ball. And,
lika a lot of recent hotchpotch titles, -Ninia

In one of the minigames you must destroy
waves of boats before they reach the beach.
It's repetitive, and not very challenging

delivers a series of decent minigames, but
not one of them elevates the spint.
Structurally, -Ninja does show some
imagination. Levels within a series of hub
worlds must be unlocked, but this can only
be achieved by collecting tokens that
upgrade the hero's belt. A yellow belt grants
accaess to yellow areas, a blue belt to blue
areas, and so on. It's a clever wi

concealing the game's inherent linearity, and

Use the loft *

adds another layer to the protagonist's perky
personality. Less welcome is the simple
combat that, despite the game’s attempt to Remote rockets

implement some obligatory combos, never
gets beyond pressing "X’ in quick succession.

One of the more novel elements in the
game is the opportunity to remotely direct
rockets around the levels to blast open
barriers. Like many aspects of I-Ninja,

it's not a wholly original idea but it is well
incorporated into the fabric of the game.
On a less positive note, the designers
decided to punish players by chucking

To complement the combos, /-Ninja has four Rage abilities which can be accessed by pressing the them out of a level after losing an arbitrary
af ten D-pad buttons. However, like much of the combat, the effects feel shallow and inconsequential number of lives, Why7?

Professionally produced and lovingly
crafted it may be, but the most damning
criticism of [-Ninja is this: iose all your lives at
the end of a level and you won't be L=
thrilled about having to do it all again ==

IS

Six




R: Racing Evolution

Format. GC (version tested) PS2  Publisher Nameo  Developed In-house  Price: ¥6,800 (E35)  Felease: Out now (Japan) TBA (UK) Praviously in E12:

r the PS2, this

fightweight status many attribute to NCL's
hardware. F-Zero GX may be excellent, but |
owersliding a

| e : | { J P, PRI 1044 their minds it hardly matches

GT-Rin GT3 or thrashing an Enzo in PGRZ
Nameo's latest may not have been signe
Nintendo exclusi

erfomance

Initially things ook promising, the main m

managing the {admittedly sasy) task of
srtaking TOCA Race Driver for integrating

o racing {see 'Once upon a track’) an

gasantly varied racing menu -

AR rheis

team orders coming into
crackles santly) and the al
opponents into 1 , not that you"
necessarly nesd to, given the manner in

Graphics are functional rather than
spactacular, and car models are acceptable.
It's not just the road that is angular - most
of the game environment feels that way

which they jerk out of your way as socon as
Reoord, you attempt an overtak
' ; That's the gar

10 manoey

ne's firgt

LaptTime simply too e

igh the events ar

the handling. There's
tact with the track and the bac

end whips out in the most awkward manner

seen in a racing game for a long while. It's
also worth pointing

cut that the collision

Once upon a track

Racing Life attempts the uncomfortable
mamage of rac ng and narrative, and sees
an am

driver shde into the overalls

of the rac
ospital. Key plot sequences utilise good
CGl, while secondary developments rely on
static images. While it 1s unlikely to win
awards, the story does at least add a little
spice by delving Into some of the political The handling's reliance on lift-off oversteer can be mastered but lacks finesse and feels dated when
issues affecting the world of motorsport. compared to the competition. Racing points collected during events unlock extras and more cars

Four cut of t




Pac-Man Vs

Format GC/GBA  Publisher Nintendo  Déveloper. Namco  Price: Free with certain Namco releases  Holease: Out now {Japan) TBC (UK) Previously in E125

W can only assume that the bottom's
dropped out of the ball-cock busi

Mario has re

1058,

d to some odd day jobs in

LiveR 2
32 08000

T

¢ and Nintando 1
colide in a happy tangie of nostalgla,

innovation and vicious competition . 4
: T .
Pac-Man Vs represents the dawning of ! ¥ be0eo
ld be a brief new age. It's the first v o, (I - |

others as ghosts on i
malin screen, Pac-Man gets a traditional

viewpaoint on his personal screen, able to

chart the prog

all the gho:

pil s his way

a much mao

seg only &
0gads are lighitbike-style
aves, allowin jhosts
to catch a glimpse of his progress as he
passes by, Other than that, the rules are as

they ever wers

trail that Pac-Man le

the level befare he’
reldative speeds of Pac and his pursuers

aught. The

he dots,
) take over

a ghost by catching him -
the GBA, wh
ion a thick plait of cables will testify to the

>h means that by the end of a

Sa

It a ghost player eats the fruit that periodically
appears, their viewpoint zooms out, giving
them a better view of the level and a brief

but nevertheless substantial advantage

fierce and delighted rivalry the game
hes are fue

kes. Grudge matc

could hardly have b bones. No options

& maodes and no hi-score

menu, No gal
tables are included here, and as a
e there's There are always three ghosts, however many
players are taking part. Computer-controlled
spooks remain grey and neutral until touched
by a player ghost, which turns them into an
ally. In terms of levels, the original coin-op's
appears, and it's joined by five new creations




1080° Avalanche

Format, GameCGube  Publisher: Nintendo Developer: NST  Price: 240 Releass: Out now Prevously in E118, E125

his is the third snowboarding game to be
T released in as many months —and it's
possibly the best. On the one hand there’s th
hyperactive SSX3, boasting thousands of
accessories and multiple game modes; and
on the other there's the chilled-out excelience
of Amped 2, with its emphasis firmly on
exploration and trick scoring. 10807
Avalanche is different again.

At first, you'll be cursing that it doesn’t
offer the same analogue sensitivity or as
riveting a Match Race as the N64 original.
The main mode (which can be completed in
litthe more than two hours) is underwhelming.
Just when you're beginning to get the hang «
Avalanche's control methed, and outrun the
brilliantly orchestrated snow-slides, the credil
roll and you're left with only the came’s three
other singleplayer modes: Gate Challenge,
Trick Attack and Time Trial.

