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Resident Evil 4 has no zombies, and that's already

damned it to hell in some eyes. We look desper
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We head to Scandinavia to meet Janos FiGsser
from burgeoning Hitman developer 10 Interactive

Sammy has bought a controling interest in Sega:

what does this mean for these giants of gaming?

Anather trip to Lionhead reveals a company on
the brink of bringing some big hitters to fruition

An examination of the continually overiooked
world of videogame strategy guide production
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Mobile gaming, Japan’s AOU show, Xbox 2 dev kits
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With Edge’s man in Japan

Darth Vader jumps to his death
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Binders up for grabs
Fairlight

E70, five long years ago

Your chance to work in the videogame industry

It's your letters

Ninja Gaiden (Xbox)
Splinter Cell: Pandora
Tomormow (Xbox, PC, PS2, GC)
Far Cry (PC)

Metal Gear Solid:

The Twin Snakes (GC)
Battlefield: Vietnam (PC)
Breakdown (Xbox)

Harvest Moon: It's A
Wonderful Life (GC)
Metroid Zero Mission (GBA)

.hack//Infection (PS2)
Sabre Wulf (GBA)
Champions Of Norrath:
Realms Of EverQuest
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(PS2, Xbox)

Max Payne (GBA)
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Mobiles prepare for 3D revolution

This year’s 3GSM exhibition saw a range of 3D graphics processors competing to
revolutionise mobile phone gaming. Where does a fractured industry go from here?

fter two years of Space invaders

Aclcnes and cute platformers, it seems
mabile phone gaming is finally set to
emerge from its 2D chrysalis. This year's
3G5M exhibition —the mobile industry’s
packed Cannes gathering — saw no less
than five companies showecasing 3D-
acceleration solutions specifically designed
for handsets. Others premiered just before
the event, while a throng of middieware has
already grown up around the various
competing technologies.

Readers who remember the advent of
30 acceleration technology on the PC
during the mid-"90s will recognisa the
current situation —a crossfire of
performance claims and counter-claims,
with fittle actual hard evidence but plenty of
incredible promises. Likely to'emerge a key
player, though, is Cambridge-based tech
company ARM, a leading provider of RISC
microprocessor solutions to handset
manulacturers. The company has
announced that it is integrating Imagination
Technologies' PowerVR MBX 30 graphics
accelerator into its next-generation mobile
phone GPU designs. MBX supports all the
30 effects we've come to expect from
current PG acoelerators (alpha blending,
bi- and th-linear fitering, bump and MIP
mapping, etcl. and ARM product manager
Ed Plowman promises rendenng
performance somewhers in the region of
500,000 to thres milion textured polys per
second. A sormewhat impressive boast.

ARM was also the only 30 salution
provider at 3GSM to show off a playable
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Alphamosaic's 3D Pool title provides a simple
example of what the company's VC01 processar
can achieve. The framerate is a steady 25-30fps

Qarme running on its lechnelogy — an
enhanced version of Ideaworks3d's Tany
Hawk's Pro Skater convarsion, fast sean
on N-Gage (ldeaworks MD Adrian Sack
claims itis comparable to the Dreamcast
version of the game). MBX wil aisc be one
of the first 3D solutions to reach the market:
although a handsat manufaclurer has yel
to be named, phones incorporating the
technology will reportedly be released
before the end of the year. ARM has also
icensed its MBX design to Texas
Instruments. The Amerncan semiconductor 0 o POIITS:
giant is building the 3D acceleration e
technolagy into its exciting OMAP 2
architecturs, a range of application
processors aimed at high-end phones.
Nvidia, meanwhile, revealed its AR-10
30 graphics core at 3GSM, and this wil
now be integrated in with the cormpany’s
GoForee mulimadia products, which
alreacy boast wideo caplure and playback
in CIF resclution (352x288) at 30fps.
“GoForce s the werld's first vertex and
pixel processing handhela 30 core,” says

Nvidia had a range of tech demos at 3GSM,
showing off both the graphical effects (top) and
3D gaming (above) capabilities of GoForce

“All the 3D effects we've come to expect and
rendering performance in the region of 500,000
to three million textured polys per second”

Mdia's UK marketing manager Andrew
Humber. “4 part of this is multi-texturing,
which allows game designers to apply
simpie colours and textures to a number of
polygons, and then lay special effects over
the top, such as reflective surfaces, specilar
highlights. etc. We can also process and
accelerate such special effects as fire and
smoke, provding & new level of exciterment
and gameplay to mobile phone games than
has not been seen before.”,

Interestingly, the company is planning to
transfer its The Way It's Meant To Be
Played' campaign from FC to mobile,
working closely with selected developers to
gét the most out of its 3D hardware. We'ra
expecting some big names from PC and
*box development to start porting games to
mooile platforrns as a resut.

