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Prescreen

032  Star Wars Battlefront
{PC, PS2, Xbox)

034 .hack (PS2)

036  World War Zero: Iron Storm (PS2)

037  Battlefield: Vietnam (PC)

038  Harvest Moon: It's A
Wonderful Life (GC)

039  Singles: Flirt Up Your Life (PC)

040  Sabre Wulf (GBA)

040  Detonator (PS2)

042  CyGirls (PS2)

042  Champions Of Norrath:
Realms Of Everquest (PS2)

044 Joint Ops: Typhoon Rising (PC)

044  Pool Paradise (PC)

046  Soldiers (PC)

046  Perimeter (PC)

048  Prescreen Alphas (various)
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frontend

Sega the star at ATEI

Euro coin-op trade expo sees little new traditional gaming
emerge, leaving F-Zero and OutRun 2 to take centre stage

IWKING CU

<& a thousand

The Taito stand was dedicated 1o celebrating the
25th anniversary of a little-known shoot 'em up
ther arcas of com-siot entertainrment called Space Invaders. We'd never heard of it

“ATEl smells of money, proper solid fairground
money, and it sounds like a thousand robots
g for your attention. A heady mix”

d by console gamers two

Mmore, No more



Ring Riders

A motorbike/motorcross simulator that breaks no boundaries but provides good, solid fun. Ring Riders’

real salling point may be that its pneumatic base and (relatively) small footprint, crossed with
fourplayer linkup potential, provides visceral and thrilling multiplayer entertainment. The premise
though, is so well worn that we can't help but wonder how many arcade owners are going to risk

investing in more than one of the neat and tidy machines.

A selection of dancing games naturally put in
an appearance, but in terms of trade-show
popularity their time appears to have passed

< 008

Tux Racer

The world's first Linux-based commerciai
coin-op, centred on a cabinet version of 2
game which will be well-known to users of
the Windows rival. Players must use hand-
sized flipper-shaped plastic left and right
buttons to steer Linux mascot Tux down one
ur treacherous ice-covered hillsides,
collecting fish on the way. Hitting the buttons
alternately speeds up Tux, Track 'n’ Fisld
style, but makes controlling the open-source
mascot more difficult.
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‘ F-Zero AX

The arcade version of the Sega and Nintenda's futuristic racer, developed in paraliel with the
GameCube version. We defy any of our readers to see the F-Zero AX machine in action and not to
want one for themselves. The software’s successes are well documented in these pages, the VR Sim
hardware — a pneumatic anglepoise cabinet - is the stuff of futuristic racing dreams, and players
stagger from the combination with wide eyes and smitten hearts. The game of the show? Certainiy.

Namco's Pac-Man games and Konami's Cyclone Fever - a coin-pushing cab. The Konami stand
also contained lightguns and pool, bringing a real mixture of machine types to the show floor

Tokyo Cop

Namco’s modern-day take on Chase HQ. Players chase criminals across four Tokyo districts —
Shinjuku, Hibiya, Ginza or Shibuya - and are awarded points and new vehicles for successfully
apprehending suspects. Tokyo Cop's distinguishing feature is its PIN save-game utility, which allows
Yoy players to store their progress using a unique code. Codes store rankings, criminals captured and the
types of cars unlocked, kind of like a low-rent version of Initial D's memory card system.
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QOutRun 2

Sega's sequel to a 17-year-old classic. On the one hand, it's difficult to imagine where Sega could have
gone wrong with this IP and a brief for a remake. On the other, even stripped of history and reputation,
CutRun 2 is clearly a cut above moest arcade games, all sheen and polish and finely tuned satisfaction.
Still resolutely an arcade game, it does not seek to alter the form of the onginal, just to emulate its feel
and bless it with modern technology. It achieves bath admirably.

=

A bull-riding sim attracted the usual strong-thighed chancers, but if riders felt it was a touch
unrealistic, pictures of what an actual bull might look like were thoughtfully provided on screens

<C10
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“There are at least two rollercoaster simulations,
and Edge watches fat men in sweat-stained
shirts vibrate to within an inch of their lives”

Racer — a paragraph on Vake it should
gray

enough —than that's perhaps 70 per
of the arcade machines at the show

eliminated. There are few surprises. in tnuth

- a new version of Pump It U heare, the

about Sp. nvaders, which celebrates its

you around a bit, while Namca's Kart Ouel
s that a kart racer is

much more res when your backside s

two inches from the floor. There ar

twi o

too, and we watch t
sweat-stained shirts
nch of their virtual liy

Of more recogni
value is Sega's Air
mechanis
wiould-be boarder

nuing to attract

Ne compan y's recent

Valve Limit

A straightforward racer distributed by Konami in the UK. If one game sums up arcade videogaming's
cumrent malaise, it's this. Players sit in a hideous, clunky yellow cabinet, and race against the clock
along nondescript streets. They are encouraged by sparssly clothed polygonal women who look like
they were modelled and textured in 1995 by a trembling 15-year-old. Mot quite the worst game on
display at ATEl, but certainly the most tediously shameless,
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Enclosed flight simulators (top) proved popular, especially those with a massive 58-inch screen
in the cockpit, while the mix of guns and horse racing at the Sega stand was too much to resist

Shootout Pool

A Naomi-based pool simulator, similar to Ko
be gone, but the Naomi board continues t

i's SWP Pocket Pool Fortunes. The Dreamcast may

machines. Sega's go at producing a cue-b
Konami's, but preserves the Naomi cabir

Virtual Pinball '

je have mused on TAB's
virtual pi machine in Out There before,
but the reality

disappointing

me pinball s more
w at ATEl
was simple and unsatisfying and while
thera's a neat thrill-of-the-future feel to your
first few minutes on the machines, soon that
fades away to a yearning for the tactila
sensations real pinball has to offer. A crude
shoot "em up s included with the machine,
ving the table’s versatility but failing to
nce its appeal




Nintendo prepares double vision

Announcement of a new dual-screen, dual-processor handheld -

codenamed Nintendo DS - delivers little more than confusion

ZOOM VIEW

-y

STATS ————

PRIMARY VIE

The pithiest response to Nintendo’s DS
came from Teagan Morrison, who posted
a spoof prototype render of a new ‘BS'
handheld on www.the3Dresource.com

Nintendo’s handheld
gaming revolution

The mest popular console to come out of
Nintendo’s labs is not the NES, SNES or
N&4, but the Game Boy — by an enormous
margin. its importance to the company is
evident when you consider how many
times its design has been overhauled. ..

(]

Hintenda GAME BOY..

'|'0"

\?\\‘5‘“

The original GB's popularity was simply
down to good old Nintendo innovation

THE NEW NINTENDO BS

wo screens? The puzzlernent was
T palpable. Nintendo was alwayd
expected to reveal a naw conscle unrelated
to either its GameaCube or Game Boy
brands early in 2004, but the lefifield conceit
behind the Nintendo DS has baffled the
industry. In a press release dated January
20, Nintendo president Satoru lwata said:
“We have developed Nintendo DS based
upon a completely different concept from
existing game davices on order to provide
piayers with a unique entertainment
experience for the 21st century.”

The central feature of Nintendo DS is
the dual-screen display, consisting of twa
separate thres-inch LCD screans, beleved
to be arranged one above the other.
“Players can look forward to being able to
manage their progress from two different
verspectives, enhancing both the speed
and the strategy of the challenge,” gushed
the oress release.

“For example in a soccer gams, Lsers
can view the whole game on one screen
while simultaneously focusing on a
individual soccer player's tackle or goal on
the other screen, Players will no longer be
forced to interrupt gameplay 1o shitt
perspectva, such as moving from a wide
shot to a close up, or alternating between a
character's ongoing battle and a map of the
environment. Nintendo DS makes it possible
to perform the tasks in real time by simply
glancing from cne screen 1o the other”

Software for the Nintando DS will not
come in the form of cartridges or even
discs, but a new thin mermaory card' farmat

The GB Pocket was the first indication that
Nintendo was going to evolve its handheld

GB Light: same gaming functionality,
but with additional viewing capability



that is cheaper to manufacture, Kesping the
price of software down will be essential to
allow DS to compete with Sony's PSE DS
will also use a rechargeable battery, like its
GBA 5P predecessorn

A wirgless link-up featurs has been
mooted, although Nintendo has chosen to
postpone discussion of this matter until E2.
Unlike the PSR no video or audio player
functions have been mentioned in
connection with the DS, and it seems
Nintendo is unwiling, or unable, to go down
the muttimeadia rout

In-house developrment for the system is
already underway, with Shigeru Mivamata
heavily invalved, Mintendo claims that
thirdparty developers have already seen the
product, although no western software

device is an intnguing prospect, but sadly
that counts for little,” he added.

Karthik Bala, CEQ of Vicarious Visions
- responsible for GBA Tony Hawk's — was
surprised by the DS announcement. “It's too
early to make a call on whether DS is going
to be successful or not. Nintendo is trying to
expand the handheld market by introducing
a parafie! product to Game Boy,” he said.

“This can be good for all of us, and you
have to give Nirtendo a pat on the back for

this. They also know mare about the
handheld business than anyone else, so
they have a lot going in their favour. What
they need for the DS is strong software
suppaort at launch — which is going to be

1gh since most publishers and developers

have their 2004 slate figured out already.”

“You have to give Nintendo a pat on the back.
They know more about the handheld business
than anyone, so they have a lot in their favour”

studios we contacted were aware of the
exact naturg of the DS until the January 20
announcement, “From an ndependent
developer’s paint of view, the Nintendo
DS Is not such an interesting future
prospect —not until i proves itself at any
rate,” says Dave Box, director of Mobius
Ertertainment, the studio behind Max
Payne on GBA,

“I'rm sure mest publishers will fzel the
same way. Coding and designing for such a

Consumer reaction to NDS has been
mixed. Many intermet-based commentators
interpreted the dual-screen idea as a
gimmick instead of a genuine gameplay
innavation, imvoking the spectre of the risible
Virtuat Boy. Even Nintendo's loyal band of
supporters has been relatively quiet,

Nintenda's own ‘soccer game’
suggestion for how the twa screens could
b used is unconvincing, aithough there is
obwviously some potential in the DS idea:

Even with the introduction of the colour
model, GB games retained standardisation

GBA was one of Nintendo's most important
pieces of hardware to date. And it worked...

Nintendo's dual-screen concept is hardly
new, of course, having been exploited with
its Game & Watch series during the '80s

=ying games could feature an action

1 and a statistics screen, in much the
vay as Fnal Fantasy Crystal

cles utiises the GBA to display

er information; an extension of the
er mechanic of Mario & Luigi
Even simply using the
xtend the playing area

b

WO

believe that Nintendo

a new piece of hardware
stoneshing in-house

thirdparty

...well, apart from the obvious problem, fixed
with SP. NDS will offer another ‘clam’ design

013



Capcom pledges new focus on west

Japanese game giant promises an end to poor PAL ports
amid a renewed desire to court a non-Japanese audience

C apcorm's localisation efforts dan't enjoy
the greatest of reputations with

ks to the kind of

in Devil May Cry and other games to run at
ess than their org oded speeds. Step
forward Capcom pri

Tsujimoto, whao at an international prasa

event in Las Vegas on January 28

s poor performance
ed that the company would
ydditional funds into US and

sation from now o,

apologised for previ
and p

This isn't an act of purg altruism, as
Capcom is mindful of the shrinking
Japanese market and is Keen 1o gain more
of a foothold in the west. "We are shooting
for a goal of ten per cent market share in all
three regions [Japan, LS and Europe] within
five years,” said Tsujimoto. “We intend 1o put
all of )

JUr energy Into ncrea:

nternational markel share.”

Tio this end, Capcom unveiled a new

Capcom will be paying more attention to localisation and PAL conversions in an attempt to grab
ten per cent of the market in the west. The firm also announced a new actioner, Shadow Of Rome

ords and sandals' action tite called assembled press corps with an awesome

Shadow Of Rome and emphasised fis videa of gameplay footage from Resident
cammitment to the popular Resident Evil Evil 4. Senes onginator Shinji Mikarmi is back
wsha franchisaes. Shadow OF in the director's chair and is apparently keen

to steer the franc a rmore action-
orented dirsction, A press release promises
‘the inevitable destructio ' Which

The garme combines thirdperso 1 witk is always, after all. a commendatle aim for

chariol racing and bloody arena brawling. avideogame. A winter 2004

Meanwhile, the company thrilled the release date is assured.

Jack up the box

Microsoft kicks off ambitious initiative to offer
Xbox owners additional media without the chips

faith no more

e Iennox
charlotte church
don box

ENNo mormcone

fafth ne more

hans zimmer

jeff wayne
kate bush
itian
FU‘“” mar:
mark knopfler
0z4 -
pearl jam-garden

The Xbox Media Extender Kit in action, allowing you to flick through your stored albums with
a flick of the supplied remote control. The kit could alsa turn your Live setup into a telephone

014

icroscft has unvelled plans for its Xbox the headset while using the kit. It continues
Media Extender Kit, alowing you to the company's push to cenvergs the Xbox's
officially enjoy the kind of mutimedia madia capabiities through the usa of
benefits owners of chipped machines have software, as opposed to Sony’s nead 1o
beesn evangelising for the past yvear, issiue add-on davices or amalgarmat
The box will contain a pair of discs to hardware in order to broaden the PS2°s

activate tha kit through both PC and Xbox, basic function
as well as a remote-control unit; but no back of co

lity. It's baing scld o

]

nivenience — of several family

“The kit is geared to allow you to enjoy ‘digital
entertainment’ on your Xbox: TV, photos and
movies, Napster support, as well as Xbox Live”

catling. ! the faciities by no means rmemiers using different instances of the

apg media centre 10 pipe digital entertainmeant
dashboard, the kil is gearad 10 alow you 1o from their PCs to different rooms at once -
enjoy “digital entertainment” on your Xbox: Bt how reany Xbox-owning families are 5o

TV shows, photos and movies. techno-clad that they need such a network?

Micrasoft also made mention af buiit-in Regardiess, release dale and prce are
Mapster support. as wel as Xbox Live as yet unknown, but an BRP close to
apnlications such as chatting to friends via that of Music Mixaris likely.