But it's here that Avalanche begins to
surprise, and fo show its true depth, Gate
CRrag + GRIND Challenige is particularty good, and slaloming
between gates is both a thriling experience
and a glorious example of an expertly
implemented risk/reward mechanic. Time Tri:
is equally absorbing, encouraging players to
explore by collecting the five coins secreted
around the well-designed courses in the
guickest time possible. Trick Attack is weake

but once you come to terms with the comba

B the- Seipoge St-ic" 10 Keoh Bl timing systern it offers the delights of pulling
up. It spoils the experience by turning a - L . . i
crash into an inappropriate minigame TIME off a septuplet backflip and a frontside 2,160
: Speed is communicated exceptionally
well, with a combination of a high framerate,
novel screen juddering effect and gloricus
SFX. Indeed, Avalanche imparts the varying
depths of snow, anything from sheet ice to

nee-deep drifts, much better than its neares
rivals. Crouching for speed, leaping precipice
and then absorbing the shock upon landing
{with a press of the ‘L trigger) is a majestic
sensation only bettered by the original.

While Avalanche’s learning curve is
beautifully judged, the game is not without
its flaws. Hitting obstacles can cause your
boarder to stop dead, which not only looks
silly but can sometimes leave him struggling

g
-u-:“".il"..i"

wulfl!

SN « Fup

coMaen

No question about it, the off-balance meter
is silly. Land badly and you'll need to quickly

SELECT HUafD

Speed is conveyed superbly, and it's important

Bonus boards to cushion fandings from high drops by holding o get going again. There's also grinding and
— in the 'L’ shoulder trigger. Gate Challenge (right) f.bal that t odds with th
Completing challenges means new and is the game’s strongest and most enduring mode SRR g RISt Ere L DO VI

finely nuanced control elsewhera.
Despite these minor imperfections,

Avalanche delivers one of the year's most

addictive arcade-style experiences and

confidently overcomes early criticisms.

It doesn'’t deserve to be overlooked.

better boards become available to your
chasen character, These include the
superfast Rocket board and the Mr Beaks
board (a penguin with a squeak). With each
of the characters you can also unlock an
alter-ego boarder, so there's some incentive
o play the game through several times.
Frosty Winterball is Edge’s favourite, if only
because he's the fattest snowboarder aver,

Edge rating: Eight out of te
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Gran Turismo 4 Prologue

Format: PlayStation2  Publisher: SCEI  Developer: Polyphony Digital Inc Prics: ¥2,500 (£13)  Release: Out now (Japan) TBC (UK)

CH's original marketing plans may have
St-arked on the full GT4 being finished in
time for Chistmas 2003, as announced at
last year's E3; presumably this is plan B, a
pre-release 'taster’, its presence justified with
some spin about the complexity of the ful
game requiring an introductory demo so as to
allow players' brains to adapt to the game'’s
otherwise unreasonable demands on hand-
eye coordination, and bolstered by the neatly
timed emergence of a special-edition GT4
Prologue P52 pack into Akihabara's stores.

A shame, then, that for the most part the
experience proves so underwhelming. It's not
the handling's fault — the physics model has
been tweaked and generally feels
substantially closer to the real-world vehicle
behaviour Polyphony has been attempting to
emulate for the past six years. On the track,
and particularly during rally sections, the
pendulum effect is noticeable as the rear end
feels far mora lively than in previous iterations,
while turn-in ability is also more realistic and
therefore less immediate — most apparent
when using Logitech's Driving Force Pro
wheel (featuring a 900-degree turning circle)
designed specifically for the game. This
increase in authenticity makes this the
hardest GT title to drive yet, but also the
most rewarding when mastered.

Less genuine is the behaviour of the Al
opposition available here, Admittedly, these
are only encountered during some rounds of
the tutorial mode (see ‘Structural weakness').
Their purpose is to offer a moving chicane to
be negotiated, and as such they may not be
representative of the on-track performance in
the final game. Having rarely come across
such brainiess examples of CPU-controlied
racers, we certainly hope this is the case.

Having read all that and looked at the
score below, you'll no doubt feal
disheartened, particularly when considering
Edge s consistently hiah regard for
Palyphaony'’s driving series. And you have
reason to be. Whil
to continue the evol

we expect the ‘real’ GT4
jon seen in its
predecessors, the reality is that even the
most devoted GT aficionade will fail to get
much enjoyment from Prologue. It's a dry,
uninvoliving drive that dellberately fails to
include the core of the franchise’s
fundamental components and, ultimately, an
unnecessary SCE|l marketing coup that could
end up doing little to attract GT virgins

while leaving veterans feeling deflated,

Edge rating Fve out of ten

Iilli

M J” il

Those hoping the game would finally feature visual damage will be bitterly disappointed. While cars
remain intact, severe impacts are now punished by a ten-second stint limited to a crippling 50kph

Previously in E131

E

=

(@)

Graphically, Prologue pushes the P52
architecture to its limit and, as occasionally
evident from scenery pop-up, beyond it

Structural weakness

Prologue is split into two sections. Arcade
mode allows drives around a curtailed
salection of tracks (including a Grand
Canyon rally stage, New York and North
African street courses and fwo Japanese
race circuits), Your time here is spent on
your own against the clock, which further
contributes to the game's sterile feel.
School mode offers more variety but its
insistenice on forcing the player back to
basics can prove unbearably tedious.
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kill.switch

Format: PlayStation2  Pubiisher: Namco  Developer: In-house  Price: B40  Release: February 20

Every gun has a scope, and a firstperson
aim to bring it up. it's a pleasingly accurate
method of dispatch, but exposes you to fire

Duck shoot

The Blindfire technique involves shooting
above crates and around comers without
actually exposing yourself, It's a clever
luxury, allowing you to exchange large
amounts of ammo and accuracy for safety,
but it's one you'll rarely call on, It always
feels sasier, and only slightly more risky, to
just pop up from your hiding place for a half
a second and empty a clip directly at
anyone in clear enough view,

106

Praviously in E125, E131, 13

The protagonist is ‘controlled’ remotely, much like a game character. Cue self-referencing that feels as
if it should be accompanied with a winking smiley: “You want me to stay and work on my high score?”