Nuyidia was not the first farmiliar PC name
tor make the ump to maobile 30, though. AT
actualy anncuncead its Imageon 2300 range
of 30 graphics coprocessars in January,
promising the usual range of special effects

oo7 >



A very peculiar practice

ners of 3D proc for mobile

Nvidia's GoForce family of coprocessors now
has a dedicated 3D graphics element, AR-10, a
product of the company’s vast PG experience

as well as support for a digital camera and

any detaiied 30 benchmarks, and hardware
partners have not been named, but a recent
press release claimed that shipment of the
Coproce: = handset manufacturers
would begin in Q1 2004
Meanwhile, Toshiba's

G chipset,
announcad in Tekyo al th e time as
3G8M, combines three accelerators -
MPEG4 codec. 3D graphics engi
JPEG codec — into another powerful

multimedia solution. The company boasts

that T4G is “able to process 3.5 milion

VErtices a

lowy power consumption,”

ment 15 exp
2004, but Toshiba has

tg handset partners.

2d to begin in Q3

Firally,
e

offerings on the sho

there were two shahitly different
w floor. The small

Finnish graphics hardware cor
Bitts

5 had its Acceleon G30 solution on

g1 e

Alphamosiac has pulled together a range of game demos to show off its VCO1 processor technology.
Among them are (from left) Darxide (by Frontier), ZooCube and a firstperson shooter entitled Project End

< 008

Adrian Sack, MD of Ideaworks3D, reckons that his company's conversion of Tony Hawh's Pro Skater -
running an the ARM MBX graphics processor — is comparable to the Dreamcast version of the game

“The mobile phone market is far more fracturec
than that of the PC, where the Windows and
Intel platforms allowed for a level playing field”

CTC Petri Nordlund. It's
1 (Mordlund c

50l

by the likes of Nvidia and T
Anintel

dset partners have been named, though

osition, but again no

t Acceleon technology
will be in mobile phones

in two years,

0 met with Alphamasaic, an
-onductor company based

ts VCO1 graphics

in Cambiridge. proc "
is & totally programmable multimedia unit -

there are no separate components for, say,
30 graphics or video replay — and the

manufacturer can Prog

1 the technology

y meat the nesds of indivi

. High-quality digital video

the pr lution, tut the
company's marketing manager Chris
Boross is confident about potential 30

Ty with tt

performance, saying: “Due to the
programmatle architecturs of the

rough numbsr would be around 2
polys |
textured, it and anti-aliased polygons. The
demos we showed at 3GSM were running
at between 25-30 frames per second.”
Indleed, we saw the space s
demo Darxce (produced by Frontie

sacond for on-screen, fully

loaking smooth and impressive, As for
hardware pariners, Samsung’s gargeaus
ong, the SCH-V420 (see pé) -

1 Korea — dlready Uses 2

edia processor, GSM

handsets for the European market are
ed later this year,

So, are we lookin

a multiple face-o

with saveral companies plying for market

dominance? Probably not. Despite an air ¢

competitiveness &t the

oW, T

that one or two companies w
dominate the entire 30 ha
as has happened with the PC. As Sack
commerits, “The mobi

wane market is 1



Bitboys' racing car (top) and butterfly (above) demos shows the power of its comparatively low-end
graphics solution. The company is aiming its Acceleon graphics technology at massmarket handsets

h‘“! chipset design H\ptes'aed all at AGSM

Hi-res video capture and playback are now high
on the agenda of mobile graphics companies

PlayStation.2

The big winner at the hatgurdﬁaml
BAFTAS, Grand Theft Auto: Vice Gity,
namowly missed out on a clean sweep.
Nominated in six categories, It lost out to Soul
Calibur It in the Animation and Intro section,
but took home gongs for Sound. Design and
Best PS2, PC and Action Garme as well as the

mmmmwmmd
SCEE, for his confribution to gaming.