Instant upgrade for PSX

Having failed to deliver all it promised at launch, Sony
moves quickly to update all-in-one unit’s functionality

a launch a
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the PSX from the PS2 in ts marketing The PSX feature set has been returned to something like its originally promised level, thanks to

Sony releasing an update disc. There's another one to come, however, before it's fully functional

campaign, but th

a downgrading of several
10 launch was also
viewed as significant.

key features prior
planned for March in order to port, but it is blocked by a warning sticker.
i support for the DVD+BW format The reliance on a senes of upgrades or
image files and, intriguingly,
tation2 broadband unit
sion makes us wi
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s as TIFFs. Hard disc/CVD dubbing
spead has been doubled, USB keyboards
are supported and a few bugs fixed
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Ny has now manufac

e disc to address some of the £5 goes against Sony's reputation as
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Recently reviewed

A rundown of last issue's review scores

Title Platform Publish Developer Score
Deus Ex: Invisible War PC, Xbox Eidos lon Storm 7
Fatal Frame li: Cnimson Butterfly paz Tecrna In-house 7
Onimusha Buraiden Ps2 Capcom In-house ]
Baldur's Gate: Dark Alliance 2 Xoox, PS2 Acclaim Black Isle 7
I-Ninja ps2 SCEE Argonaut 6
R: Racing Evolution PS2, GC Namco In-house 4
Pac-Man Vs GC/GBA Nintendo Namco 7
1080° Avalanche GC Nintendo NST 8
Gran Turismo 4 Prologue ps2 SCEl Polyphony Digital 5
kill.switch P52 Nameo In-houss B8
Astro Boy: Tetsuwan Atom GBA Sega Treasurs 8
Sega GT Oniine Xbox Sega Wow Entertainment 6
Rogue Ops P52, Xbox, GC Kemco Bits Studios 2
Dynasty Warriors 4: Xtreme Legends psz THQ Kosl 5
Arc: Twilight of the Spirits ps2 SCEE Cattle Call 4
Sword Of Mana GBA Square-Enix Square-Enix/Brownie Brown 6
Trackmania PC Digital Jesters Nadeo 7
F-Zero Falcon Densetsu GEA Nintendo In-house 5
Magatamsa Xbox Microsoft Microsoft Game Studics 4
Donkey Konga GC Nintendo In-house 6

1080° Avalanche Pac-Man Vs Deus Ex: Invisible War Fatal Frame I



The latest version of the Virtools Dev package demonstrates the French
middleware provider's novel philosophy of game development
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Virtools Dev 3.0's has support for Microsoft's High Level Shading Language, which
should make it easier to create high-quality material texture effects like water, fur and
wood grain as well as custom effects such as blurry lighting and sparkling shapes
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It might not look that simple, but thanks to its use of
behaviour building blocks and a scripting language Virtools
Dev 3.0 is a lot easier to use than most comparable packages




Not only will PCI Express be cheaper and quicker than existing system
buses but it could also help change the size and shape of PCs

PC| > |

EXPRESS

One result of PCl Express is a new form factor for add-ins. Currently labelled NEWCARD,
these hot-swappable sealed units will bring the ease of use of USB to complex systems
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1-UP #3: extra life

US: Sorme time ago, Out There featured issue one of a Us
idengame fanzineg called 1-Up', The zing’s selling ¢
it was an indepsandent, seff-published artifact dealing with
meg; it chose passionate, anecdotal writing over the
-close format that all gaming
publications have followed since the year dot, and, despite
maintaning the traditional fanzine staple-bound format, it was
uttery, uttery cool. We couldn't imagine a better piece of work,
nor & neater counterpoint to the majority of videogarme joumalism,
T turn: and we were wrong, because
endous, outdoing its previous

s were

reniaws-to-reviews

b that we're fallibl
issue three of "1-Up’ is simply
itarations in every conceivable way. it coesn't just set new
standards for gaming fanzines - propery bound and intricataly
constructad on high-quality (squared) paper, it raises the bar for
videogame magazines in general. Above that, it is equal parts
inteligent and beautiful and, since if you paid for this magazine, it's
likely those qualities infarm your buying decisions, you should go
towww, Tup-zine.com and order a copy immediately. At $13, it's
not cheap, but, hey, the best things in life rarely are.

Wargames

Iraq; The Middle East has always been a long way away, and its
people always distant. If the unavoidable 24-hour rofing footage of
post-war bom lood, and bewildersd civilians in lrag
desensitises Us o violencs — and we'd suggest it does this much
maore than, say, a red bitmap on the straet in Grand Theft Auto —
then the weblogs from the country have done the opposite,
making the everyday life of its ¢ ore stark, more real, morg
persanal. The Healing Irag blog offer cifiatary take on the
situation, mixing politics with minuti often pravides much
rmore revealing commentary than some of the westem press,
Particularty relevant to these pages. though, are UK-bom Zevad's
photographs of the Iragi gaming scene, showing some of
Baghdad's LAN cafes and gaming centres, where Iragis indulge
in Couriter-Stake, Medal Of Honor and Winning Eleven. Read
{and see) more here: healingiraq. blogspat.com
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“Certainly many gamers read my column as
a statement that | believe that they are bad
people. For that impression | am sorry !
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ay campaign — gels hu

“We basically won 2003 and moved ourselves
to the number two spot... Year-on-year we
were up 68.5 per cent... We sold 1
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Site: The ultimate Space Invaders shrine
IURL: www.spaceinvaders.de/

Built for those nostalgic for that time 25 years ago
when ‘shoct 'em up’ meant one game and one
game alone (see earfier), the ultimate Space
Invaders shrine is a neat, compact look at the
history of the game. That is all. It has screenshots,
fiyers, cabinet pictures, scans of manuals. It has
tips and tricks for the game and its sequel. It has
wallpaper, a screensaver, sound samples and a
Realtudio copy of the Space Invaders song. It has
several Java versions of the game, and a short
history of its development. It does not contain
mlich except for Space Invaders, certainly, but if
having a focus is a crime, well, just declare this
site guilty and bookmark the majority of the
sprawling, directionless intemet instead.

Japan: Pokemon is back in Japan with Fre Red and Leaf
Green, and Nintendo has chosen to promote them with
an advert pushing home the message about the new
GBA wireless adapter and mulipiayer featuras, .,

The ad opens with a jungle scene. The sound ofa
GBA being switched on comes through the trees

The sound of the wind rises, along with the noise
made by our friend Bulbasaur making his attack

“Let’s hit the road again with these Pokémons in
a whole new adventure,” says the voiceover...

...as the windy creature blows away the foliage to
reveal the screen of a GBA, playing the new game

GAME BOY ADMRNCE S

Scenes from the game are now shown. We see
some creature trading, a bit of discovery, and...

...the main event, as a multiplayer contest is fought
out, complete with flashy special attack graphics

“Pokémon Fire Red and Leaf Green,” booms
the voiceover. “Wireless adapter now included”
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t's elementary school math. If one of

something is good, then two of something is

petter. Work it through. If Johnny has one ice
cream, and Suzy has two ice creams, then Suzy
is happigr, right up until she gets older and into a
high school weight-shame spiral ingpired by her
peers who say: "Girlfriend, you cannot just, lixe,
eat two ice creams! What would Johnny
Football-hero think? He weuld be so over you in,
like, a flashl” So, yeah, bad example, but the
point is that more is more is better. Righit?

Right. Like the Saturn, Realising that the
systern's 32bit processor was hopelessly
Underpowered next to Sony's PlayStation, Sega
had & moment of epiphanal clanty, and it put in
another! Briliant, infallible, unstoppable. So its
maching had two CPUs, Sony’s had one,
evaryone knew that two was better than cne
from ice cream experiences, and the Salurn

went on to dominate. The Dreamcast, too, and
Nagoshi was knighted while RedEye married
Mazugu... Worse examp ¥

And while he doss, let’s look at the art of the
press release, as deliverad by Nintendo with
regard to its Nintendo DS, an apparent attermpt
to show 1+1=2 and recapture the glory days of
the Virtual Boy. The Nintendo DS is a new
handneld systern which takes the simple logic
detailed above and applies it to the Game Boy.
Mamely: If ane screen is good, then two will be
twice as good. And it Nintendo has managed to
create a monopoly with a device with one
screen, then {oh God oh God) just imagine the
revenue from a device with two, ..

The release says that the Nintendo DS
tworking titke) will provide an 'unprecedentad
aoproach to video game play,” and RedEye will
nol argue with that. Here are some more
approaches to videogame play thal are eaualy
urprecedented. A handheld gaming system that
has no screen! 4 handheld gaming system that
has three screers! A handheld gaming system
that calls you a bastard and punches you in the
face when you press start! All unprecedented, all
magical. It continues: 'Players can look forward
ta being able to manage their game progress
from two different perspectives, enhancing both

the speed and strategy of the challenge.’
Players have had the opportunity to manage
their game pregress from different perspectives
before, albeit in parochial, little-known softwars
like, ooh, Super Mario 64 (hit a button, see
things through the eyes of the protagonist), and
Super Mario Kart (glarce at the bottomn of the
screen and watch a BEALTIME map). Still, this
way enhances both the speed and the strategy
of the challenge. RadByve sn't sure what that
means, but it sounds ace.

‘For example in & soccer game, users can
view the whole game-on one screen while
simultaneously focusing on an indnvidual player's
tackle or goal on the ather’ Maybe some
readers can help RedEye out here, because he
can't think of a single reason why you'd want to,
Don't think alout it too hard, though, because
it's quite rrelevant next to the word buried in the

A sideways look at the videogame industry

middle there. Simultaneously? Watching one
screen, while focusing on another? Christ, as if it
hadn't brought the world enough optical terror
with Gumpei Yokoi's red/black baby,

‘Players will no lenger be forced to interrupt

iz such a brave, barrel-scraping boast that you
wonder why they didn’t patent Realtime Ocuigk
Maoverment as a Nintendo concept. Simply by
Iooking somewhere else you can see something
efse. Shorn of the imagination ta actually
innovate, they've just doubled their companents
and told you you'll be doubling your pleasure,
and they're expecting you to buy into it

As if realising the mediocrity — na, worse, the
absolute nothingness - of its statements thus
far, the press release makes one final scamble
for credibility. ‘Today's announcement is but a
glimpse of the additional features and benefits
that will be shown in full at the Electronic
Entertainment Expo (E3] in Los Angeles in May,”
it says. But a gimpse. Roll up and speculate
away, because you won't believe what they're
going to show you. A glimpse, like a carnival
salesman hawking special bensfits that wil

never came, Nintenda is reduced to a
sideshow, shouting about snake oil.

RedEye knows you know that two isn't
better tnan one, and he doesn't really think that
Nirtendao thinks it is either, but this is innovation

“lt is such a brave, barrel-scraping boast that you wonder why they
didn’t patent Realtime Ocular Movement as a Nintendo concept”

game play to shift perspective such as moving
from a wide shot 1o a close up’ — when were we
ever forced to do that? This is just creative
wiiting now, though RedEye quite enjoys the
idea of tearful gamers being told, at gunpoint, to
pause their games befare hitting the change
view button in Vinua Racing and a million titles
since. RedEye also enoys the idea that
Mirtenda is ushenng in.a brave new era, where
everyone can switch viewpoint withcut fearing
the perspective police — ‘or alternating between
a character’s ongoing battle and a map of the
anvironment.’ Like a boxed-ofl map in the
commer of the screen, you mean? Meat.

Here's the killer, though, the device summed
up in a soundbyte: ‘MNintendo DS makes it
possible to perform the tasks in realtime by
simply glancing from one screen to the other,' it

as desperation, creating something new just for
the sake of saying it's unique. The link-up
betwesn the Cube and GBA sounded sc good
on paper but, whilte games like Final Fantasy:
Crystal Chronicles, The Legend of Zalda: Four
Swords, and Pac-Man Vs have produced cute,
new experiences. they're nat furthering
Nirtendo’s forays into the mainstrearm, just
pandering to their fans and collectors of curias.
And if that’s what happens to something of
idhe interest, how can something as ndiculous in
concept as the DS not be a disaster on the
scale of the N-Gage? RedEye isn't a prophet.
He'd love to be proved wrong. But he's checked
his warking, and... well, hey. You do the math.

RedEye is a veteran videogame joumnalist, His
views do not necessaniy coincide with Edge’s
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aybe it's just the gloomy new year skies

under which | am writing this, but

sometimes | just can't take videogames
sanously. | don't mean, dear readers, that |
experence physical dificulty in reaching up 1o
stroke my beard — | mean that they seem totally
ridiculous, even stupid. if you consider some of
today’s apparently most sophisticated games with
a kind of mental sguint it's a wonder that anybody
spends any time on thermn at all.

There are currently posters for Max Payne 2
everywhere in our ciies fand In European capitais
too). These posters are cunningly designed 1o
look, at first glance, as though they are advertising
a film. Friends of mine are surprised when | point
one out and tell them it's a wdeogame. “Wow.”
they say, “it looks really noir. really cocl, realy
grown-up.” At which point | havent the heant 1o
explain that 1's 28 about rofing around in

warehouses, shooting people in slow motion while
a voiceover delivers ever more ridiculous sub-
Chandler similes. (*It's like fooking down into the
grave of your love” — what is that like, then,
exactly? There is a fine line betweean parody and
mere literary incompetence.) Why does Max
bother caling for NYPD backup only to then
immediatety run alone into warshouses filled with
eremies anyway? Why can't | go there? Why does
Meax look so stupsd when he jumps? Why can he
only carry eight painkiliers at a time?

Tre bast people at asking these sors of
‘why?' guestions are people who don't normally
play games —who don't unguestioningly swallow
avery bizarre paradigm that has been foisted upon
us by unscrupulous developers over the years. In
this respect, | would almost want 1o say that the
non-gamer is never wrong, Of course, there wil
always be a prior parameters of a game that the
intiate must just accept — for example, if you are
expiaining the rules of chess to someaons, they just
have to accept that a knight moves like this and a
bishop moves bke that. In this situation, asking
‘why?' Is hardly productve.

Howsver, such unguestionable parameters in a
videogame system, | suggest, do not extend
mich beyond the control interface and the rules of
success or survival, Everything else is up for grabs

and instead of taking everything mutely on trust,
we should always be allowed to ask: ‘Does this
make sense?’ The tension in Max Payne 2
between a pseudo-naturalistic narative stvle
and a set of arbitrary mechanical conventions is
something that has become, over time, almost
invisible to the habitual gamer but immediately
obwvious — and rightly troubling — to the novice.
Compare the expenience of the EyeToy, where
there are no immediate 'why?' questions that
sprng to mind. Obwviously, punching the fittle
martial artists makes them go away. Obviously,
ducking under the ball makes it bounce off your
head. This kind of stuff is all familiar from real life
fexcept, just maybe, the thres-inch-high kung-fu
fighters). Now In a sense it may be unreasonable
1o compare the party-game dalights of EyeToy
with a hegh-budget ‘cnematic’ extravaganza such
as Max Payne 2. One could argue that EyeToy is

Steven Poole

thoroughly successtul anly because it is
attempting so much less, but itis not
unreasonable to imagine, or at least to dream
about, a large-scale adventure with the immediacy
ol interaction and the seamless logic of an EyeToy
game. lco was nearly there, but not quite, (In fact,

complaints in retumn, (Clearly, the developer haf
expected that people would try this sort of thidg,
but seermn 1o have underestimated my grimiy
perverse determination to keep going until it
entirely shattered the illusion of character in the
game world.)

Invisible War alsc initiglly suffered from the
absurdity that  took several bullets in the head
fram a handgun to kil an enermy. This; as Warren
Spector explained in a pre-release interview, was a
deliberate design decision: he wanted players to
play the game in a different way, to do something
other than run arcund taking headshots.

Well, in response 10 such manifest absurdity
and 1o the ludicrous vision of Daddy Designer
trying to tell us how and how not to negotiate
what was supposedly an open-ended adventurs,
the entire gaming community shouted ‘why?' -
and, sure enough, in the version 1.1 patch, the

TRIGGER HAPPY

developer had, among other things, “increased
the headshot damage multiplier for the pistol.”
Thanks, dudes.
This is an excelient example of community
pester power, of which | think we should all take
advantage more often. Let's try to look at our

“I spend a full 15 minutes throwing a chair at a mendly character’s head
only to receive a handful of scripted peevish complaints in retum”

a non-habitual gamer Wwho is playing ico for
research purposes shocked me the other day by
gong into a rant about how much he hated the
annoying Yorda, | was taken aback at this but,
after a while, | could see his point. The fact that
she is sormetimes helplul does not alter the fact
that she is often a hindrance.) If this industry 1s
going to continue ta expand, that has to be part
of the futurs,

So far, unfortunately, t seems ta be a rule in
videogames thal every advance in naturalism
brings with it new absurdities. The fact that every
object in Deus Ex: invisible War, for instance, can
be picked up and chucked around and will behave
acconding to simulated physics just makes i
appear all the more silly when | spend a full 15
minutes throwing a chair at a fiendly character's
head, only lo receive a handful of scripted peevish

L LLES 3

games through innocent eyes and remind
ourselves exactly what we are beng asked 1o
swallow. Not because we have forgotien that
games are supposad fo be fun but, on the
contrary, because we want them to be more fun.
And this is not & bad habit for a designer (ike
any artlst} to get Into, either, if you're constantly
interrogating the work and sesing if, 50 to speak,
It can defend itseff, In fact, gamers and developers
aqually should all be ke small children pestering
their parents, demanding ‘why?' repeatedy,
never satisfied with an argument appealing 1o

Steven Poole is the author of ‘Trigger Happy:
The Inner Life of Videogames' (Fourth Estate).
Email: steven_poole@mac.com
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Page 28, press hold, and reveal. '‘Digitiser's founder speaks out
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VAN “Are these developers oblivious to the fact that they're feasting upon
down my throat the rancid corpses of a billion other games? Do they just not care?”
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Star \Wars Battiefront

A long time ago (last week) in a galaxy far far away
(Texas), we gave in to a genuine ‘Star Wars’ addiction

There's an impressive sense of scale on show. AT-ST walkers tower above the grunts, a terrifying
prospect for the Rebel Alliance. Imagine how big an AT-AT feels compared to your little trooper

au Join us B0 feet above the ground,
cacing across the white plaing of

| Halhin a snowspeeder at a speed
measured somewhere between ‘fast’ and 'oh

cripes.” We're quite how
Star Wars Baltlefront, LucasArs' o
the Battlefisid: 1942 formula, will play out.