ambition like a crof

single-minded focus on ju

as good as a change. Anc

nNe Core 10aa i€

5 it is with

kill.switch: you take cover behind some crat
or a comer, enemies scuttie in from the
distance taking up their own defensive
ositions, and a stutt
And repeat. It's real-Time Cnisis
Things are initially good. Bullets are
pinpoint, and aiming is smooth and accurat
The Blindfire option (see 'Dud
as is the Halc ystem that
forces you to seek cover the moment you
come under atts Jt

ed firefight ensues.

k shoot’) is ne:

enermies pour in, :
opportunity arises 1
consides
he next crate-filed warshouse. And that's

ed burst of gunfire, then mc

kill.switch's biggest problem:. t seems churl
to be criticising a game's repetition when th
review opened with praise for single-minde
focus, but it can't be helped. You know how
Halo is supposedly the same 30 seconds of
gameplay repeated over and over? Well,

kill.switch is the same two seconds repeatel
ad infinitum. It doesn’t get any more frantic ;

the game progre
Your fragil
restart paints,

Ty grunt, or pulped by

nade. Stationary guns in

N DS excus

nments. However, w

huge gun lust driving the show, it's a sh
that
deait out 1o the objects in the levels. When
the coast has cleared, it's § immends
brazen and unfussy shooter,
contin

here's very little damage and destr

eaturing one

jous dialogue of throwaway

& and nothing e
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Astro Boy: Tetsuwan Atom

Formal: Game Boy Advance  Fublisher: Sega  Developer: Treasure  Price: ¥4,980 (£25)  Release: Out now (Japan) TBA (UK) Previously in E128

s & developer, Treasure's greatest skill is its
Aabiiity to think big. And small, And tiny, And
ENORMOUS. Astro Boy's inventive heritage, and
the GBA's 2D capabilities, provide the perfect
foundation for a masterclass in imaginative flair
and precision-engineered game mecharnics.

The control scheme is tight but flexible, with
instinctive access to boosts, lasers and your trusty
backside-mounted machine gun. Treasure then
toys with scale, gravity and expectations as side-
scroling sequences of enemies attack — some
shrunk to microscopic size, some inflated into
pixelly nightmares. The boss roster is inevitably
vast, but most are defeated by quick thurmbs and
adaptable skills rather than repetitive rote-learning.

Instead of forming two faces of the same game,
the gulf between Easy and Hard modes enforces
radically different gameplay. Easy, with its generous
special attacks, familiarises you with levels and
bosses. Hard puts what you've learmned to the test,
and high scores, time attacks and uniockables fuel
your long-term quest for perfection. The GBA
is beginning to feel all grown up.

Stages end with the chance to upgrade
one aspect of your powers, and your
playing style will become increasingly
specialised as you choose to rely more
heavily on long-range lasers, high-speed
jet boosts, or one-on-one fisticuffs

Edge rating:

Sega GT Online

Format: Xbox  Fublisher; S8aga  Developer: Wow Entertainment.  Price! £30  Rsissse Out now

he title gives it away; this is Sega GT 2002 with
Live compatibility. In terms of handling it's
therefore as accomplished and enjoyable as its
offine precursor (see E116) and so this review
invariably focuses on the online aspects. Up to 12
players can race, although the number of tracks is
dependent on the number of participants (a
tenplayer round Edge took part in offered a choice
of only three circuits). Interestingly, you can also
trade or, if you're feeling confident, bet your cars
and tuning components with fellow competitors.
On Live, the experience is similar to that of the
offine mode, although the juddering noticeable
wel/d T " L when close to other vehicles is annoying, if not
lu‘l‘f 7"2! J significant enough to ruin the proceedings. Of more
51 ,Ai concern are the collision dynamics, which can feel
D unfair (and frustrating) due to the more aggressive
nature of playing against human opponents.
Ultimately, owners of Sega GT 2002 should ask
themselves whether a handful of new elements and
the online component are worth the investment
(even at the reduced price). Everyone else
can safely add a point to the score.

"1 l T HRITIR: tntlz 3G
AP Y

L L

iumumb'JH,J]”_[[['HH ]”Hf‘l

11 B |

It's Sega GT 2002 upgraded with Live
modes. The game plays in an identical
fashion to the earlier title, but with real
people instead of Als to race against

Edge rating: Six out of ten
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Rogue Ops

Formal: PS2, GC, Xbox (varsion tested) Publisher: Kemco Developer: Bits Studios Price £40  Roipase: February 6 Previously in E12

L et's deal with the positives first: Rogue Ops
contains some neat gadgets. The fi
grappling hook and retina scanner, ama
at

sions of in

ast gve the game pret

they're b

which is anpathetic
Indeed, Rogue Ops is an object lesson in how

not to do stealth. Everything in the game — securit

guard patrols, event triggers, enemy Al = works lik

clockwork, so any mistake means you have to go

through the same laborious procedure again

ng for an enemy to reach his mark before you

level of perception from the player at several point
in the story. Many of the puzzles are ilogical,
signposted or just daft. Objects that can be

It's not that Rogue Ops has stolen from
Splinter Cell, Metal Gear Solid and Thief
that grates, it's that those strong ideas
have been diluted and abused. Usually,
discovery by guards means game over: a
screen you'll have to endure many times

21

pleasant way t

Dynasty Warriors 4:

Format: PlayStation2 Publiisher: THQ  Developer: KOEI  Srice £28  Roesse January 23

T he giddy glory of being a one-man army - that
warrior worth a thousand - is still as att

its inaugural
sing chapter of the

regised, and the

jespite thus many upda

tness of the co 5 it s5iothe

e Mous

consearvatism of it all. When a franchise is this

biished and cemented, and the fans so
comfortably wired in, the best review is just a list of
new features: you can rear a character in DWd:XL
and then import them to DW4, as well as import
new weapons and two new extremes of difficuty.

There's a trio of new modes: Legend
features a specific set-piece level for
each of the 42 characters; Xtreme
randomly generates short stages; and
Arena proffers up some bland enduranc
challenges. The core of the crowd-contr
combat remains as unmoved as ever

i's next series

as, pernaps, a cry for it. No more, then, than

s not so much a primer for Ko

ust another little bit of history repeating.