With no preview code avallable, we've
taken to toving with Galactic Conguest, a B
1942 mod that lifts its core ideas directly from
the 'Star Wars' franchise. Only two years age

this would have resulted in a stern gl
from the Lucas lawyers and a cease-and-

oS ta ¢

iake on

C

“The basic tem\ﬁlate for Battlefront is simple:

combine ‘Star

ars’ with BF:1942 in the most

ambitious console firstperson shooter yet”

Above and top left are screens from the PC
version, with P52 shots in the centre and
the right populated with Xbox graphics

03z

desist letter. No longer. Now, the Galactic
Conguest team enjoys hosting on Lucasarts’
own file servers and the chance to use the
John Wiliams score in its publiicity matarial
The tima has come for LucasArs to take
acdvantage of the rabid follo that's grown

up arcund the under-resourced and
undler-achieving mod with its own take on
Battisfiald: 1942, While the ambition of the
Galactic Conguest team i admirable, it pales
into insignificance when compared with the

e of Lucasarts’ own vision. The basic
template for Battisfrant is simple: combine the

3

geek fascination of ‘Star Wars' with the
comedic lunacy of BF: 1842, in the most
sole firstperson shootar yet,
The primary interest will lie in the dirsction

ambitious

LucasArts is pushing online gaming, with a
massively multiplayer mode for Battlefront
that shares a moniker with a certain mod.

In the Galactic Conguest mode the
universe is divided into discrete sections, and
then split evenly between th
Rebel or Repunlic and Sep
Simple, one-off skirmishes over teritory are
fought by 32 players per server. The wi
side chooses the next scenano and may get
certain tactical advantages — if the Repubilic
players hold the cloning facilities on Kamino

Imperial and
t forces.

nning

they gain a faster respawn tima, while the
Separatist forces raceive a simitar bonus for
owning the droid forges on Geonosis.

Those advantages ars at their most
spectacular when combinad with NPCs. The
online hoards will be joined by a selection of

farmiiiar characters, tipping the balance of a
canfiict, For instance, the advant
holding Tatooine as the Empire is the abil
call upoen Darth Vader to plough a path of
dastruction through the Rebel forces. If Rebel
snipars are whitting the stormtroopers down,
the asthmatic one as a
shigld. The addition of

age of

players can er
force-enabled ri
neutral races should add a further frisscn to
onling play — Lucasarts is already promising
that Tusken Raiders wil roam the deserts of

Tatcoine attacking anyone thay come inte
contact with. while a Saraac pit will lash out
at anyone who comes too close, Cn Endor,
whera the Rebels are at a natural
disadvantage, the Ewoks will proffer their
services, stealing speeder bikes from the

5

mperial outpgsts whenever they can,

It's the vehicles, and their parfectly
balanced twitchy arcade handling, that are
the key to Battiefield: 1942's success, and
LucasArts Is offering vehicles from both the




pC Xbox, PS2

=1t & Activision
Develope’ LucasArta/Pandemic
Drigin. US

Autumn 2004

Levels available include battles, planets, vehicles and races from both the original trilogy anag the
naw-fangled prequels. Occupying a planst may bring specific tactical advantages to your faction

n of starfighters

a seie

1d the Republic's gunship from

Episode Two, ref; rk service. For lone pla:
can be ore
This

LucasArts

turrets that

can ba played . with the human

arst

player issuing | commands thr Each player faction will be able to choose
from at least four classes per map, including

officers, pilots, commandos and scouts

button pras

ispirations.

033



Na

Infection, Mutation, Outbreak and Quarantine — Bandai’s virtual
virtual world crosses media boundaries and looks intriguing

1 he bilingual press conference is a
I} eurious thing. First there's the
Japanese developer giving a sincere
speech to an audience who nod out of
politenass, but who understand little mare
than appropriated english keywords like
‘mternet’ and 'OVD' and ‘multimedia’. Then
there's the translator. who struggles with a
pen and paper to catch up with the
developer's speech, and punctuates the
paragraph pauses with an approximate
translation of the previous few sentences,
Consequently, the reactions from the

P N Whon swetohod b
Moda 1 roea

speaker and tran
day moy cores

d of journalists are spiit in two. The
entourage gasp and sigh and

Europeans wait anxiousgly for the translation.
It's like hearing the canned laughter 30
seconds before the ioke,

.50, youerjay the

arld of Jhack,”

Laughter. We wai
stylish and mysterious wi
stumkbles the translator, taking his words from
the mouth of Bandai's spokesman, “and | wil
enjoy & very tasty restaurant in Londaon,” Ah,

The desktop (top) allows access to news
sites, email and The Worid (below), which
can be launched like any other application

“Less mystery and more conspiracy-theory
hokum perhaps, but the technological setting
gives the game a neat postmodern twist”

gotcha. Laughter again, and the DVD-based
presentation begins
What do we know about hack? Its an
RPG, not dissimilar to Phantasy Star Onfing n
T . where players level-up characters by
hitting mansters of ever-increasing numerical
stature. It comes in four parts. all of which
have already been released in Japar
US, and all of which will be released in Europe
during 2004 under the Atari label. It's not
simply about videogames, however, It's a
multimedia project which spans four separate
media: the game, surg, but also the TV

roredl

yd the

Players move from the hub world by creating portals using word combinations, like codelocks for
levels. Passwords come by virtual email, so it's wise to leave The World every so often to check

034

el

Monsters to be fought can be huge, as evidenced by this flying horned beast. The traditional RPG
elements of the game can also be seen in battle mode, with hit points and damage figures

serles, the comic book, and the DVD anime.
The threads in sach interweave, link and te
up with the resolution in the fourth game. It
is.an ambitious project, but one whose
payoff is clear; if consumers buy inta the
hack world, they dan't just buy a single
praduct, but rather an entire line of storybook
fragments, sach designed to lease them into
buying the next one.

Stylish and mysterous, though? Certainly
the first. Exquisitely produced by the lead
designers of 'Ghost In The Shell’, 'Noir' and
‘BEvangalion’ {to no small degree of expense:
“Sg artistic that they missed many deadiines”
- to delayed laughter) .hack's aesthetic 15 both
traditionally Japanese and exuberantly
madern. Translucent layers shift silently across
each other. the game's hallmark hexagons
provicing a wireframe fitter te much of the
interface. As the name suggests, it's an RPG

inextricably linked with technelogy - more of
that in a moment - and so the visuals pay
homags to the same punchy, sharp graphical
themes seen in ‘The Matrix’ and {again)
Phantasy Star Oniine, While Final Fantasy
special attacks are the gods and monsters of
old, enemies here are pierced with shards of
bright, jagged data, over and over again,

And it's quite mysterious, too. It tak
placs in a near-future werld wnere an
MMORPG called The Woand has achiaved
global popularity and the player takes the role
of, well, a player. The shott-term motivation fo
the investigation is to find cut why your friend,
Qrpa, has fallen into a corma while playing the
game. The long-term chjective is to find out
the truth behind The Wond, and presumally
behind Altinet, the stable computer network
which proved the only software envirenment
mmune to a destructive virus released at the
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RBathor than atter

a reality, 510 simul

The bright colours. futuristic fashions and
pretty (but ultimately essentially flat)
surroundings recall Sega's Phantasy Star
Online - though .hack's offline nature will be
substantially kinder to players’ phone bills

make its ©
ntai
episodic structUre

resting one

[
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PlayStations

WoldWar Zeo: lonStom =

Q2 200

1914-1964. The dates alone send a shiver down your
spine, as Rebellion takes on last year's PC revisionist FPS

ems and weapen balancing. T

) freedom and PC

iy all [he weapons an

i

want, bul expec
f Ayl i

I target, but can prove
ps off. It's
3 1o turn it off,

> mp
snng ar pulling the pin
The blood splatters aren't just cosmetic, they're
highly directional and respond accurately to
show the direction the damage is coming from

from a suiciclal grenada,

15

The creamy haze in the sky is certalnly

n that the

standard PS2

¢ soma pret
tranches and bunkers, the thick, grubby rair

s you something to shiver about and the

That '60 show

The premise of World War Zero's
alternative history is that the Russian
revolution of 1917 was iled by the
megalomaniacal Baron U

5| t the following 50 years trying to
establish a pan-Asiatic state,

from Europe to China. The wes! ha:
fought grimly on, funding their efforts
fioating all their troops on the stock

3 nge, which means that each level
you compiete enhances your parsonal
share price. It's an interesting satirical
twist, and allows the designers to mix
trenches and mud-slicks of WW1 with
powerful modem weapons.

w heat of battls w
et be il tl

term oy

The '60s setting adds more than just an atmosphere. As well as conventional grenades, you can
be attacked with hallucinogenic mines, which leave you tripping woozily across the battlefield
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Battifield: Vietnem =

Can the peculiar sheen of the rock’n’roll butchery of
Vietnam breath new life into EA’'s online masterpiece?

igtnarn cenainly provides

Helicopters provide air support as well as moving
troops around the game space with remarkable
ease. Battiefield remains intuitive and fluid in play

Other jungle rumbles
Battiefield: 1942 has a number of talented
and enthusiastic amateur makeovers. The
Desert Combat mod ha: dy found a
favour, alongside
Vietnam mod Eve Of Destruction |
bad either, and begs the qu

OF DICKy &

sfied with a full-price purcha

dishing out 4 eir fans, let alone professional rivals. Eve
f Destruction has ensured that PC gar

Fighting on foot remains, while sniping is even more lethal in Vietnam with the amount of cover that are alre fighting in "Nam for free.

these maps provide for the sneakier gamer. It's vehicies, however, that can turn the tide of a battle

s already

0 see this as much




Harvest Moon: Its A Wonderful Life

It's A Wonderful Good Life might be more accurate, as Natsume'’s self-
sufficiency sim comes to your GameCube. Peapod brandy not included

There's an entire suite of tools which - for a price - automate processes like milking (which needs
to be done twice a day) and watering. For now, though, you're stuck with a watering can (right)
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it GameCubs
her Ublsof
per: Natsurm
Crglr Japas
March 1

v E12

arvest Moon's simp
i with melancholy. As a slightly super-
detormed bey of that indeterminate

Nintendo ags

y 18 tinged

of somewhere betweaen eight
arrive at the farm after your

father's death. A grumpy b

xplaing that his dream

3nd that you inherit his

our horse or puttir

choices from the tarty to the demure. Inde:
the balance of the game Is stacked far mora

& game buit out of the

meCube has to offer,

sually, this isn't
finest materials the (
bt the warld s put together with such care
tis a delight

the res

and imagination tha

The flowerdamps gleam in the cool might alr,

n and out with

and your shadow la




Singles: Firt Up Your Life

If you were going to out-sim The Sims, what would you change?
Rotobee moves it 5,000 miles east and makes it 5,000 times saucier

tfirst glance, you could be

L"I_l
1 the adult, Eurapean
all, iz a game in whick

fbe of Sinal

= OT ot

your only goal

oversee to

st it on = o, more likely. off,

And as th nshots show, Singles
n't shy away from much, When your
goes to have a bath, they run the
water, take off all their i and lie back In
ub. What's shocking is that it's
cious event —thers’s no o
arching or pouting. This is a word
Luila, with its fil wodelling and sniggering
. It's all about as pornogra
Franch yoghurt sdvert. All of that,
however, is rather contradicted by the

an entirely
uming or

away from

Dress relea;

's'main event. which is all about sex. It
S some doing, but if vou mal
all your sli
] in bed’
e a-:lv:t‘_f-
described as 'educational’.
'3 [itthe i
gamepiay will b
e fa il I ar

to max

iou'll gain acce

happy with some romantic movies and
buy yourself enough time to have them
cuddle up together and whisper sweet
Dbledygook 1o oneg another,

Rotobee has taken the axe to the dali

mechanisms so fascinating
chara

finite game experience
vay' to go before they
lly integrate natural sexua

to their worlds — and there are
quite a few questions to be answered along
the y about whether or net it's even a good
idea. There's no hope of making any progress
at all, though, until games can at least look
bath male and

fernale nudity in the eve
without squealing or blushing or fair
ight of your singletan reclining full Tluﬂt"| in
ath, utte posturs and

‘e avilal

z—I_JT al in

v
stepping stone along the w

Far PC
ar: Deep Sitver
o Rotobes
- Gemmany

Feleass: April

flat?

The tone of the game is set by the wardrobe cheoices, which can range from bikini to underwear to
naked. However, your singletons will become embarrassed if they are left undressed for too long

Conversational successes result in your
characters being showered with balloons, hearts
and paper doll chains. The more you succeed,
the more gambits become available to you

The European flavour of the game

beyond sexual permissiveness. The
apartment’s setting feels like London, Paris
and Berlin rolled into on

nor
visual style, which i
elegant than The Sims' cartoony abandon.
The close-ups of their faces provide a more
intimate sense of connection with your

- rather than being user created
Smg.fe., characters are fully-rounded people,
with names, histories and personall




Felease TBC

Sabre WUIf-

Another classic is remade on the GBA.
But will it have you howling for more?

characters and r
e, Dut s O

fiar 2D platform termt

O explare,
m, but a further

The overhead-viewed adventure section (left)
is riddled with entrances to underground
levels presented firmly as platform sections.
While the usual goal is to grab a piece of
treasure from the dozing Wulf, the occasional
special item must also be retrieved (above)

Once Sabre Wulf gives chase the enemies and
barriers disappear, leaving you with a frantic
dash of desperation back to the entrance it's simple

> February 21

Daval 7. Kadokawa Shotes
Crgn Jape

Memories of Fantavision’s explosive
gameplay rekindled at a bargain price

— HiScore 031 My Wame:lsH
Hpes Yout Score 000 Nip

lurns

A
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g :
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— e : Ounamite
armite, Thea axpl i & in diffe ; : / ‘m

1t sizes, meaning that sin ; ) ~arvEsS ) 07
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Bynamin

1 50ME UNC
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uen as Fanta Despite the varlety of modes, there's nothing
more here than a few riffs on the central idea of
premeditated destruction. it's limited, sure, but
completely sound. The trade-off for being
limited is that it's part of Midas’ budget range

Levels are topped and tailed with a fly-by of
the buildings both before and during their

looking puz destruction. They jar a little, but are welcome

D40



il Feerrat PlayStation
. Puitksher Konarm

Developer;: Konami JPN Eas

Jngin: Japa

Toy dolls come to life in Konami's low-calorie feminised
retread of Metal Gear Solid. Cue gratuitous shower scene...

n the daft

cyber-sam

t gimpse

of naked female igned ta plug

Left: That could easily be Metal Gear
Solid 2's Raiden on the Big Shell. Cy Girls
borrows the MGS2 technology, but doesn’t
add too many original ideas of its own

sharp, sassy anc
Your characters are agile, performing rolls, i

jumps, ledge-grabs and wall-runs... but to
little effect, as the combat is so simplified the Cy

Chempions OfNOath: FeareOBeQest =

-

EverQuest on a console? Fans would say it’s like losing a worn
patchwork gauntlet and finding some fine padded leggings...

Juast,

ntures before th

Maorrath cordially

you don't waste tham o

o be replacing

1y of f o

When one of your party dies, you may be
faced with a lengthy trudge back to the last
checkpoint to respawn them. Morale can
be kept up via USB headset chitchat

Despite the gloomy caves, much of the game
is gleamingly beautiful. Sadly, the overhead
camera rarely lets you appreciate it

& differen

3 compulsive and compel




Joint Operations: Typhoon Risin

Planning your holidays? Novalogic recommends Indonesia as the
perfect place for you and 63 of your friends to let off some steam

ar has
mrining
befores,
Operations bucks
the near future, when the troubles in Indonesia boll over,

Athouah sinaleplaver mission incl +his is devi S

Although singleplayer missions are included, this Is devised primarily
e usual range of character classes is

s been good business, but videogames are

fitable seams more aggressively than ever i
: : i A

s month's Prescreen selections show. Joint ; AL All M.

R L LL

& trend of its competitors by setting this confiict in

as a multiplayer rmatch-up. T
available — medic, engineer, heay eams of up to 32
will be supported. Vi e of pitched
arling or LAN bat fou toe load up
several tanks and throb upstream mob-handed, rickety Indonesian
barges look naked without a dozen grimey comrades training nervous

ver bank. The enging is a

that which powered

iche 4 and Delta Forge: Black Hawk
as a consequence handies all the
planes happily,

is well aware of Battlefie
but hopes that vast scale and
ng will let it fight on equal

t we'd stoop 1o the obvious
cramble to control the
iarket Is turning into

g of 2 war in its own right.

Novalogic is hoping for some strong mod
community support, and is concentrating on
making every aspect of the game accessible
to map builders rather than trying to produce
a totally exhaustive selection of its own

Levels can cover up to 64 square miles, so the
inclusion of planes, boats and helicopters is
a practical rather than indulgent decision

ar: PC, PS2, GC, Xbo:
Fubriizher: lgnitior

]
P | P Deveoper; Awesoms
-I_'Jrlqrn:_UF

Hiolease: March

Archer Maclean unleashes his most ambitious baize-based
simulation to date — and it's happening down on the beach

nooker and pool games aren't usually the kind of thing to ',_

seasoned gamers drooling, but whan Archer Maclean's
y meticulous Awesome team are involved, it's usually
worth chalking your name on the board. This is Awesome's first game
for years without Jimmy White's direct endorsement, although he dos
appear as the game’s ultimate t Instead, the developer is relying on
Pool Faradise’s sheer comp gieigls

Forgat the fact that the game
processing power wasted on ani
real business here takes place on the baiz
Shaped tables encourage trick shots, and
the balls skid instead of roll. There':

3 10 lure the punters in,

ssetona

rmating bt

3 =

Whatever the extras, a pool game will
o o fall by the ability of its physics to
vince. Pool Paradise is pratty thorough

ball where you want. Ho it will be the
ability of the game to translate the feef of pool
that will deterrmine f you should spend your
s here, or up: i Duck.
I addition to Pool Paradise, Maclean is
working on & new gams that he promises
doasn't involve pocl or snocker, Or even
Eillards. More news soon.

Surely the last thing you'd be deing on paradise
island is racking up? But at least the palm trees
and sand make for a more relaxed setting than
the usual sticky carpets and torn wallpaper

r the Dog

The oddly shaped tables are designed to test
your knowledge of the angles - and to show
off Awesome’s impeccable ball physics

044
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Soldiers: Heroes of Word War Two

Codemasters expands its World War Two ambitions with a title that
has more in common with Cannon Fodder than Commandos
here now for World War Two strate hile developers such
battlefield for
5391945, their

ga

aoul creating an ultra-

=+

mmand: Battie For E.

allle HoF cL

1 cormmaon with the arcade action of yesteryear
mong the retro stylings Is a unique contral

Jant piayer exparmentation

Charact

/ehicles can be directed using a mouse Interface or controlled
through the cursor keys in a Micro Machines homage.
The intersection between thesa two styles

15 the cantral
aced off, the

>, In a seenario we saw, where two tank trigad

meck
Plays ed ot
single tank flanked the target. While the
nes | ol were able to pin
down the tank was able to
attack the
The battlefield will

and expenimentation, as Codemasters is

the oppaosition.
rage exploration Chief among the vehicles demonstrated by
Codemasters were the aircraft. Although
they're limited to flying less than 30 feet
above the ground, they prove a genuine draw
and can be a twitchy thrill to manoeuvre

or SCenanos i ¢ abject will
can hida

2
P

When taking control of a character or vehicle,
fire is directed using sweeps of the mouse,
while fine movement is left to the cursor keys

~ Perimeter

The Russians promise a unique take on strategy, where the landscape
plays as much of a role in the proceedings as the troops and bases

Formar: PG
Pubslisher; Codemasters

for Penmeter is “Real T
ugh phrase, but it do

deformable terr orm into drops of nan

nspired goo and can reform at will, T-1000 style.
This opens Up some unigue tac riunities. With three types

hnologies, the possibilities for

55, Already,

af be

COmoIr

ation and recombinati

Codemasters talks of tuming a
wiorm and using it to burrow under your opponent’s

back into

1 segments as it
emarges. | mpenetrable, the shisld
regLin narmaus amounts of power — and

that comes from claiming tem

oy, levelling it
out using an army of drones and building a : :
- The landscapes of Perimeter are occasionally
hostile, with a series of indigenous life forms
that will attack either player. You could even
meet Gaia herself, the face of the planet

with the further comp
it may find balancing all these
an impossible task.

15 of terraforming,

The titular defensive shield in action. While no
weapon can penetrate the barrier, it requires
enormous amounts of energy to run

nies
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' m / \ld-as This month’s announcements and updates...

Michigan

Iris No Atelier Eternal Mana

The sixih in the colourful Atelier series brings
together the halimark vibrancy, elemental mana
creatures which can be trained to explore or
fight, and a time-based battie system

ZOIDS Infinity

This arcade title will feature Virtual On-style
twin-stick contrel, and the chance to save your
customised robot onto an ID card which can
then be traded or used over the NESYS network

048

The creator of Killer 7 sends you, oddly, to
Chicage as a TV reporter on the trail of some
odd goings-on, equipped only with a video
camera and a choice of busty assistants

The Nightmare Before Christmas

It may be ten years since Tim Burton's spooky

Christmas classic first hit the cinema screen, but
Capcom’s intriguing interpretation appears to be
a cut above most shoddy movie-licensed games

Left for dead by Capcom more than a year ago,
Rockstar has revived this Spaghetti Western
tribute and hopes to fashion it into the definitive
console cowboy shooter. Saddle up, y'all

Onimusha 3
=ormat. PlayStation2
Fublisher Capeom

opét In-house

The third iteration of Capcom’s strong samurai
slasher series ups the visual ante by relocating
to a present-day Paris overrun by giant robots
and Jean Reno. Robot's CGI is typically cool

Remnants of the old SNK team are at work on
an Atomiswave fighter, featuring 2D ‘multi-
jointed sprites’ against a background of 3D
environments and spectacular lighting effects

Powerdrome

Tiat PIayStEﬁ(_:nE. Xbox

Argonaut's Powerdrome will become the second
game published by new Eritish company
Evolved Games, after it rescues Malice from
limbo in March. Online racing should be key
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ShellShock: Nam '67

The maker of Killzone takes on the Vietnam war with a unique selling point
and an interesting line in morality. The result is going to be atrocious...

T he wargame market has
never been so crowded, and
developers have to work

harder and ha
themsehes from ther compe!
Guerrila has a stark
SheliSho

developer isn'l ¢

ng point — an

about ©

~ig what it terms ‘the at
of games depicted war

and hercic affair, it felt thata '\

game Wwas the perfect opporunty
show what war is

result is a traditiona

thirdpersan,

untraditionally

When a buliet hits a body, it triggers a process Guerrilla calls ‘chunking’, which does exactly
what it sounds like ~ governing which bits fall bloodied to the grass and which stay attached

its intentions with tf

It's an imposs

B of

18I

during the cenflict. Ar

something you witr
@, Nor wil

perpatrat

the mun
sickness, the foot r
cramped in a floo

a friend:bleed to death. And even i it

it in another.

0CK'S developer s

dicl set out to integrate these ene
garmeg

at pal > stay morally neutral on the

subject of the Vietnam war, and of war

unlikety that current tec in general, Consequentty, there is no

present them wilk visceral Helywood-styla poetic justice to

nd. Videogarmes balance the storyline. If one of vour
fellow soldiers executes a couple of
brain gobbets landing on veur boot or innocent villagers for idle sport in
you won't see him

the sickening gleam of bone in your n thre

:oated in a layer of Irendly-fire napalm
in rmisgion 11. Things happen, and

ormat: PlayStation2 then other things happen. and thers Is
Fublisher: Eidos

no moral mermy-ge-round making sure

sloper: Guerrilla

Uevw

everyohe gets what's coming to them.

Crigin: The Netherlands L

Summer 2004

siderably amplify the player's own




Interview: Martin de Ronde
Commercial director, Guerrilla

The positioning of ShellShock is a very savvy

proposal, Is this a market-driven game, or a

creatively driven game?
\We don't want Guerrilla to be — and no disrespect to the
company - another Looking Glass. They were responsible for some of the best
games ever made creatively, but then they sold a grand total of 48 units or
something. Our business model has always been to marry creativity within the team
with a solid commercial proposal. If someone would come to us, from within the
teamn, and say: ‘We want to do a game about jungle warfare, and set it in Africa,” we
rmight say: “Well, what about Vietnam?’' because everybody's doing World War Two
games, and Vietnam might be the next logical step. And that's actually not very far
from how the SheliShock project actually progressed.

There's a huge preponderance of wargames at the moment. Do you feel
you're contributing to a narrowing of the game market?

Well, OK, Martin with his ‘| run a company with 75 employees’ hat on would say that
we need to marry creative and commercial decisions, where the commercial
decisions are always the most important. But Martin the gamer will always say:
‘Every year | see less and less innovation in the industry in terms of game
mechanics and completely new game genres.’ | still see evolution within existing
genres and | see a rise in production values, but commercial pressures are there
and we cannot escape them. The only way out of it is to go through this phase of
extending the market even further. I'm using the movie analogy again, but why are
we able to have arthouse movies? It's because the market is able to sustain
production costs with demand. We talk about being massmarket, but we're not
massmarket. Far from it. Major games sell only four to five million units. My mum,
she knows ‘Titanic’ and *Shrek’ because she sees them in the newspapers. If you
asked her about GTA she wouldn’t even have heard of it, even though it's the
biggest selling title of all time, or the last decade or whatever. So we're far from
massmarkeat, We nead to extend the market, and then we'll have an audience —
because ten per cent of the market by then will be four to five times as great, and
they will buy lco and Rez and it will be sustainable.

You talked in issue 127 about developers hiding creative innovations within
traditional game structures. What are ShellShock's Trojan horses?

This is a far more straightforward game. You won't see a Tetris mini-game between
levels. There's no Trojan horses in ShellShock, because there was no need. No one
came up with anything that was truly groundbreaking, and we looked at it and said:
“This is never going to sell, 3o we need to disguise it as somathing else.” Most of the
ideas were very straightforward, and we just innovated a little bit.

Doesn't balancing the contradictory needs of authenticity and gameplay lead
to inconsistencies in the game world?

If it's really authentic, but it plays like shit, then it goes out. That's the first rule. If we
had 50 authentic features that we needed to go into the game and if it turns out that
25 of those features can be left authentic, but 25 have to be changed for gameplay,
then clearly we've made a mistake in choosing the theme. In this case it's only been
an cccasional tme when we've needed to make that call.

You're trying to stay morally neutral on the war. Is that possible when you're
effectively editing out some of the worst US atrocities?

We didn't want to say that war is good or war is bad, There are some games who
make a stand in their marketing, saying that war is bad, but they still make a game
aut of it. We're not taking a stand for either side, US or Vietnamese, and doing the
nypocritical thing of saying war is bad and then still making an entertainment
property out of it. Any creation is always a subjective process, there's always
somebody making decisions about what ta show and not to show, but we've tried
to remain as neutral as we can be.

Many films legitimise their portrayal of war violence by claiming a wider
message. Is that a claim you'd ever make for She/liShock?

I'd say that if we say ShellShock has a message... well, we haven't put one in
there, so we'd be lying. This is a conscious decision to distinguish ourselves from
other wargames, and we feel that war as a subject matter had not been treated in
its entirety by other wargames. We have a different take and we hope that this will
intrigue people into playing our game. We've not set out to say: ‘We should show
the world that there’s mare to this war than they realise.’ The moment we start
doing that. we're making it hard for curselves. We're just trying to make a damn
fine videogame,

[aw]
h
o

maral engagerment with the story.
Against this backdrop of authentic
atmosphere and morally moderated
realism, Guerrilla intends to have you
play out one man’s jourmey through a
year of Vietnam combat. There s na

ning and losing in ShellShock; you

battle

war, Instead, yo

il change thi fate of the
i simply 1o

LT G0E

surive yo
Tha game makes no assumplicns
about whether you're a gung-ho pro-
American glad for the chance to do
wor virtual bit or a curious pacifist
willing 1o see what happens to a man
forced into an impossible position, but

as your character becomes miore

o taur of duty,

experienced In the brutalities of jungle

aggressively revolutionary. Maving with
one stick, looking with the other,
oycling weapons on the D-pad and
curving grenades over the enemy’s
heads
1o have experienced before.

iz something you're unlikely not

There was cnly one level avallable
for us to try, and although randomised
respawning points shook things up on
each playthrough, the mission
folowed conventional patterns as your
fellow soldiers hung back until you'd
completed key mission objectives. It's
ar Guerrila has no intention of

alenating potential customers by
trying anything too aggressively
leftfield. Combat, however, is nerve-
wracking and intimidating, as the thick
foliage can make it hard to be sure i

“The game makes no assumptions about whether you're a
gung-ho pro-American or a curious pacifist willing to see
what happens to a man forced into an impossible position”

warfare = from a rough-and-

die to a highly trained

as the game twms its

ition from full-scale ground

to solo assassination

ts. However, it's also a decision
s it head to head with Medal OF
* Pacific Assault's carefully
planned story arc,

n the light of all this thematic

nnovation, Guerrila is happy to adrmit

o't be

that SheliShock's gameplay we

the way ahead is clear or clogged
with gooks. Which raises another

question - will ShellShock be as
comfortable with racial epithets as it
is with obscenities?

Your squadmates can be hit; but
they're reassuringly {and a little
ur-authentically) resistant to friendly
fira, and a colour-changing reticule
makes It easier to distinguish friend
frorm foe than the clinging jungle mud
wiuld normally allow,

For the battles to be tense and
e, the Al for both the VO
opponents and your squad needs to

unpredic

be cunning and responsive, Gams

diractor Dave Bowry is real

Clockwise from top left: Martin de Ronde, commercial director; Guerrilla's seven-storey
canal-side home; the desk of Guerrilla’s artist-in-residence; Dave Bowry, game director




Throughout the game you'll be able to call in supperting fire. Mortar strikes can be set
up quickly and flexibly, Napalm attacks are more focused, but may take longer to arrive

b gle glimpse of
gpend some downtime. As well as thinking on it |

atential for so

. ’ Although your squadmates will muck in in
gaTe ahatt Act b battle, it will be down to you to capture
feal ke Chuck Norris.” essential weapons and set vital charges




KODAK VPH 6028

In July 2003, Jeremy Heath-Smith was
hung out to dry by Eidos following the
fiasco that was Tomb Raider: The Angel
Of Darkness. Now, along with his

brother and former Core cohort Adrian,

he’s ploughed his personal fortune into
a new development startup called
Circle Studio. Foolish, or fearless?
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Adrian (th




another c




embamrassment about how

money I've made out of Tomb

Raider. The amounts are well

publicised. If my picture is in the

papers, well, that’s fantastic.’

uosdwoy ] uep

f thumbing

res, a little bit of



Who says game development isn't a family business any more? Here are
the other Britsoft brothers proving that blood is thicker than binary code:

The Darling Brothers

Dav

Cod

The Stamper Brothers
) Brit o <

ammi
Piay The Game. They forme
Rare in 1985 and hit real paydirt when
signed up by Nintendo to producea

Daonkey Kong Country ¥:
others. Recently
shipping them another

lured

The Carter Brothers

AL S Of Fe

neux, Dene and
N the scene

d of their own Lionhead

satellite

for muc

The Kingsley Brothers
Ch nd Jason founded
basement of the
'90s. Best k

The Houser Brothers

Graduating fro

videogar

hooked up
Terry (so
and relocated to New Yo
Rockstar Games. Luckily, they
them a little cracker of a senas
Grand Theft Auto, and the rest

§ history,
ample
The Oliver Twins

Again proving that the brothers who

/ together
Darlings in

i A
Says A0l

produced &t
Codemast
Grand Pri

The Collyer Brothers

and Oliver are the fi

The Bitmap Brothers
Naot strictly brothers
are The Chemical Bro

|. But then nor
The Marx

h
Brothers or The Chuckle Brothers.
So sue them

< 064
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anime
with the enviror
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'DARK VPH 6028

“Good game design mez
simple, ul dable and

popular concept executed well.