Five out of ten




Arc: Twilight of the Spirits

Format: PlayStation2  Publisher: SCEE  Developet: Cattle Call  Price: £40  Relesse: January 30

reviously a Japanese Arc the Lad title, Twilight

of the Spirits is still resolutely adolescent in
both tone and execution. Possibly the most
interesting thing about the game is the way it
divides its narrative episcdically between the
perspectives of its two half-brother protagonists.
Apart from that twist, it just slavishly imitates the
most average traits of the most average RPG. This
is by-the-numbers design at its most uninspired
and, while it passes the time, it never really elevates
the emations in the way that great fitles do.

he whole thing is further undermined by a
couple of design flaws. Combat is rudimentary and
boring, the encounters descend into monotonous
contests in which blows are traded back and forth
without any real tactical consideration or interesting
game mechanics or systems to enliven them. The
Muzak accompaniment, meanwhi
than terrifying in its tedious blandness, and save
points are positioned with litthe thought as to how
they might regulate the progress of the game, or
minimise frustration for that matter. In fact, it's £ =
s0 bland it's almost offensive. —

, I5 never less It's a shame to see such a mediocre title
as Arc localised for a western audience
when there’s such an untapped wealth of
Japanese RPGs begging to be converted.
But the translation here can't be faulted,
and must have taken considerable effort

Four out of ten

Edgera

Sword of Mana

Format: Game Boy Ady Publishar: Sq Enix Devsloper: Square-Enix/Brownie Brown  Price: £30  Release; Out now Previcust in E125

ver since the seminal SNES Secret of Mana,
E Seiken Densetsu fans have had it hard. The
stunning third game eluded the west, while the
fourth game, Legend of Mana on PlayStation,
confused and disarientated fans.

This GBA updat es itself on the very first
Game Boy am in the west as Final
Fantasy Adventure, rather than the second game
so beloved of many, but this is hardly a point for
negative criticism. Unfortunately, other elements
offer themselves up for that contempt. At first
glance this is a beautiful game, but closer
inspection reveals limp animation and other issues.
. Likewise, the computer companion’s execrable Al

1wl 3 e e AT \ L vl hinders rather than helps the quest.
"""v"}‘f ﬂ""""” : ; X - The 8bit-simple story is endearing, and the

complexities of battle and leveling up are deep
and exciting. t's a good 20 hours of GBA play, but
we were hoping for a passionate demonstration of
Sqguare's rekindling love for the RPG craft. Instead,
Sword of Mana hangs arolind ts competitors in
relative mediocrity instead of blazing the trail

the SNES title did all those years ago.

All the ingenuity of the past games’
bosses has been replaced with
appallingly simple Al routines. By far the
strongest elements of the game are the
levelling-up and equipment sections




Trackmania

Format: PG Publisher: Dightal Jesters  Developer: Nadeo  Price: £30  Helease: Out now

The editing tools provided aren't pretty,
but they're intuitive enough. Tracks can
be placed in three dimensions, and every
course needs to be validated, by playing
it, before being saved for distribution

ere comes the backlash. As the differences

between racing games become indisfinct, it
takes a brave and special game to change the
formula. Trackmania is nearly that game.

The concept is close to genius. Take the
structure of Stunt Car Racer, build a track, race it,
then put it on the web. Without an internet
connection, Trackmania would seem average.
Three environments are included, each with their
own challenges, and you can race against the clocl
or slot track segments into almost-complete puzzie
paths and try to reach the finish, but there are not
enough tracks. This is forgivable, because...

..completing each challenge is rewarded with
cash, New obstacles and tarmac can be bought
from the shop to construct your own courses. A
full, nefarious, loop-the-loop-enabled delight is
about 25Kb, perfect for transferring through emall,
instant messaging, or storing in a web archive.
Right now, the online exchange that Trackmania
needs doesn't exist, but the community is growing
by word of mouth. This is clever gaming, and
in six months time it could be enormous.

Seven out of ter

Edge rating:

F-Zero Falcon Densetsu

Format: Game Boy Advance Publisher!

amparisons with Gran Turismo 4 Prologue are
Cnot completely erroneous, as F-Zero Falcon
feels like a starter before the main course. There is
a singleplayer campaign here, but it’s over far too
quickly — mainly because the dificulty curve has
been severely misjudged. Indeed, you won't even
break a sweat before you get to the Siver Cup in
the Expert class, and F-Zero stalwarts will feel
patronised by the ease at which this short-lived
Tournament mode can be completed.

The Zero Test and Story modes are mueh
better, but as they consist of mini-challenges they
feel unsatisfying. They're a bit like taking the senes
of licence tests in Prologue — something you either
love or hate — and certainly not cutting-edge
entertainment. On a positive note, F-Zero Falcon
makes use of the GBA SP's clam design and
controls superbly, and once the benefits of boosting
and air-braking (using the shoulder buttons) are
mastered you'll feel completely at one with your
machine, However, once the short main mode is
finished, all you're left with is the prospect of
racing yourself for ever-quicker lap times.

Erlries
CUge

Five out of ten
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Deavaloper: |

il Price: ¥5,800 (£30) Feleass! Out now (Japan) Previously in E131
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In truth, the plot of Falcon’s Story mode
was lost on Edge, but it's fair to say that
the mini-challenges lack excitement. In
the singleplayer tournament there are 29
other racers on the track, but you'll only
feel challenged by five or six of them



Magatama

Format: Xbox  Publisher: Microsoft. Developer: Microsoft Game Studios  Price: ¥6,800 (£36) Felease: Out now (Japan) TBC (UK) Previously in E126, E127

learly, it's easier to say something is an Otfogi

CCéone than it is to actually make one, While the
historical pageantry, supernatural splendour and
mannered carnage are all evident in Magatama,
their impact is dulled by repetition and frustration

Combat is simply a matter of clobbering the ‘B
button, and the increasingly acrobatic combos that
are automatically unleashed are little compensation
for your bored brain and strained tendons. Once
you've softened an enemy up enough, it becomes
possible to target them with your spectral sidekick.
This can be enormously satisfying, and there's an
incongruous ten-pin delight as he smashes through
a huddle of lesser enemies on the way to his target,

Mevertheless, it soon becomes apparent that
your lumbering opponents are less bother to avoid
than to bash, and it becomes an exercise in
sprinting in circle: you ignore the re-spawning
drones and figure out which enemies will unlock the
next area. At the end of each section a boss awaits
whose job it is to reveal the full extent of the
camera’s deficiencies and the combat’s
tedium. It's a job it does too well.