We’re very confident we can make

good games that will bring in

profit on our investment.”

heepish, befora crs
3 A Irign “'.:\.. =
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Thenext
generation

Once thought of as kids’
toys, the next consoles
will rank among the most
complex computers ever
built. Edge looks at how
their power will be used

ver the past 15 years, game consoles
m have evolved from cheap collections of

off-the-shelf parts to custom-designed
boxes whose development is driving a large
segment of the semiconductor industry. It's
astounding how much time, maoney and effort
mankind will spend being entertained. Indeed,
the rumour mill surrounding the constituent
components of the new wave of consoles is
such that it's become a game in-and-of itself.

With water-tight NDAs signed, we're not in a

position to share any more knowledge than
anyone else with a relationship to the major
hardware players. What can be revealed,

project this concept art is from, but it's presented
using effects and a level of detail expected in

a realtime i i ger d on
next-gi ion Post-scene
processing gives the image its distinctive look.
In terms of what it's creating right now, Climax's
prototypes on monster PCs are “directly relevant
to Xbox 2°, and it will only need to rewrite back-
end layers to get content up and running on P53,

6o »




Triple-X-box
Although yet to be officially confirmed, the
news that Micrasoft's next console is going
to usa IBM's PowerPC chip sn't
unexpected. A technology agresment
between the company and IBM had
cryptically spoken of agreement 1o license
adge semiconductor processor
ogy for future Xbox products. What
ac) 8 buzz of exciternent. though,
ara reports that it will be using three
PowarPC processors working in paralie!
Further reports claim these will be three

custom-designed variants of IBM's
PowerPC 976 chip. This 64bit processor is
based on IBM's POWERS architecture,
which has a dual processor core. Each
processor can also run two virtual
processors, patentially giving Microsoft's

the scope to run code on 12
n-addiion, the POWERS is

A new sensation

eht, PlayStation2 markad the

VE | J.xerqfa from the Intel and AMD

f daing things

B PC

Dure

High-resolution textures add
obvious reallsm to scenes,
but depth-of-field effects,
applied to simulate camea
focal lengths, bring more
subtle graphical advances.
With new hardware promising
collosal geometry-handling
power, developers will soon
be able to shift away from
obsessions like poly counts

sition, Up 10 that

a subset of the wider PG industry
dard components had been encugh and nse of processor vel
Yet as the CPU ha:

what Is known as simultaneously multi-
threaded, also called HyperThreaded. This
means each processcr can run more than
one program at cnce, hopefully ensuring all
the chips are kept as busy as possible. The
downside is that this relies on developers
writing their games specifically to take
advantage of the hardware configuration —
something PC developers are still getiing to
grips with for Intel's HyperThreaded
Pentium 4 processors.

Whichaver way Microsoft and IBM
imend to configure the processors,
hawever, this architecture will enable
developers to take full advantage of CPU-
Intensive calculations such as physics,
audio and Al, without wormying about
causing bottienecks to the rendering. it's
claimed that the other main component in
the next Xbox will be the R500-class

spead -

graphics chip from ATI, which is designed to
be able to run anti-aliased games at High
Definition TV resolution.

The other main anea of discussion is the

nng process IBM will use for the

e a B5nm fab line. This is
present 130nm-
fabbed POW rated at around
2GHz consume over 30W, which would
cause problems in terms of the size of
power supply and the amount of heat
dissipated, Reducing the die size should
reduce bath,

The downside |s that 65nm
manufacturing remains something of an
unknawn, with many chip companies still
struggling to deal with the 90nm process.
Any problems with the 65nm technology
could be disastrou the smooth launch
of a multi-chip console

mportant

number of varied instructions on a small and static dataset,
such as a Word document, For this
performance of a PC is generally def

d by its CPU clock

a measure of the number of instructions it can

handie per second. The higher the clock speed, the faster the

PC can

Can proCess p

up. This inc

speeding up

subsystems that fea

chip designers 1t
the flow of daia,

Typical examples of this include the supply of more fast
on-chip cache memary, additional slower general RAM or
specific co-processing units, but this only adds to the general
complexity and cost of such processors.

The primary reasen Is the general- In cont

crunch through its tasks, which is the reason
companies like Intel ple

e such importance on the continuing
sCITY.

5 increased the 2 formation it

rast, game consoles require the exact opposite.
 processing a small amount of static data. they
hiy repetitive instructions to hugs i datasets

Y Wi <
E\h|’J.:|G,’J Ty also works in terms

b

y of textures and models, but the

CPU via reiat

e SO large it's

y 1o store them in a cache. Instead, they are

MOUnts G memory

as they are needed. Happily, this

of price, as memary cost is

7'

-l

Sony’'s GScube offered the power of ten PlayStation2 consoles
by simply bolting 16 of them together, illustrating the issues
inherent with massively parallel system architecture

ey

limited while the high-bandwidth circ

15t that can be offsat by large-scale produg

approach labelled '‘Compute, Don't Stora’ by some, it

of the fundamental reasons behind the divergence of game
yeneral PC architecture

try Is & or

[ &4

consoles and

Parallel lines

The first hint
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"Like many Japanese companies, il ines somethin
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't All the information gets fed back into the system to

Is that it's extrer

ered. For one thir

r the performy
3 much less complax than a single equival
ba. They also offer reduced thermal and power requirements

must be a rea
The good news, though. is that
provide those who can

SuUCh arcn

handie it with an enc
unity to redefine what videogaming




on't be pu
opers are alread
ad down in predictions about ho
ons per second PlayStation3 will be throwing
senior system architect at UK developm
which has been thinking about the impact o
That way lies massive trouble, What
wthing I've written in tf
Il scale and adapt to w

One trand that suppor

ogrammabi

ware expert, t ain
lon consoles are no

It's a given that new

than their predecessors,” he says.
anufacturers is how they fulfil those assumptions
mitations, such as price and size.”

ch factors can have a major effect is the
Microsoft had to ditch Intel was

g way the

salures enor

ntax eact
I'd
some N process

Sliman work out amongst se,
physically smaller, chea
cooling

anufacture ¢

The logical conclusion would be a

ronments have traditionaily been built, the studio
ng over to more complex technigues. Labelled under the

-all term ‘higher-order surfaces’, they require artists to crea
heir objects using curves rather than polygonal blocks. Climax

her-order surfaces to get to grips
1eration hardware will require complete

with. The power of next-g
conversion to the cause, ho

al surfaces for
Climax's

‘re looking at using Be: and sub-div

up from there

artisis & onsoles are m
ey can just scaie up the meshes. If lass
reduce the amount of sub-divisions,

Iogy for 18 mont
| approach is radically different te
befare, It's all about having stacks of av
streaming blocks of data very quic
company in t
about if fora

s, “It's a big switch,

what
lable band
his created alem for the
ith its existing tools, “We argued
e had to bite the bullet and come
Y explains. "It's |ust too

gane

1 and

jump in the resaluti
1ch as normal
ne studio

s mequired Dy

ge
g the 2

ch as the

ns for its sequel. Such a spike
g, aven to the axtent of hit

T proCessors suU

The tree stump pictured above
shows the kind of detail
possible with masses of
additional memory available for
textures in the new consoles;
Microsoft's next console is
currently projected to offer
256 megabytes of RAM. This
urban image (left) displays
Climax's multitexturing and
post-processing technology




Next generation graphics

Despite the howls of anger this statement will provoke from musicians, Al specialists and physics
fanatics, at the end of the day videogames are all about pretty visuals. From the days of blocky
stickmen, through to 2D sprites and 3D wireframes, sight has been the primary sense by which certain
games stood out from the competition. It's a factor the developers who are working on launch games
for the next round of consoles can’t afford to ignore. That's why so much research and development is
going on into new rendering techniques that will close the gap between the richness of blockbuster
animated films such as ‘Finding Nemo' and videogames.

[
L]

bl BT TS : R \7”_\,[ curves

A mathematically defined curve cons
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Fitting in somewhere batween polygon
meshes and patches come sub-divisional
surfaces. These smooth, algorithm-definad
ices are easier 1o join together than
patches. They share the same
characteristics in terms of being able to
divide (hence the name) allowing the

t modes to be greatly
The traditional modelling
y for animated movie product
assic Catmuli-Clark scheme as used
roundbreaking short ‘Gerl's Game
and of course “Toy Story' - (s |ess easy to
handie In realtime. Also, because of the
speed with which they scale, growing In
steps of four, 18, B4, etc, they can sutfer
from lack of contral. Many game
developers use them for off-line modelling
but they are likely to become important if
Durs about next genen consoles
being basad around nigher-orders and sub-
divisional surfaces are proved cormedt.

rur

wo endpoints and a curvalure handig in
2D, or a 3D surface defi
points, Baziers are one t
higher-order technologies. Using the
control points, additional points can be
generated on the Bezier path, which can
then be defined as vertices ang used to
tessellate with points at the surface edges
Using such technigues, possible to
generate models with different resolutions
This, combinad with the fact that such
patches can be easiy rendered in realtime
by 3D hardware, expl Beziers are
aiready commonly used in gams
developmant, Difficulties arise, however,
when they are placed together to form
larger areas, Care must be taken to avoid
joint discontinuities, which cause gaps

as the mesh resolution is changed.
Special patches must be generated to
solve this problem

Images: T

Small pieces of code, traditionally used by the movie indu to create complax graphical effects,
shaders recently made the move to computer games. Shaders are known as pixel and veriax shaders
referring to the level at v hey operate, Vertex shaders are often used for animation, whils pixal
shaders are generally used to create material and lighting effects. The most complete shading
language is defined for Pixar's Renderman package, aithough this is limited to off-line batch-
processing applications. Microsoft's High Level Shading Language is the most commonly used game
shader family. Comtained with the PC-based DirectX9 AP, i allows gevelopers to write their realtima
shaders in a C-type language, a big step when compared to the previous assembly-style coding
hence the term high level shading | age. NVidia has a versio ied Cg which handles the OpenGL
AP, while ATl has RenderMonkeay, Current games consoles provide some shader functionality - Xbox
allows four multipass shaders. PlayStation2 onily two, but the new wi soles expand this
technology considerably, enabling developers to create richer visual environments.

ofc
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Budget report

Budget games were once hastily knocked-up 8bit titles
or, more recently, re-issues of old PC titles, but a sudden
resurgence has seen the phenomenon shift to PS2.
Edge finds out why, and looks at today’s examples

udget software has always been
a key factor in the growth of the

videogames market, yet it has
negver been something the industry has
been keen to promote. Too much cash,
ego and prestige are bound up in high-
profile titles. The fact remains that budget
software is as important to consumers as
top-tier games, and has proved tc be a
stepping stone for developers and
publishers, too. For example, when two
teenage brothers and their dad launched
Code Masters {as it was then known), in
1988, the company mads its reputation,
and maney. releasing new games at the
ow-price end of the market. The same era
also saw the nse of other publishers, such
as Mastedronic and Firebird, who togsther
with Code Masters dominated the charts,
releasing gamss at £1.9%. Of course, many
af these were compilations and re-releases
of glready successful games, but the
philosophy was that beloved by all retaliers:
pile 'em high and sell 'em cheap.

amargence idge-based consoles
from Sega do in the early

top games,
their royaimn i chidn't » publishers

inflexibie L3

Cheap as chips

Somewhat hidden from view, however, 1he
budget market has witnessed a sharp
resurgence. Partly this has been driven by
the success of the budget PC game

t, where labels such as Sold Out and
repackage and re-reiease old, or
not 5o oid, games. In a gquirk of timing,




Seek And Destroy

Pubishen Play t Devsloper Takara/Barmnhouse
Criginc Japan RAP 10 Value for monsy, &5

Considering its rather militaristic cover
artwork, Seek And Destroy Is actually a real
cracker. A sort of tank RPG, it pits the player
as the hero of the tank resistance movement
of the Proto Kingdom. Invaded by the
psaudo-Nazis of the O-Stein Empire (and,
ves, they do use properly modelled, if cutely
styled, cartoon German WWIl tanks.) Add
beautifully realised cutscenes, bizarre boss
levels and incredible attention to detall,

and you have the ultimate budget game.

< 080

“To be successful we have to sell lots.

The best way to do this is to ensure we

even the Mastertronic name has been
resurrected as slightly niche budget label
for the re-release of PC games that have
scored over 80 per cent in 'PC Gamer'. It
demonstrates the commercial potential of
the pile-"em-high philoscphy.

The fundamental reason for the sea
change is Sony. When it announced new
royalty rates allowing publishers to release
£20 budget games and even cheape
superbudget games a year afler
PlayStation2's European launch, & quietly
underiined the imporiance of budget
for the coolest games conscle in the word
Since then, dozens of publishers have
dabbied In PlayStation2's budget market,
with around a hundred onginal titles being
released in the UK at £15 or below,

Successful PSone budagst publsher
Midas Interactive was one of the first

compantes to move to PlayStation2. To

Q

Pubisher: Sammy De
Onigin: Japan RRP: £15 Value i

A hint 1o what you're going to get = in the
title, as this is a reworking of the basic
gameplay of Space Invaders mixed with a
hint of Resident Evil. Your ground-based gun
turret is now a thirdperson character that
wipes out layers of bizarre green invaders
with pistols, shotgun or assault rifle, It is
not particularly exciting to piay, but with
polished cinematics as well as a co-op
maode and three playable characters, 1t
could be worse. Well, a bit.

date, it has released more than 20 games,
all priced at £14.99. According 1o UK sales
manager Sam Collins. PlayStation2
publishing was simply the next step, “Our
prilosophy for all our budget ranges is 1o
offier the consumer great value for money
and & wide choice of games. This is simply
becauss in order to be successful at these
lower ratail prices we have to sell lots of
units. The best way to do this is to ensure
& give customers a reason for coming
back 1o buy another Midas game," he
explains. For this reason, Midas cortinually
refreshes its catalogue.

Conslidering the tight margins under

Mobile Light Force 2

Pubisher: XS Games Dev
Origirc Japan RRP £13 Vaiue fo

Alfa Systems

noney: 35

Despite the buxom young ladies on the
cover, Mobile Light Force 2 Is that most
Japanese of titles - a hardcore 2D arcade
shoot 'em up. The trick to this short game is
replay value, with six available characters
sach with their own special attacks. The
simple goal is collect as many of the coins
that materialise when enemies are
destroyed. Die, and all coins are lost, but
the high score table is definitely the main
focus of the thing,

give customers a reason for coming back”

which the business operates, the type of
games released by budget publishers tend
to have a genenc feel 1o them, Typically
being either racing, tennis, goif, pool or
beat ‘'em ups. Uniicensed products, they
either sall out or &re repiaced on relaliens
sheivas when the next racing/lennis/pool
game is released. But although you wor't
find many 40-hour thirdperson adventures
or RPGs, don't be foaled into thinking such
garmes are essentally throwaway products
Midas’ Infernational Cue Club has been
firmiy iocked Into the top 40 for most of the
year, selling aver 138,000 units in the UK
alone. Such games are bread and butter

g Asabo
Crigr: France RRP £20 Value for money: 3/6

Developed from the ashes of French
publisher Kalisto's demise, Asoba’s Super
Farm s quite frarkly bizarre, even for the
standards of budget titles. A puzzle-type
melee combat game. this incredibly weird
title takes the mechanics of the classic
paper, scissors, stone and stretches them
to breaking peint. There are lots of different
game modes and many hours of gameplay
here, but it's difficult to see how it ever got
made in the first place,



Underworld: The Eternal War

Publiskar: Midas
i Japan

5 need to be

e atinbute
tem anc 1ty Weapon types

3 members of the public from a sticky end
ps with make Underworld a fun

trapped in sinking ships, runaway frains and
burning tower blocks,

aids and other bits and pieces
which allow access to new areas of the
map. You can even play car football.

ha strategy
me

tans may think Robot Warl s the ga

g for ow to play.

abilities can be adjust
just extreme. Equally amazingly, the
running storyline Is also supported with
English voice acting,




Psyvariar

Hlishar Xpl
Dnigry; Japan

A successful arcade 2D shoot ‘'em up in
Japan, the PS2 version of Psyvanar brings
together the original arcade version.
Psyvanar Medium Unit, with a new revision
that adds weapons and refinements.
Highlight of the gameplay is the Buzz
system, in which damage powers up the
player, but there's not enough variation
here to earn it classic shooter status,

< 032

2lling pamnts

turg

“The trick is getting the right kind of game

Somewhere between ‘Rollerball’, WipeQut
and Twisted Metal Biack, Motorsiege is a
surprisingly good vehicle-combat/spont
game. Depth is provided by a detailed
career mode in which modes are unlocked,
vehicles upgraded and bosses dispatched,
while various arcade modes provide simpler
thrills. Exactly the sort of game budget
publishing was invented to release.

and then building the right kind of

deal for both developer and publisher”

Boxing Champions

ar: Midas D

Japan R

i oney: 305

No Ready 2 Rumble, Boxing Champions is
nevertheless an accessible, good-looking
and intuitive boxing game. The usual
cembos and special character moves
provide the necessary variation for players,
and there are also championship, versus and
survival modes. it's a shame there's no
training mode, but it fulfils the pick-up-and-
play criterion to the letter.

DigiCube
& for money: 35

OK. so it's a goif game but, taking its cue
more from Mario Golf than Tiger Woods PGA
Tour, Mr Golf is a good compromise
between playability and golf simuiation. The
cute cartoony style helps ease the tone,
aithough the jovial voiceover soon begins to
grate. Serious players will find comfort in
their ability to slice, swing and spin the ball,
and a wide range of clubs.



many PlayStation2 titles are released per
year compared o either the US or Europe.
Phil Wright. MD of Brightspark

i ! jent for
an and south

rced games fora

erlainment, : s an

pers in tha UK, Jap

Asla and has sou

terms of availability,
s getting the right kind of ga

g the nght king o
ioper and publisher,
For the publis

e his means tightly

itrolling costs, "They all work to a strict

Ford Racing 2

Pubtlisher: Empire Daveloper Razorworks
Cngin: UK RRP: £20 Value for money: 345

Pretty much what you'd expect from a game
thus titied, Ford Racing 2 brings together 32
of the best-known Ford cars and trucks to,
well, race. Basic modes include Challenge,
in which race wins add vehicles to your
garage, and Collection, where the pnze cars
can be raced for trophies. Visually the game
is quite strong and, more surprisingly, the
car simulation is relatively good, too.

financial plan,” says Wnaht. “They will know
hew mary units they are likely to sell, so
this gives them a limit for how much they
can pay for the nghts to any game.”
Another major issue s localisation.

f localising a manual, let alone
us and dialogue, from

the three main European
My ot up.
aunched Midas but
er Phoenix,

s the ruke of thumt o Dreak even s

e. “That’s the

fi-price titles,
me |'d expect at least

International Pool Championship

Dlen

Putidisher; Play it loper: Agua Pacific/icon
Crigir: UK FRF: £10 Value for money: 375

Dreadtful music aside, Infernational Pool
Championship is everything you could want
in a pool simuiation, with good graphics
check out those reflective balls), some
intuitive controls and extensive camera view
options combined with various tournament
modes and a range of skill levels. There's
even a slightly anal stats menu provided for
each game played.

bt 0:36.53
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Smash Cars

Pubiisner Metro3D Devesopaer: Creat Studio
Origin: Russia RRP: £20 Value for money: 4/5

For some reason, radio-controlled car racing
has always been a strong videogame genre,
and Creat's Smash Cars is one of the best
implementations. Excellent graphics
combined with a bouncy physics engine
(described as ‘realistic’), plenty of game
modes and great environmental modelling,
Including the chance to hit passing

humans, make this game a success,

e

Beach King Stunt Racer

er: Davilex Developer: Daviiex
Holland BRP: £20 Vislue for money: 3/5

Pulling stunts in a beach bugay in order to
win the affection of bikini-clad ladies is the
goal of Beach King Stunt Racer. Helped by
a good graphics engine and some neat level
design it's a nice attempt, but one that
doesn't quite pay off. Mainly, the trouble is
the difficuty of using the stunt controls,
which involve rapid rotation of the sticks
once a buggy is airborne,

083



“Even top-tier publishers are using the

freedom offered by Sony’s stratified royalty
rates to release big-licence games cheaply”

HardHitter2
Pubisher: Midas Cevel
Crigir: Japan RRP €15 vl

ar Magical Company

for money: 2/5

The third tennis game from Maagical to be
released in the UK, HardHitter2 suffers from
the same basic problems that affict the
whole series: there's little control over the
serve, the player is slow to control and the
animation of opponents makes it hard to
know whether they will return a ball until it's
too late. This and the awful dialogue apart,
however, it's & nice encugh looking game,

€ (2

Having already released 19 games at
£0.99, Phoenix is one of the new breed of
superbudgst publishers that are testing the
t of the phenomenon. Mixing
interactive OVD-styie titkes including
Dragon’s Lar and Mad Dog MceCree with
miare traditional games such as Eurgpsan
ot Phoenix focuses
on sales in impulse outlets like video stores

Tar

Fro and Trg

Maken Shao: Demon Sword

Fuklsher: Midas Develcoer: Atlus/R&D
Origint Japan BRP: £158 Valus for maney: 1/5

Originally available as a FPS for Dreamcast,
the PS2 port of Maken X is a huge
disappointment. The main problem is a
switch from firstpersaon to thirdperson action,
The terrible animation, which has been
quickly introduced to fill the gap, makes this
otherwise interasting and stylistically
perverse sword-based game just a
nightmare to play.

larly aggressive stance is being
by budgeteer Play It Launched in
' Mark Cale, founder of velaran UK

likes of Phoenix farget the supermmarket-
g mother, Play It is after the
amer, “| believe our big
advantags over many ol our competitor
y we are gamers first and
foremost,” Cale says. This philosophy has
led Play ft to assemble a particularty
interesting selection of games. One launch
title was Cel Damage Overdinive, a

PlayStat varsion of Pseudo Interactiva's
h game Cel Damage. originally
released by EA.

e who has playad the game will
it's ground-breaking, and as a gamer
" Cale explains, “To ke fair to &l
think the Xbox version found iself
1 & sea of monster titles. We were able
developer the chanc
smaller busness.”

shopp

that cuite s

tobed
Anather

big fish in

Bust-A-Bloc

PLblisher: Midas Developer. D3 Publisher
Crgin: Japan RRP: £15 Value for money: 2/5

A version of Breakout updated in 3D for the
new generation, Bust-A-Bloc suffers from
that most basic of problems — the ball
moves too slowly. Partly this is because ofa
mode where you can spin the paddle to spin
and speed up tha ball, but it's so fiddly as to
unbalance the whole game. Apart from that,
however, there are plenty of differant modes
as wall as an extensive power-up system.

coup for the firm was secunng the rights fo
Underword - a game based on the
recently released Kate Beckinsale vampire/
werswolf movie. "Much bigger companies
than Play |t wera chasing the titley’ Cale
confirns. "l think we succeeded bacause
nat only do we have great relations with the
companies behind the game but also
because the developer can ses the
poter of Play It to sell more games.”
There is a fesling. however, that budget
PlayStation2 publishers are becoming

15

victims of their own success, Companie
such Oxygen, Dreamcatcher, Metro3D, XS.
Sammy. Agetec and Davilex are now
publishi PlayStationz, adding to the
competition. Some early entrants, such asg
German publisher SWING!, have already
flounderad while others, including lgnition

and Zoo Digital, are currently rethinking
their prices. Meanwhile, even top-tier
publishers such as Ubiscft are Lsing the
freedom offered by Sony's stratified royalty
rates to reieasa big licance games cneaply.
nclude Chariie’s Angels
ar, Hiddar Dragon
which, having missed the marketing

3 offered by their respectve film
licences, were quietly pushed into retall at
220 [Prince Of Persia sales also picked up
drarmatically when Il was promoted at this
price, which speaks volumes about cost.)

Fecent exarmple
and Crouching Ti

Ina market where onainality and
quirkiness are tao often soueezed out by
it's time to embrace

x won't find the

commercial concems
pudget garmes. Sure, 4
next Final Fantasy. out you might

find someathing you enjoy even more.

European Tennis Pro

per: Magical Company

L2 for mao /5

If Magical's HardHitter? was bad, then its
Eurcpean Tennis Pro is awful. A cut-down
version of the mare expensive game, it has
aweak training and hints system, which
makes it even harder to get to grips with.
What it does offer are singies and doubles
play, along with five different court surfaces
as well as World Tour and Exhibition modss,
far fewer than in HaraHitter2.
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Sy approval only

Part three of Edge’s look at the world of game development
takes a look at the issues surrounding a little-known step in
the console scene: the submission and approval process...

An unusual state of affairs

Joe Booth, dirsctor of Eurcpean product de et




The Microsoft way

Microsoft requires pi : it their initi mE propo:
i Each certification te

proposed it

suitability of

baseball game would ha

the LS, for example. Other fact
support or if the game

But the most i
approval in its plans for Xbox idering the PC la
pro s. Adrian Curry from Microsoft explains the firm's i
and how it has changed.

How did Microsoft view the approval process when the company
launched the Xbox?

targeted demographic. It would be no
publisher or the format holder to la

attr.

How has the software-approval process at Microsoft changed since

Xbox launched?

s for a slightly younger audian

such as The Sims.

h
N
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- LS .
-
irm i Lo mal

blems stil &

N the game but,
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this is a

and then vou
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nd a game can be
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The aim is to prevent a console from becoming flooded
with poor titles, to stop good titles being overlooked in the
face of similar but inferior titles, and to protect brands

The Nintendo way

-ores games in fi

rating from 1-100

ponse, plar
arity of game

T

mplishme

play value, originality




The Sony way

Sany prefers the publisher to bagin by mitting a concept submission,
usually a cut-down ver e n outlining the prope C
n group, then presented to
ymmittee during regular product proposal
of the big thres to offer conditional
or fail. It bases
1 devalope record, the licence (if appropriate), and the

proposal itself. The types of app

Full approval

The golden ticket of the

the submitted tith A
’ ST

din

et

This indicates that the proposed title Mo
SCEA product code will be assigned to the p
publisher is required 10 submit work-in-progr
e -

QA and an
C e proposed title but

eCjL ) outlined by SCEA.
These requirements could be anything frc : ecified frame
rate to eliminati sible g6 maetry.

In addition, the publisher is required to
scheduled by SCEA thirdparty account management, and subsequent
may be scheduled by SCEA,

Milestone

Milestone ap i for titles that have not yet m

quality standards. Th X 2EA product code and the
publisher must schedul atio EA account
management if it want atoh During this revaluation, if
concemns have been ¢ . = I b aded to a review or

ramain then the title

Non-approval
The deat on-approval (a deliberate sems:
: oposed titke has been n

IrKing

continue to be publishe

'-_-'.-|| nas 1o |"l-_-
somelimes
1as been written, just going by the

itation and meaybe the publisher's

ewer developers working for fewer publishers is seen as
a means of guaranteeing fewer titles of higher quality that
generate more revenue, making the industry friendlier”




osts and time for future titles,
wer garme qualty.”

eme this possiole
A e, it makes It increasingly difficult for
svelopers and pubishers to get 2 break, With the
= manufacturers wanting to release fewer

s, publishers are forced to look for bigger hits.
hese titles require higher production values and bigger
idgets;

which makes the publishers ever mors nisk

rsa. This in turn means developers are looking for
more established genres
epts to try to co
that their game is

Schneider offe

rd more mainstream
scaptical marketing

that make the P82 shine. Sony al
threats from Microsoft and Ninte
want inferior games on their

v 15 also clearly the mark

to pick and choose their tities.

guararitee us a st
and ensure the videogame i
1 artistically and finar

triple-A titles
y continues to thrive

pian alternate

reality, if the pn s utterly falls, i will drive the final nai
inta the coffin of the small or independent developer
and guarantee an endiess stream of ‘safe’ generic
products with high production vaiues and Iittle eise,
Booth offers one final insight: “Lock at what
happened to Atar and the VCS, ar what's happening In
Japan where the market is faling by ten to 15 per cent
per year. There are no guarantees that there will always
be such a demand for videogames. What happens
when someone pays £40 for a crap game — does it tum

the publisher, the hardware

hardware
ignifi
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Grand Theft Auto Il
The Xbox teration's custom soundtrack facility has
deivermd & new siant, Taking down your anamies to

Tha Wha's "Won't Get Fooled Agaln' can't be beaten

Lemmings
Re-visiting the old ciff

The least obvious rhythm-action gams around, with

Eftright and brake/gas foe instruments, scresaming

One more time

ell, that's not entirely true. We love a certain kind of
W repetitive game. It's like there's good stupid and bad
stupid. And good repetitive is just plain good.

Why, then? It's certainly a kind of Zen - that warm,
solid bedrock of a second-nature operation being
repeated over and over to the point of instinct, There's
physical warmth on top of that, too, and maybe it's
peculiar to people who have played games for a long, long
time: it gets the blood flowing to those chilly fingers and
forearms. Tapping away like you're in the Morse code
championships is a good source of natural heat. It's Ready
Brek for fingers, provided they've been tempered through
years of mashing the pad at escape velocity and cradling
those twin analogues like very important children.

There's honesty in repetition, too. You can't hide what
you are if you're the same 30 seconds being repeated on
a loop. Senous Sam (below) has to bare its pump-action
manifesto within minutes, No hiding behind mini-games,
sleight of gameplay or clumsy attempts to meid genres
like so much poor recycling. You have to set out your stall,
wear it on your sleeve, and hope that the player wants to
stay: no timewasters please. It's much cleaner than having
to suck on a game until the ten-hour mark before realising
that particular gobstopper has a core that's been injected
with piss. Thanks to this speed-dating honesty you can tell
within five minutes whether you'll gel with what's on offer.

And the pay off for single-button shallowness is often
a wealth of pizzazz. Games like Otogi 2 (p104) or Bujingal
(p110) or any of the new wave of demanding shooters that
offer exponential high scores in retum for a thesis on
single game mechanics: any concemns about longevity
soon vanish in the face of so much expiosive beauty

Then there’s the therapy of it all: returning toa
repetitive game is a lot like aiphabetising your CD
collection. Remedial manual labour that aflows your brain
to go and have a cigar and a nice long bath. And. finally,
there's the nacessary relaxation on behalf of the player.
You've got to be able to let go and just cha-cha-cha with
the one-note rhythm. Put your brain into freefall, and let
the gravity of a choice-free system do the work for you,

Any other reasons? Probably, but who needs
more depth than this? Sometimes we just don't.