Once your sidekick is fully gorged on
enemy energy - which, thanks to the
respawning, is often - you can trigger a
blazing special attack that, for a brief
moment, takes the game close to glory

Four out of ten

Donkey Konga

Format; GameCube  Publisher: Nintende Developer In-house Price: ¥6,800 (E36) Release: Out now (Japan) Previously in E130

hile rumours of rhythm-action's death appear

to have been greatly overstated, it is curious
Nirtendo has taken this long to enter a field which
suits its demographic down to the ground. There is
nothing complex about Donkey Konga, just the
careful application of structured fun to that most
comical of musical devices: bongos, Dozens of
pieces of music (including J-pop, samba and
themes from Nintendo games past and present)
come with a bongo pattern the player must match.

Different-coloured beats signal a strike to the

left or right side of the bengos, both at once, ora
clap of the hands. The latter provides Donkey
Konga's most charming moments, since the
thought process required to lift both hands and
clap often proves bewildering. That cenfusion
causes panic, panic causes hysteria, and hysteriais
exactly what players want from party games. It's far
too easy for veterans in singleplayer, but with four
sets of the ludicrous peripheral — an unlikely
scenario, admittedly — and'each player tapping out
their own interlinking rhythm the game
becomes a uniguely entertaining experience.

There are three levels of difficulty in
Donkey Konga, but only the hardest will
provide any challenge to experienced
rhythm-action players. A minigame sees
Kong collecting fruit on vines, controlled
by judicious and repetitious drumming

Six out of ten
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Everything in Viewpoin! seems
‘miniaturised’, even if the action is far
mmmnhmdh

VIEWPOINT

wr

LShmMY 1998

Retrospective

Still one of the killers of the genre, time
hasn't softened Viewpoint's edges in
the sfightest. A standard bearer for the

cancelled). Bar perhaps Gaiares for the
Mega Drive, this is one of the most
cruel shooters available, but all the
more singular and intense for it. It you
struggled with Mars Matrix or Heilfire,
you might as well not bother.

Viewpoint

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

retrotest

inancial equality in life has never been
Fa reality. For videogames, the same is
often true, particularly with some of the
fringe systems — Marty, Engine, etc.
Those affluent enough to own, and more
importantly feed, a Neo-Geo AES will
know of its relationship with luxurious
shooting software, as both ASOJ/f and
this year's astounding horizontal blaster,
Last Resort, effortlessly prove.

Joining the fray is Viewpoint,
Sammy'’s practical rebirth of Sega's
isometric shooter Zaxxon. Set at an
identical angle, the player takes
command of a typical craft on a typical
one-against-the-odds mission. But that
is where the similarities end.

The visuals alone are worth the £250
price tag. Rendered in 3D but redrawn on
the AES’ 2D hardware they work
magnificently, and everything has a
charming, almost toy-like feel that
wouldn't lock out of place on a top-end
deveiopment workstation.
within ten seconds of play, as Viewpoint
is merciless. Where other hardcore
examples of the genre may spend one or
two stages establishing the difficulty
level, Sammy’s game is violent and nasty
from the outset, loading layer upon layer
of fire on the player. The siow pace often
seems hectic simply by virtue of the
game’s punishing nature.

Moreover, the set designs often
require demolition or activation in order
to carry on, adding a wonderful tactical
element to the proceedings. Add to this
smart bombs and a chargeable laser (as
in R-Type) and, while things may seem
bleak, there is always a way through.
Enemies follow strict patterns, so
memorising these levies an advantage,
that final, fifth boss is always possible.

Irrespective of its impenetrability,
Viewpoint is a hugely enjoyable game
with striking graphics, oodles of strategic
latitude and a soundtrack of the funkiest
kind. It's the perfect way for shooter
experts to display their skills, but make
no mistake, Sammy’s game is a brutal
affair, crushing all in its path. Those who
can't last past level two should
consider themselves POWs. :

Eight o of ten

Edge rating:
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Fortunately, hitting objects doesn’t have any ill effects unless the ship is trapped or forned from m
screen, which results in a lost life. The bosses are predictably huge, and requi i
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Alien Vs Predator

Today, the Kingsley brothers are as interested in making
movies as videogames. Ten years ago, they were
content with making games based on movies

mong Oxford University's
A many contributions to British

cultural life, perhaps the least
recognised are its offerings to
videogame development. Although
Cambridge might have given the
world Elite (and, indeed, Steven
Poole), it's a little-known fact that
various Oxford graduates have made
their own valuable contributions to
the world of gaming. Graduates such
as Free Radical's David Doak, for
during his time at Rare as
GoldenEye’s Doctor Doak; or Chris
and Jason Kingsley, founders of

i ll||In

Original format: Jaguar
Publisher: Atari
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Unlike earlier videogames based on the "Alien’ and ‘Predator’
licences, AVP dispensed with the side-scrolling conventions

oy 7 N

Rebellion. Having acquired cult sci-fi
comic ‘2000AD" a couple of years
ago the Kingsleys, still based in
Oxford, currently employ some 60
people across operations that
encompass videogames, comic
books and even movie development.
It all started in rather more
humble circumstances when
Rebellion was set up in order to
create a launch title for the Atari
Jaguar. Alien Vs Predator never quite
made that launch slot, but the fact
that 84 per cent of Jaguar owners
bought the game would appear to
suggest that it was worth the wait.
While Chris had been focusing
on completing a DPhil in chemistry
his brother, Jason, had somehow
managed to find the time to build up
the sort of varied CV that you'd
expect from an institution that
regularly turns out captains of
industry and British prime ministers.
After completing his degree in
zoology. Jason had managed to
write a few children’s books, do
some fashion photography in
London and work as a camera
assistant on the odd music video.
He'd also been involved in making
several videogames, such as Blade
Warior for Mirrorsoft's Imageworks
label, isometric adventure Murder for

1“\‘*

Even now, ten years after release, the Kingsleys still receive unsolicited emails and letters from AVP fans
saying how great the game was. Atari's test department lent a hand to balance the difficulty level of the game

® 116 >
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US Gold, shooter Better Dead than
Alien and Hunt for Red October
from Oxford Digital.

It was with this experience that
the brothers decided to pitch
themseives to Atari, putting together
a demo of their 3D work with a tiny
team of other freelancers. “Chris and
| wera working from our student
basement,” points out Jason
Kingsley. “The only natural light had
to travel down a coal hole before it
could be seen - ideal conditions to
see the screen, though, and almost
an AVP environment in itselft When
we got the deal we had to set up the
company and get going pretty fast.”

For such a relatively small and
inexperienced team, the task that
they'd set themselves was a
considerable one: “Nobody had ever
built this sort of title before. There
were no control standards, no
assumed knowiedge, the Jaguar was

of the most popular games on Jaguar

after some time we managed to
convince them we could do a fully
texture-mapped, 16bit,
photographic-quality firstperson
shooter in 2.5D, sort of raytraced,
but with the walls staying vertical."
It was a brave design decision.
At the time, the firstperson shooter
had yet to establish itself. ld's
Wolfenstein 3D had been available
thase with high-end PCs, but Doom
had yet to appear and the
subsequent blossoming of the genn
was just a distant dream. An equally

“It's worth noting that, at the time, this was
groundbreaking design, enhanced by a powerful survive
horror sensibility that still felt fresh in much later tities”

an unknown quantity, the team size
was only six people, our staff were
inexperienced and we were
inexperienced.” And yet, within a few
months, it was clear that AVP was
going to be something special. “1
remember seeing the 3D
environment on screen for the very
first time and thinking: *This is going
to be a good game.' It became clear
that we had a killer application on
our hands, and in consultation with
Atari we decided to extend the
development cycle.”

Initially, however, Atari didn't
even want a 3D title. Capcom’s
coin-op version of Alien Vs Predator
{which inspired a 2D 16bit rendition)
gave players a chance to play as a
marine or Predator against the Aliens
in a fairly straightforward scrolling
beat ‘em up. It was this sort of title
that was initially pencilled in: “They
wanted a scrolling fighter like Double
Dragon,” explains Kingsley. “But

brave decision was to give players
the opportunity to play the bad guy,
since they could choose to take on
the role of marine, Predator or Alien
Consequently, AVP contained a
significant degree of variety and a
surprising narrative complexity, Set
on a colonial marine training base
infested with Aliens, there were thre
goals: as a marine, to destroy the
base and escape before it blows; as
an Alien, to rescue the queen; and,
as a Predator, to acquire honour by
killing the Alien queen.

While the marine missions woult
be readily identifiable to anyone
familiar with today’s narrative-basec
FPS titles, it's worth noting that, at
the time, this was groundbreaking
design, enhanced by a powerful
survival horror sensibility that still fel
fresh when it came to characterise
muchr later titles such as Aflen:
Resurrection. It's an even more
sizeable achievement when you




consider that it was just one of three
types of gameplay on offer. Deft
design touches differentiated the
other sections, such as the ability to
cocoon enemies while an Alien, and
1o take over these new Aliens should
you die — a neat way of emphasising
their hive consciousness.

Predators, meanwhile, acquired
better weapons according to how
*honourable’ their kills were. And all
the while, an unremittingly tense
atmosphere was maintained by the
lack of a musical score.

Underlying this sophisticated
design were some remarkably old-
fashioned processes rubbing
shoulders with totally radical ones.
“We designed the levels initially using
grid-based graph paper and
coloured pens,” confirms Kingsley.
“However, we used a totally
revolutionary technique to create the

~ sprites — to get them photorealistic.
They were created by building and
photographing models of the alien or
predator, scanning the resulting
35mm prints and cutting them out in
Deluxe Paint to create the six- or
eight-frame animations of the sprites,
For the marines we contacted a
bloke who had bought one of the
marine costumes from the film and
photographed him in a range of
poses. Wall panels were built on
9cm-by-8cm bits of cardboard, we
photographed them and scanned
them into the game. There was a lot
of hands-on building of real wall
textures in those days, real ‘Blue
Peter’ development and none of your
fancy graphics packages! It gave the
game a photorealistic look that still
works today. I've still got some of
those panels somewhere t00...”

The result was a game that’s still
remembered fondly today. Indeed,
although the movie people gave
Rebellion no input during
development, according to Kingsley,
they said that the finished product
was the best game ever made from
any of their licences. “When we look
back at the game, we are still
amazed at the level of technical and
gameplay innovation that we
managed to achieve,” he continues.
“Up to that point, | don't think | can
recall a game that had much texture-
mapping, let alone making the whole
thing fully texture-mapped. Also, we
are really proud of the photorealistic
look - it took others several years to
get anything close. There were lots of
other great things too, but for me the
icing on the cake was the Predator's
very cool vision modes. Nobody had
ever made a game like this before,
even on PC, so the whole thing was
new territory, we had nothing to build
from or compare ourselves to.”

Perhaps unsurpnsingly, though,
the game found itself tied to the fate
of the Jaguar. It was undoubtedly the
console's killer app, selling to a vast
majority of the user base, but it was
deprived of the broader audience of
a console like the PlayStation. "1
wonder what we would be doing
now if the game had been the killer
app on the PSone," agrees Kingsley.
“But it was Rebellion’s first born, and
we have no regrets. The Jaguar was
a great machine to write for, and
Atari was, of course, one of the
creators of the videogame business,
so it was a great honour to be
involved with them.”