§ L —
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Final Fantasy: Crystal Chronicles

Nintendo Developer: Square Enix  Price. €40 Raloass: March 12

Although the towns and villages are lavish
there's next to no interaction - you can't enter
most buildings or open chests or cupboards

yOu

or reset the

squandered, For Square

arme which requir

designe

organisation, expense a
the part

probable

all that eff

rs on

fope in Some a

calls, two ca

they taki

sn't for

In the singleplayer game, the chalice is
carried for you by a Moogle, making
exploration and battling far more
dynamic and flexible than in the
multiplayer mode, And you can dlie clu
customise him with spray-paint every lull; enly 1o dis

fact that the chalice can be knocked

's hands by

Tpanio
able to battle through

tehing them
) every battle and reviving them at
ver that you simply

strategically frustrating and difficult for the
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Attack

Attack

Previousty in E118, ET2

In singleplayer, magic globes are combined to
create new spells. Multiplayer characters must
overlap their reticules to trigger elaborate
attacks. It rarely works in the heat of battle

| here 1S 30 ML

that sesing it go i
are three ways to get the best from it. Firstly, play

stential in Crystal Chronic
ste s almost painful. There

singleplayer. |t shapes up as a simple and
pleasurable adventure — Final Fantasy relaxing by
the beach, For multiplayer, either assemble a team
and play together - and only together - from
scratch, or buy

; of the game each and

POwWe: haracter in smgleplayer b
Wng together for the occasional rumi

remember that it a dungeon gets too tough, you

up your ¢

can switch 1o 5'|'|;;|ED ayer and waltz through on
Its much easier settings.




Armed And Dangerous

Xbox {wersion tested), PC  Publshar Activision Developer Planet Moon Studios  Price: £40  Rad

instant disrmissal, What Planaet Moon Studios

lLitely

jenerating DAMacks

of roaches to the

lance o Planet Moon's

Fiie]

SNIpers can peck av At yo

and you can return firg with y

ed nfle, the 2 alming vindalon rock

CRAenimdL e TR

Your pair of team mates seem to have been
included for the sake of the cut-scenes only,
due to their guestionable usefulness in battle

S bitz o nd-out

Wi NNt

Wing dings

combat, backed by colourful, thoughtful

The jumper waars from t

and br

pace, allo to boost yourself up and

glide huge distances, It makes you a far

full-on bauncy

mare confident marauder, wWwrning the

ial to only slig od gunplay.

Every handful of levels is punctuated with a stint of base-defending from the luxury of a mini-gun = = 5
pod. Those dets in the distance? They're formations of enemy troops about to spill over the hill Jge rating oeven t




aze: Out now (Japan) March 19 (UK)

The hunting rifle brings with it a welcome
empowerment, but you can’t use it without
equipping the sight. It takes several seconds
to zoom in fully, meaning that close-quarters
combat becomes a farce: it's impossible to
defend yourself despite toting a massive gun

Previously in E128, E132

Harumi Yomoda

The plot takes in one of the grandest arcs ever
in a game. The episodic structure - replaying
a ‘loop’ reveals details and sub-episodes -
allows it to unfurl with the intricacy of a novel

teful whinge against
vith the box art

s dubbed soundtrack really does

irg the atmosphere 1such an
izhed reliance on Japanese faces,
the coherence,

accompl

words ar
nal language

amaging. and seem
unnecessa sersight. Imagine a cockney
jubbed version of Jean-Pierre Jeunst's

vie ‘Amelia’, and you get the idea,




SOCOM II: US Navy SEALs

at: PlayStation2 Fublisher. SCEE T

« Zipper Interactive  Frico: £40 (without headset, £50 with) Felsase: March 12 Previgusly in E125

=re N the first gar

nas and a mendier fro

JESTER 18 FoLLOWNG

 WARDOE = FoLLOWNG
A THRNDAL T FOLLOWNG

Stealth plays a significant part in some of the
missions, and the use of a nightsight can be
essential. The enemy Al responds intelligently
to any alarms you set oft, so care is neaeded

offling) or

entartaining. but

Sony has overhauled the online frontend, making it easier to find and chat with other players, = o
before choosing friends and forming clans, Lessons have been learned, it seems, from Xbox Live } oIX t



James Bond 007: Everything Or Nothing

Format: PS2 (version tested), Xbox, GG Publi

elopar: In-house  Price: £40 ase: Out now Praviously i €125, E132

ut the

i mission,

L Until about the

Hon Ever

Bond's thermovision can be engaged in dark
areas by pressing the select button, It would
have been a novel touch two years ago

Magic moments

Pr

the left button an th

triggers a bullet-tima affact in v
can observe his Ei_rrl'.‘ll_ndl‘(_;iu angs

helpful objects to ger Bond mom

e, t

more prod

spanners at

ba ort

get killed in the process of trying

The animatian, Al and ferocity of enemies is generally good, but once you've cleared an area guards Maybe that's the paint {they're more daring),

Five ten can often re-emerge from locked doors, Targeting enemies in front, never mind behind, is clumsy but too many feal cliché

ointless.



Carve

Format: Xbox

w &

Jacs g0 0-4 5908

w o S5 ‘ s O 58
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01:13:07

w 113" &
7 01:15.04

The ability to perform water tricks (the equivalent of Tony Hawk's flatland tricks) while staying
on your craft becomes crucial in order to gain that vital advantage over the aggressive Al riders

Previously in E1

aclly assoc

being more

wrives and turkey than it is with ws

even ‘Sea-doos’ radomarked

for the horribly vague 'v

d nomenclature out of the

Aried oirt Plentiful ramps
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Nightshade

at: PlayStation2 FPublsher Sega  Developer Sega WOW nce: £40

5 denouemeant

e a ety wiord,

The crustacean-style enemies are dumb and
can be killed by ghosting around to thair rear.
More variety would have benefited the game

a Tokyo highwa

vehicles are bombarded with miss

it's no sible to stay on any one platform

for very long. Air-dashing onto the s

articulated trucks looks cool, but or

move puts the heroine on the tarmac and
back to the start of the lavel again. It's a bit
like a frenzied version of Frogger, albeit

asses nesd not apply,

3 - The air-dash is the game's most critical move, and is aided by a lock-on function. It's possible to
=8, Six ®en travel long distances by attacking and killing a succession of winged enemies, but it's not easy ane in which all the logs are on fire




Otog

r: From Software

eloper In-house  Price: ¥6,800 (£35)

Formal: Xbox  Put 1sa: Out now (Japan) TBC (UK) Eroy

D5, B
HELCMITITAHESR

1 ramote-contnoliec

light show of ungodly destruction with an

sity that's rarely seen, Anyone expecting

play that g ond simple o and
comba-jugglng acrobatics will be left cold
bt e =] =an wallow in what must

08t narealic otic and

Thare are now six playable demon-killer
characters instead of just one. They boost,
pose and attack with an unmistakable sense
of ground-shaking power. This is most
definitely the way to do heroes

In some ways, Otog/ 2 is one of the most violent
games ever made. The amount of sheer
destruction that can be wreaked on each of the
27 stages is both breathtaking and satisfying




Sonic Heroes

Format: Xbox (version tested), PS2, GC  Pubiisher: Sega Ueveloper: Sonic Team P

Faisase: Qut now

been several years sirice gamers moved
from the 180it era; but Sega, It seems,

ling to find & comfy see
neration of hard

oop anandon — still have no

e In 30 platforming, and

d by the idea of
haracter move this fast in an

5 more than just a racetrack.

on to slow down, disp =

1 the shark-like cbsession of forever
maving forwards, and think a little
team offers a speedy, fi
characler tha

when you nead to ¢
strengths. A litthe bit of strategy, th
To its credit the game cpe
and the mult

cice pathw

you — Clearly sighposted as b
character can take you wh
enough to su 5 y
h each subsequent
tevel, though, thal sensation flakes away as

sked his 30 curse, \

you reglise that nothing really changss,
whether bel

genteams or levels, except for

death by a

risk of being flung tay

deadly mix of camera and mamentum, The
numizer of times you'll plummiet Into oblivion

due 1o the confusing and |erky

samerg
close combat, or just through m

fur)

ssive, Rareny de ng fesl like the
er's fault and, In typical Sonic Adva
ashion, the best bits are when you fir

the majarity of

ontral has been ta

oria &

caps velocity.

The puzzles

il

treally puzzles, ard the
teamwork isn't really teamwork to any great
extert, just a facility far the player 10 make an

artitrary choice th

ifter sees them opting

Mot aven &

00:08%yE

' oo

ad, stutterad

uUNmMeving expenence.

Edge rating Five L of ten

Previcualy in E125

Lafoenumostied, rigne

Like so many of Sonic's adventures, the game opens in a lush tropical resort, ends
with a stand-off atop Robeotnik’s mobilised fleet and takes a detour into a giant
casino with Sonic as the ball for gigantic games of pinball and, enjoyably, bingo

105



Goblin Commander: Unleash The Horde

1. PS2 (version testad) Xbox, GC Fubisher Jaleco Dovalops

Taking direct control of your troops gives the
game its co feel, but is most useful for
cormrecting mistakes in the Al's pathfinding

Toytanic

Each clan can build a single Titan, a
behemoth fighting m:

control of the player.

. Maost satistying

Release

AtYack

Control

Stonekrasher

Aside from troops and Titans, the only other
building options are towers that will offer a
degree of automated defence for your base.
These become essential later in the game as
the odds stack up against your goblin band

paradao

for cans

visual styling of th

far from being ot

rentional

leparturas from col

nd make no fram the

N of the Ly

t has not t
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Kya: Dark

Format: PlayStation2

Lineage

- Atari D por- Eden Studios  Price: £40  Ralease: Out now

There are several mini-game huts dotted
around, which let you play against friends or
gamble your money. It's never worth your
bether, though, since they're dreadiully dull

Sons and daughters

Kya, the game’s elegant, acrobatic heroine,
s sucked into & mysterious world via an
even more I'H'J'StEI'IO'
half-brother as he meddles with artifacts left
by her especially mysterious father. IUs a
traditicnal fantasy varn with a modern social
twist, as Kya's hostility to her father and
curiosity about, and resentment of, her half-
sibling get mixed ug in a traditional battle

of cute and fluffy versus dark and gnarly.

portal opened by her

Kya can't fly as such, but drops from a great
height let her glide and swoop. You'll need to
find a soft landing spot, however, or you'll die

Praviously in E124, E128

hings that ars wrang with Kya are not
T what you'd expecl. As a represeptative of
that most dreaded of genres, the hybrid
platfarm jan"t— it house: y
gamin f_] frus
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Prnce Of Persia flui nd the gliding
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could hope farin a game of this 1
nstead, what blights Kya isafg Ja\,J 1g Of
basic frustrations as the contrals b
asingly fiddly and unreliable
difficult game, but &
be cursing the
‘Press Sguars to clmb', the game instructs
chesrly, when s is ‘Press Sguare
o trigger the climining & on for a few
nd then fall to your death.” Althoug
wotched, as fallng
graat & height will r

e,

controls and n

at it me

t your position
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fisual or aural ¢

what's just happened.
Structurally, the game is a waking

rightrnare, The hub world is

ssarnily confusing 3n-:1 it is possible to

2ritial power-LIss,
y. you're not always given & clear
mand |
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vithout enough monsy

painter slbout whan ta
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' discover

buy some essential pi
backtrack whethe

What's demoralising i how much there is
n the game that is good. Visu
richness 10 the world w
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man. And the se

vibrant splendour of Ray

ya dives through the sky from
one vast island to anoth en enough to
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Publisher: Take Two ioper: lusion Softworks  Price: €40 Release: Out now

Auto Il and if there’s anything today's

ers will by, t's a GTA-alke —t

significantly t

cture and narrative to make it m
P32, the ¢

by at home

pted to replicat
It F

EN.C

bBeautiful cut
ither issues
ma hard

The chief problem, hiow
ombat: aiming with &

Five orten

Whiplash

Format: PS2 (version tested), Xbox, GG Publisher: Eidos

Despite the simplicity of the puzzles, it's
an unnecessarily bewildering game for
the first hour or so. There's an RPG's
worth of menus, full of abilities and stats
you just don't need to know about yet

=r: Crystal Dynamics

e £40 FAelease: Out now

Control problems make themselves
known when the game begins to get a
little tough, kicking off with the hotel
mission (far left) in which you must
assassinate a target, retrieve important
documents, then set the place to blow.
Though there is room to drive with some
abandon (above}, the physics system
isn't as complex as GTANl's. This makes
for a less dramatic driving experience

om the chem

also does st line ir

e Al =llj ancing hum
There's also a suc ful take
- the numbe

anough to sab,
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Romance Of The Three Kingdoms VI

er! In-house  Price: £30

h Romance OF

T he problem wi
5 that it-will be

irripen et A e who hasn'l

i

the previous tities in th es, The scope of the

arge and almost

ireat

Auto 7. : S through varicus historical scenarios that impose
Wait : ) ' - = == v cut o miply running a

game is simply bewildaringh

concerting -ended. It is possible to play

kingdom but, Lt

whatavar you chaose. The mud

Policy
sonnel

s take care of 1

s, for example. Given that K

ally just an online manual, the best

Military

The game's structure expects you to hit
the ground running. Which is fair enough
- it is the eighth instalment, after all. In
all likelihood this will be the first chapter
experienced by European gamers, and
consequently a bewildering experience,
Family ties, friendships and rivalries, for
example, all add an extra dimension to
the game, but the sheer number of
Chingse names

learning ths ropes s to play through these differ

et 3 B : : ¥ s ranks. Only the maost ardent grogn:

i dent the surface

is enormous strateqy
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Bujingal

Format PlayStation2  Publ Taite Developes: Rad Storm  Price: ¥6.800 (£36)

2 Out now (Japan) TBC (UK)
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The potential for combos is facilitated by
the generous pericd of time between hits.
It's easier to link huge chains of attack
than in, say, Otogi 2, but the dearth of
enemies makes it feel less intense than
From Software’s own momentous slasher
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Hyper Street Fighter |l Anniversary Edition

Format: PlayStation2  FPublisher; Capcom  Developer: In-house  Price: ¥6,800 (E36) Ralease: Out now (Japan)

Then it's propery down to business, and a

surful trip down memiary lans reverberating with
endary sounds of Hundred Hand Slaps and
fngles that accompanied a milion grudge matches.

s Super-po

anl will p

Edge rat Eight ot o ten

Puyo Pop Fever

Format; PS2 (version tested), Xbox, GC  Publisher: Sega Developer in-house Prices 820  Raslease: Out now
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Puyos fall from the top of each screen,
and must be arranged to form groups of
the same colour. Four or more go pop,
but the trick is to organise sequences, or
‘chains’, that will cascade for bonuses

Prenviousty in E133

One of the most enduring gameplay
concepts from the early '90s, Street
Fighter Il still holds up today, mostly
in terms of twoplayer bouts. During
breaks from combat you can sit back
and enjoy the 'Street Fighter' anime
DVD also included in the package
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The onset of the mission is preceded
by a briefing addressed directly at the

player. This app h forges a p
prelude to a game that fails to deliver

Retrospective

With the likes of Sewer Shark, Double
Switch and Ground Zero Texas entering
the Mega CD catalogue, it's fair to say
that the ‘interactive movie' was the
product of a naive approach to new
hardware. Numerous titles have

to offering decent thrills, partly due to
the efforts required to render the
illusion of freedom, but also t of
their lazy scripting and poor acting.

Night Trap

Edge takes a fresh look at a key release from yesteryear

retrotest

echnically speaking, Night Trap is the

videogame equivalent of the
breakthrough to moving pictures from
still photography. However, the error of
comparing Digital Pictures to the Lumiere
brothers soon becomes apparent.