Indeed, it was undeniably Alien
Vs Predator that set Rebellion on

“We got quite a lot of input from Atari, mostly: "You guys can program for Jaguar, we've
got a new team starting and we need you to tell them how it works,”™ recalls Kingsley

the making of...

“One programmer came and went quite quickly, as he just couldn’t do the maths,” remembers Kingsley. “The
game is fondly remembered enough for him to still be claiming to have been ‘lead’ on the project, though!”

course for its eventual cross-media
mini-empire: “It was our starting
point and gave us the confidence to
go on from there. We learned a lot
about scheduling, about feature
creep, and subsequently learned that
we still had a load more leaming to
do. Everyone has to start somewhere
and it was a great place to begin.”

it was no surprise, then, when
the Kingsleys returned to the licence
to create an equally ambitious
title for the PC, Aliens Vs
Predator, five years later... ;
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Examining gaming history from Edge’s perspective, five years ago this month

Man vs the Machine: a
look at Al 2 An early shot
of Shenmue . Tenkomori
Shooting - like GunBullet,
only weirder < ‘Final
Fantasy VIII: The Movie' is
in production, says Out
There 5. Molyneux, Meier,
Shelley and Romero at
Milia & Sonic Adventure:
“Wonderfully absorbing”
7. Kenji Eno’s Christmas
gift to journalists: food!

o, Still gathering dust in
the Edge office, a near-
incomprehensible Sega
calendar 9. Powerstone
promises to “assist in
vindicating Sega's claim of
next-generation
superiority” 10. Things
that make Edge go
‘vroom' = driving evolution
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INDOXE

I'd ]LISt like 10 ask a quick question of all
those peaple out there that are arguing for TV
shows about games, Have you really thought this
through? Think about it: the most popular game-
related TV show was 'GamesMaster’, but it was a
kids' show that used games as the entertainment,
not a factual show. Factual shows about games
tend to fall on ther arse because. like Iiterature, i is
not art until it is finished. WUntil then it's just a load of
figures and symbols. And dan't even get me:
started on ‘The Making Of Enter The Matrx'.

Also, you could count on ane set of fingers the
number of ‘characters’ in the videogame industry.
How many limes could these indviduals be
interviewed about the same, vears-long project
before it gets repetitive? I'm afraid it's sither that or
constant interviews with Dave The Coder on how
he got rid of that annoying chipping problem. All fun
and information for you coders out there. but until
then | think I'll stick with those Chris Nolan
Interviews for now.

Michael Grey

You don't see many mavie enginears (directors.,
caRmeramen of whatever) appeanng in interviews
pecause it's obviously all about the stars, and
perhaps interviews In the garming realm will rermain
as Imited in appeal to the mainstream as thay are
today untll someane develop’s the world's first self-
aware game character who can ‘appear’ at a press
event and speak for itself, Shall we say... 20537

With regard to videogame TV programmes,
| gon't know why you and most of your readers are
maoaning. How many programs reviewing movies
are on TV? There’s ‘Film 2003 with Jonathan Ross
(on at some ndiculous hour) and | can't think of any
meare. Plus gamers have the lwwry of having
nundreds of different magazines with demo discs.
What do film fans get? Maybe a DVD full of trailers
as an annual gift. | think you have it better than you
seem 10 realise.

As for “are games an?", ke all art, ifitis
presented as art then it Is - but games aren't.

Communicate by post:

edge@futurenet.co.uk

They're made and then sold, Maybe a game
designer should enter ‘his’ (few games are the
vision of one man nowadays) game into an art
contest. Or gallery. Prasent it as art and then it will
be recognised as such.

Stan Peach

I'd like to respond 1o Peter Basma-Lard's
letter, regarding the way videogames are
representad on lelevision,

To dismiss ‘GamePad’ for being “behind the
times" is hardly fair, The latest, ‘GamePad 4', is
currently enjoying its first run on Bravo and is not in
the ieast bit behind the times. These shows are
never benind the times when they are made. Sure,
Bravo tends 1o repeal them, but this doasn't mean
you should dismiss them simply because you
catch a repeat, and not the onginal broagcast.

It is trus that the pravious series, ‘GamePad 3'
Is currently still being repeated (on a Freevew
channel, FTN, now}. However, this was no! “behind
the times” when it was made. It is simply a repeat.
Ard do you know why they repeat these shows?
Becauss the audience actually builds over time,

Hardcors gamers may want their news and
reviews hat off the imernet, but there are plenty of
people out there who enjoy games regardless of
whether they're on the naw releases list or not.

We have tred to make 'GamePad 4' as
feature-led as possible, focusing on games culture
and |rterviews, rather than the latest reviews. This
Is something | prefer to do when possible, whether
the show is repeated or not, as | believe it's a more
mature approach. | think the breadth of games
coverage you gt on TV now is very interesting
‘Gamezville’ and 'GamePad’, for instance, are bath
shows about games. but they are still very different
programmes aimed at very different audiences.

Anyway, I'a better shut up now, before | start
repaating myself
Violet Berlin

Ah, videogames and viclence! it just
never seems 1o go away. As US lawyer Jack

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

Thompson gets on his loboy horse condemning
videogames for all of the ward's ills, we gamers sit
back knowing that such talk is ludicrous. After all, |
is people with gung who kil people, and the
maiarity ol 'game-induced’ violence oceurs in
countries where firearms are much more
accessible. The violent act was likely to happen
anyway because, let's face It, these people were
obviously of that disposition, no doubt torturing
animals in between gaming sessions, We just do
nat believe that a game can turn @ normal, sane
person inte a nuthless psychopath.

However, shouid we gamers be taking such a
lax attitude? Are we really unaffected by what we
perceive and enjoy in games?

Many games are based on violence — even
Mario kills his cuddly adversanes with & well-timed
Jumg to the head, but this gets around the issue
because, ke cartoon viodlence, it is all absract -
there i= no blood spift s it's OK. kids!

With the sver-advancing graphic abifties of
home systems, the depiction of viclence in games
is reaching rew levels of realism, and with it there
ls a worrying trend of games being marketed on
those grounds. Games ke Mortal Kombat and
Soldier of Fartune were well known for the graphic
way in which enemies could be disposed of, but
take that away and the actual game mechanics
were average at best. Despite this, these games
were successful, with people drawn in by this
ghoulish freak factor, The idea of using viclence as
a marketing ploy, and the fact that people bought
it, ls something | find very uncomfortable!

Personally, | am not into heavily viclent games,
with the most graphic probably being MGS2. Even
then you were encouraged 0 go around stunning
the guards. In those momeants when such
considerate action was not possible - the sudden
‘you-or-them’ scenarios — | had to go for the live
amunition. The results of this switch were made all
the more shocking in going from siesping
adversaries to the dead and bioodied bodies
before me. But maybe that's just me.

Games are growing up with their audience. ant

“If it is presented as art then it is, but games aren’t... Maybe
a game designer should enter ‘his’ game into an art contest.
Present it as art and then it will be recognised as such”



there is no reasan why wolence in aduit-crientated
games can't be handled in a considered manner.
However, with the lkes of the morally ambiguous
and graphic Manhunt around, perhaps it is time
that the games industry, and we gamers, should
take a step back and examine the need and
depiction aof vicience In games. In doing so we may
finally get some recognition for acting responisbly
within the media. | would be cunous to know what
a gaming collection says about the gamer..

Chris Whyte

Perhaps this would make
We could get a psychaolog
coliections and compile comprehensive profiles.
But would you really want to know the findings?

g feature.

0 examing vanous

The non-videogame press has done it
again! lssus 785 of a certain car magazine has two
pages of game reviews, all racing games or car-
related games including the GTA Double Pack. No
doubt they have a large readership and waill
probably influence more than a few dads on what
games to buy for the young ones this christmas.
Now, taking into account the bad press games like
GTA recigve from shallow-minded individuals using
them as a scapegoat to explan some mindless
gun cnme or ather, you would think this magazine
would be rasponsible in their review. You would be
wrong though. They ACTUALLY described GTA as,
and | quote: "Tremendous fun for all ages.”

Did they review a different version of the games
or something? Oh, hang on a minute, | almost
forgot — videogames are just a bit of fun for kids,
aren't they?

Phill Copes

I am writing to Inbaox after reading and
chuckling at Chris Ward's letter (E131). The
chuckle was a nervous reigase of giday joy as |
reglised that some Edge readers were jusl normal,
they're hot all obeessive fanboys or hardcore-
super-glite-gamers. And thank God. Tre casual
gamer is inteligent enocugh and discarning enough

GTAIll: an 18-rated game that is “tremendous
fun for all ages,” according to one magazine

1o prefer Edge to another publication and that
can only be a good thing,

| also agree with Chns that my games
collection is a result of much deliberation, and & lot
of help from your reviews, | can't afford to buy 14
games per year - my game-buying habits are
dictated by & long-term strategy that considers
collectability (current or pending) and potential
trade-in valua,

My point is this: Edge talk about the hardcore
gamer as their main readership, but | would argue
that this is not correct and also that it may well be
excluding a potentially new readership.

Stephen Walrond

it's difficuft to strike any kind of balance that
maintains continuity, Al we can say s that we're
committed to focusing on the best in videogaming
— whe

ther that's an EyeToy minigame or a2

comparitivity obscure wargame from Japan

Last month's excellent article recarding
why games aren’t completed got ma thinking
about my own collection, A quick scan through
revealed at least the following uncompleted games:
Metroid Prime, Zalda: The Wind Waker, Resident
Evil 0 and Etemnal Darkness.

Completed games included Dead fo [ights,
Luigi's Mansion, lco and, most recently, Prince of
Persia: Sands of Time. | believe that Metroid
Prime and Zelda: The Wind Waker are better
games than Dead fo Rights and Luigi's Mansion,
yet they remain uncompleted. | don't believe the
reason is that they are too difficult, it's just that
they are too big.

remember playing Prime for a few days non-
stop and noticing that | was about four per cent
through the game. it completely put me off, lt's a
bit like being presented with a huge meal in the
States — it puts you off eating at all.

oth feo and Prince of Persia are structured
perfectly. You get a sense very guickly that you are
making progress and you rarely have to backtrack.
Prince of Persia takes things a step further with the

percentage complete at each stage. | completed
both these games in around ten hours and both
left me wanting more. This 18 how a game should
make you feel. They both still represented excellent
value for money.

Recently we have sesn a film broken down into
two parts ('Kill Bill') with a lot of commercial
success. If something like The Wind Waker was
broken down into two games, | would have been
happy buying both games and | am sure a lot of
people would do the same.

Andy Shearer

Man, | used o think you guys were coal,
But 810 for Manhunt accompanied by text that
actually seemed to apologise for the game is
ndiculous. Anyone wha's played Manhunt will
surely see this review as a level-three
disembowsling of Edge’s Integrity.

| know you and Rockstar North have had beef
in the past — is this Edge’s apology? Or were you
worned Rockstar wers waiting for you in the
shadows, rustling their plastic bags whenever a
lower score was mentioned?
John Norris

‘Yes, Rockstar was waiting there in the shadows,
rustling plastic bags — plastic bags full of bribe
maney! Hey, working on Edge has its parks, .,

| was jUSt browsing some caming forums |
frequent when | came across a link to a threag
whose contents were guite harrowing to me as a
ong-time fan of a certain British developer, with a
load of (ex-jemployees ranting about how the
influence of money has torm the company to
shreds and left the staff in 2 state of deeply low
marale and on the verge of quitting for pastures
new. Is it real? Have things really gotten that bad at
one of Britain's greatest software firms? More
disturbingly, how rmuch of this has been caused by
the company’s owner higher up the chain?

The times. it asems, are bieak indeed,
Richard Barnes

“Both Ico and Prince of Persia are structured perfectly. You
get a sense you are making progress and you rarely have
to backtrack... This is how a game should make you feel”
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