The premise is simple — take control
of a series of cameras installed in a
remote house and use traps to prevent
marauding vampire/alien hybrids harming
the stereotypical occupants ~ scantily-
clad young females. Hackneyed drivel or
postmodern irony? You have to favour
the former - see the box art for proof.

Control is fairly simple, allowing the
player to monitor activity in various
rooms via different cameras. These are
selectable, and permit the game’s
different activities to unfold over a
number of sittings. Clues to the mystery
of the invading forces are strewn about,
and the choices of which room to
observe and when form a loose schedule
depicting likely attacks.

Unfortunately, in terms of neutralising
attackers, the success rate needs to be
100 per cent - arrive late on the scene,
or be looking elsewhere, and a repeat
attempt is necessary. Within a short hour,
this approach becomes intolerably
tedious, watching the same footage over
and over a chore rather than a pleasure,
and given the prerendered nature of the
proceedings, the chance of variation is
zero. Suddenly, the game’s need to
manacle the player to its timeline
becomes all too apparent.

In fairness, the leap from 2D bitmaps
in 64 colours to full-motion video (FMV)
with Red Book-standard audio initially
excites, particularly when in-game
characters address the viewer. The
experience is unlike anything else, both
thrilling and absorbing, but it doesn’t
last. The acting is laboured, costumes
are unimaginative and, most important of
all, the gameplay descends into the most
banal mix of memory-test and
guesswork. Night Trap is an overblown
husk, barely deserving of the label
‘entertainment’, never mind ‘videogame'.

The allure of the ‘interactive movie’
is proving too much to resist for some,
and Night Trap is not the only game
pushing the FMV genre. But it
could well be the worst. E

Three out of ten

16:09,
ENTRY MpY
Possible 5%

[aptured 55

el

1113 i g ep g8:17 RED

2, Mn oy | IE," Hill2
e

e S

Mt P |, =

Fossible 40

Captored 5

The actors employed as characters are little more than , bar the i of Dana Plato of
‘Diff'rent Strokes' fame. Oamnnmm:.puhqn,bmifsnmmsachngmwlappealmsumegameru







the 'making‘bf. .

The making of...

~ lapper

Looking for a game to play in a bar, two coders hit
upon an apt concept: beer. A legend was born...

P

Y ot all gamers are teenagers.
W in arcades. Such was the
early '80s decided to sidestep its.

of pinball machines (his most
successful was with the rock band
Kiss for Kiss Pinbalf). With Bally
Midway setting its sights on
developing a videogame for the bar
scene, he thought who better to go

Origpnal fonmal: Arcade:
Puicsshor Bally Mi
Ongin- US

Oniginail reloase date: 1983




Cocktail versions of Tapper are rare, only ever reaching the UK
via specialist import. it's a cabinet for the true collector, then

after than Budwelser, the 'King of

Beers™? Nieman landed the contract
and the pump was pnimed for
suceess. Bally Midway had a
competition-free arena and the king of

all licensing deals. Now Lhe thing

teft to do was to create a fun game.

Toy think tank

the earty '80s, Marin Glass and

Associates, a toy davelopment

think-tank, began pitching videogame

ideas to Bally Midway, At the time, the
manufacturer didn't have the full-

blown videogame development

capabilities to simply accept i
neaded finished games. Most of Bally

Midway's energles w

re being spent

re-releasing games imported fr

Japan. If Marvin Glass wante

into the videogame business, 1

company would have to de

nalets

games itsalf, \

attitude, the toy developer looke

1e}
(w]

within the family for lech

Twio of the firn's partners

sons, Steve Meyer andd Scott

Tapper's gameplay begins at a sedate pace, but soon becomes frantic. Prioritising your barkeeping duties is the
comerstone of success, flinging fresh flagons towards appreaching customers while watching out for empties

< 116

Mortrison, to begin a videogame

development division of the company.

The two a5 programmer

and arlist, respe Iy, Four years in

the videogarme business, the company
ended up creating six games for Bally

Micd

v, Tapoer, the company's third

gams developed for a very
5 audience: beer monsters,

Only here for the beers
Knowing cnly that the game would

gppesr in & bar, the idea for Taoper

astion from

began with a simple su

Meyer: “How about a

game v

you're sliding beers back and forth?”

At first, he had no idea what it would

look like. Thinking of images he had
seen in countless westerns, he said to
Marrison; “It would be fun if we had a

guy that was actually filing beers and

throwing them.

there? Go make a bartender

make & beer mug and a bar and |e
see what ha
And this

of Meyer and M

vas essentialy the be

ison's working

refationship — the two sat next to each

other ting on ideas, When

they hit upen an idea they liked,
Morrison would draw it, Meyer would
program the gameplay and together

they praved it would be fun. “My belief

eloping videogames back

apout de

hen was that you started with a
coupie of elements that were fun on
e screen and you grew it from

e

Ower time. all the elerments dic

fall into place. First, the bar patrons

Inched their way down the bar,

towards the bal
2. O

sliding beer knocked a patron back a

snder, demanding

Eo ervad, the force of the

notch. This appeasement anly lasted
for a moment. and demands on the
partender’s time Increased. A finished
drink produced both an empty glass,
that was pushed back towards the
bartender, but alsc an irate drunk
demanding more beer. The player had

to catch these returned glasses whils

still =arving beers. An empty glass that

reached the end of the bar would

braak, and & drunk who reached the

Suntory, a brand of beer from the east,
replaced Budwaiser in Japanese cabs

end of the bar became fed up and
wiollid shide the bartender back down
the bar, smashing all the smpty
glasses in his path. Both situations
resuited in the loss of a life.

Aftar all these elements w

place, Morrison and Meyer knew they
had sormething fun, but it still wasn't
challenging. It wasn't a game. Tapper
only had ane bar - it needed another
one. By adding that second bar, the

‘'sormething fun' turmed into a ‘game.’

“You've got a bartenager having to

h bar to be at” says
Meyer. When ane patron is dnnking,
do you have time to jump down to the

other bar to pick up glasses and senve

the cther patrons? Cwver time, those

two bars grew into four and Tapoer's

gameplay was complete. The next

step was to add colour,

Patrons

A lover of cartoons, Morrison created

gxpressiva characters with personality

and defintion, He used a live model,

co-worker Mike Ferris, as Tapper's

bartender. Momson descnbes
as a big jolly guy with a giant
moustache wha always wore a red
T-shirt. If playing Tapper brngs a
sense of videogame déja v, it's
probably because you've alsc played
Doming Man, whera the Ferris
bartender character made his

initial appearance.

To help Marrisan create the
characters he needed, programrmer

Elaine Hodgson improved upon the ar

tonl £ nie. “[lt] was an Atari jo

handla with

mounted on top ot a G

a seriss of phones buttons on top of

the handle, " expians Morrison. He



bar, by

a salfety pin

Too many legs
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iggest challenges with
o work around the

3f the NCR sorite

Hons ¢

lation format, This system had

on how many could & oved

n simultanecusly. “You

to be very clever about ut

LT Mermo ce to make

and your spat

t ook, fike t resn was

¢ active,”

s Mornson.

rites were needed to create

a full-body character; a haif-body

cusly used just one.

Tapper's first design, the

ender was behind the bar and

i atrons wera in frant, This

uration required Maorrison to

flegs. That v

simply too many

tes, By moving

the patrona behind the bar

barman in front, the rz ull bodes

to half bodies was reve

1, lowering

Nt by some

gl

he explains, "Iy Bie, while in

ard and

that window, to

duicky a could win the game.

Heomweer, to take

=
wiould beg

more dificult again.”

Non-stop belching
Sometirm

oL act

case with 1

the
o the Tapper
OO

TNKs, DEers ano

nd j ted burping.

k on the misguided

e put itin,

" The game was

rinks weare being

o quickly that you heard

ching. In the end, the duo

the burps or the

“My belief about developing videogames back then
was that you started with a couple of elements that
were fun on the screen and you grew it from there”

The difficulty with difficulty
Bu

arking because

Tapper's difficulty cu

was oo

until it reac

e IMpossioe to

ay. Bar tests at The Snu

ed. Responding to

frustrations, Meyer mads the game
eager, .. but'only for a moment. "Once
o were working there would be a

window that would all of a sudden get

alittie b easier. And you would hav

to.re

griss when that window was."

We love drinking games

While manulacturars aftan shunned

2 inel desion dus

high production costs invalved, Bally

ay went all out for Tapper with

ired foot rails and cu

=1
sing deal, Budweiser got in-game
5 a billboard on the

peer tan's handle controller,

3,300 units of Tapper

manufactured, the game’s success

began 1o move from ‘the street’ and

nto arcades. This wasn't the exposure

"

This Tapper concept art shows the original bar configuration, with some customers in front and the barman
behind. This plan was eventually dropped because of the difficulty in animating the reqguired amount of sprites

B.

alcohol o minors was, and still is,

lickwery wanted, as ad

legal. Somy, Budh r, Bally Midway

reeded a farmily-frigndly varsion, and

quiick. In less than two weeks, Me

and Morrisan developed graphics |

ol Beer Tapoer.

e VErSion:

Today, Marnson is the vice

prasident of

rketing fo

oroch

opment company.
isses the days of
oration: “You can hava

game and, like we did

can really begin with
something that you think is fun and

thit,"

Today, a £30m PlayStation2
game requires high-level engineering

planning. As a resuft, the fun elsments

of collabaration get thrown on the
back burner. This is a mistake,

believes Meyer, who stands b

adage that “the breakthroughs

n gaming come from tha

Budweiser

Tapper's bonus game involved watching a row of beers being
shaken, the objective being to pick the single unmalested can

T



Examining gaming history from Edge’s perspective, five years ago this month

Giants - lucid, beautiful
and destined to sell about
six copies © Edge's first
look at Rebellion’s excellent
Aliens vs Predator = The
shy and retiring Gary Penn

The shy and retiring ‘Daily
Mail' & UltraHLE makes N64
emulation a reality, and Edge
isn't quite sure what to think

The magazine does its
misty-eyed retrospective
thing with the Amiga

Psygnosis coughs,
chokes, and signs itself over
to Sony 2. The first ever
Reset. Careful, kids, herein
is a pertal to ten years ago...

Um Jammer Lammy:
“Whataver they're taking at
SCEI it must be expensive
and illegal” 10 The PS2 in
March 1999, Maybe.

o

From here onin tings

e starn o v

g wit away from the &

stronger Edge 1

cf the magazi

ttanlicns on nticipated

o an
anather n
assessmant of 1

(e

PSYGNOSIS

He doesn't have any idea what
were planning...yet!




Letters, Edge, 30 Monmouth Street, Bath BA1 2BW

Or email (stating ‘Inbox’ in the message header):

et
x > Communicate by post:
I n edge@futurenet.co.uk

Regarding the feature - 132 anout
massmarket games, where you touched upon
Japanesa games' reduced market share in Europe:
one explanation could be the amval of Xbox, with
ts inevitable emphasis on games developed in the
west, Another explanation could be the massive
anime boom in Japan, coinciding with stagnation in
the games industry. This means more resources
are used to develop game tie-ins with currant
animes {this works the other way too, with games
being tumed into amimes, such as Sonic). I'm
uncertain about the quality of these anime-refated
games, but they seem to be dominating the charts
in Japan. Since Japanese anime is still rather
underground in Europe (thers are signs that this is
abeut to change, though), vary faw of these games
will ever be released hers. The faw games of this
type that have been released in Europe have
suflered from poor translations and normally anly
feature American dubs, and so they are ignored by
anime enthuslasts. A third explanation could simply
e that western developers have become mone
skilled at making games, with production values on
a level simitar to the Japanesse

Svenn Ramio

What's certainly interesting, though, is that
Japanese developers are now siriving to make
more games sulted 1o wastarn tastes, Expect
these plans to bear frult soon.

| read with interest the articles on the new
dnve towards pushing games into the mamnstream
(E132). Much as | applaud the ikes of EyeToy far
making gamas as entertainmeant more
appmachable to new players, it's not enough to
really capture the imagination of a mansiream
audience. Why? Because it's still only
entertanment. and nothing more.

There arg several things which separate the
worid of games from the mare socially accepted
farms of entenainment and (dare we say the
word?) art, such as music, literature, TV, cinema
and painting. By far 1he mast important, in my

opinian, I8 that games are an interactive, immersive
axperience, something conveniently forgotten when
putlishers boast about their new gama’s 'cinematic
qualities' {that means more cut scenes and less
gameplay to you and me), and painfully dragged

up agan when eritics remind us how fragging bots
in & deathmatch is more fikely to cause kids to gun
their schoolmates down than, say, 2 violent movie
or Manlyn Manson.

An interegting example of a game that thrved
on this controversy, yet came close 1o showing us
the way forward, s GTA: Vice Gity. The GTA series
has always deliberately sold itsell on its strong
themes of violence, drugs and prostitution (not
unsuccessiully, | mught add). Yet it seems iis
creaters shot themselves, and the industry, in the
foot with this strategy when the media fell over
itsalf to criticise its nomination for a UK Design
Award. The result was that a breakthrough for the
games Industry was hampered by the fact they
had to censor the product to be nommated. All
referancas to viclence and cominal activity were
ramoved from the version exnibited, In other
words, they had to remove evenything that made
the game fun. But the sandbox design for which
they got the design credit n the first place seemed
to me fo be the first baby steps towards games as
a meaium finally being able to exprass themselves
In & concrete and meaningful way.

Science fiction had a hard time coming ol age,
but few would now dany that the likes of George
Orwell's "Nineteen Eighty-Four’ had a profound
impact on tha world's consciousness. Good soi-fi
writers can create a new, fictional universe ang
then explore the concepts and idesals of that world
to refiect upon our own world, our own morals and
ideals, Games not only allow us 1o see that
universe but to become a part of it. to form our
own views on it rathet than being force fed
opinions, however subtly. by the authors. We can
give the players the chance to live in that world. to
become the protagonist, to shape the outcoma of
the story and learn that there are conseguences 1o
their actions. There's no reascn why games can'l

entertain and inspire people al the same time - th
two gualiies go hand in hand.

it's tims for the games industry itseif to accept
responsibiity for growing up and using this unigue
medium to really say something, Whal happens
when garme designers finally find therr volce? Wha
happens when we finally stop the debate over Lar
Croft's bra size and come up with a female
protagonist that reflects a realistic portrayal of
women? When violence has a reason, a
justification in the game world, rather than being a
cheap catharfic thill? |s socisty ready 1o handle t
runaway giobal commercial success of something
lixe Pokémon coupled with the social insight of
something like ‘Brave New World'? The sooner
developers and publishers wake up to the
possibilities, the sooner we can all feel proud of
this medium we lave so much, and the sconer we
can dare utter words such as ‘mainstream’,
Alex O'Brian

After reading your arce about Manfun
(E133) | went back to last month's review and
re-read it, and also found the Lon and Lamb
website article. Surely, of all the videos and firms
that are made each year, we aré aware that they
aren't all made as “fun for all the family 1o enioy’ —
their certification gives clear guidance as to who
they are suitable for,

Why, apparently, should that not be the case
lor videogames which also have clear certification
The argument againsl violent content in games
because children have access to them just
doesn't wash when all sorts of undesirable
content is available on TV and vigeo. Many more
children have access o thase mada than would
have access to games cosing up 1o £40 (of
which many are also rated as 15+ or 18+
anywayl. If you watch any soap opera there’s mor
than enough foul language and viclence to ge
around, and that is considerad acceptabla for
early evening family viewing, I'm sure that | don't
want my chicice of games censorad because
parents and shop assistants cannot observe the

“What happens when game designers finally find their voice”
What happens when we finally stop the debate over Lara
Croft and come up with a more realistic portrayal of women”




Marcus Wright believes that the success of Rising
Sun is down to many gamers’ narrowed experience

ictions on the products
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Star Wars Battlefront

Harvest Moon: it's A Wonderful Life

Sabre Wulf

sl Fantasy Crystal Chronicles Bujingai ¢
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