EA blurs Hollywood/videogame line

The world’'s most powerful thirdparty publisher tells a BAFTA audience how
it's taking games to the movies thanks to a selection of ex-Hollywood talent

Reversing the trend

sent up Fearnort Producti
t Fearnort is not

thinks important. *
compliment
ed from both indus

editing, production, atmos
echniques and most importantly
e D to

BAFTA Interactive, Rebellion's CEO
Jason Kingsley has been looking
towards the movies by setting up
Fearnort, a film production company

the world's
r. EA, thraw down

> for the rest of the industry, Tha

s Anne Theatrs,

t game pubhsr

visual guality 1o

One exam

Anaother recent convert 1s twa-time

Canads rart direc
working on James Bond 007
Nothing and claims the game
Indeed, the production
cycle has been more akin to that of a film

than a game. Not only do the likenasses
wvarts such as
and Dame

and audio talents of Bong stal

Pierce Brosnan, John Ch

key roles as the latest set of Bond baddies
and love interests. Richard Kiel makes a

using movie-CG technigues. ™
the experience 'd learned
pad-racing sequen
Cne,"™ Zarg

headed up the
elements, which inc

rank, a helicopte
lled rabat. Other techniques
led

visuals on the gami

ote-contro

include the use of 20D mattes, or det;
background textures, which can be

swapped for 30 geometry as tha pie

gets closer to them. This ensures

processing power, particularly that of the

“We're looking to recruit stars from the film
business to work in games, and speed up the
convergence between the two industries”

anly Band movie this year!’ - seams

somehow justified.

prarendenng sc
right and then using that know

ensure our realtime visuals look as good,”

he explained. The first gama to undergo

uing that the affort would be

& the requirement to imit

ng its newfound

the production of the

ce and external

Argonaut
the film sa

> spent one week In
" explaned John Miles, the

SUPenIsor.

I've even had a couple of
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David Byrne, hegd

LK, "Last mornth Mike

At the recent BAFTA Interactive conference, EA showed off some of the talent it has

Though Everything Or Nothing is only an
average title in terms of enjoyment, EA is
marketing it as ‘the only Bond movie this
year!' And with Bond favourites such as
Pierce Brosnan, John Cleese and Jaws,
not to mention Willem Dafoe, Heidi Klum
and Mya appearing in both virtual and
audio likenesses, it certainly boasts
suitably high-end production values

recruited from the movie industry. This included chief visual officer Glenn Entis (second
from right) and senior art director Habib Zargarpour (far left) from Everything Or Nothing

Back on the small screen

nbly, the game

who provided the 30 engine behind the series,
ad that the technol will be used for

ries for the History

Lion TV's Cassian Harrison
approached Creative Assembily to use
its Rome: Total War engine to create
BBC2 series ‘'Time Commanders’



Arcade gaming reshuffles in Japan

Cards become major focus at AOU show, where examples
of innovation from the likes of Sega are thin on the ground

Taito's Zoids Infinity brings the popular robot
licence to a clone of Virtual On. The game
proved popular throughout the show

sorror 1o Do 1 Trading card games dominated the show fioor at this year's AOU, with examples from all major
outfits. A shift back towards traditional arcade gaming is expected when new consoles appear

fewer videogames than

dunng AOL (14

a nignignt of thes

attention to the prize game b

“Japanese arcade gaming, like its western
equivalent, is moving towards the mainstream.
Trading card games are very much part of that”

M
Atomiswave had a large presence at the Sammy stand, The hardware looks set to take over from n the world, but it & officla
Neo-Geo in arcades as SNK withdraws from hardware production to concentrate on software maka chanages, possib gaming hardware, The Neo-Geo



Sega watchers believe that the Naomi 3 board may be around the comner, but seems unlikely for
2004. Naomi 2 also seems to be in trouble, with the Dreamcast-based Atomiswave on the scene

The power of Zoids

nhca
LShy Konami's stand showcased music, lightguns and card collecting, but little In the way of new
videogames. Surprise entrant EA supplied an arcade version of the Need For Speed franchise

30 Curir
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BBC builds Fightbox for kids

The convergence of television and computer games continues
apace thanks to the UK broadcaster’s ongoing commitment

One of the key aspects of 'Bamzooki' is that the players don't have control over their
Zooks, as basic Al keeps them heading in the right direction. Shows are shot in realtime

Having created four Zooks before the show, the teams have to pick a different contestant
for each challenge. Each week, the winning team goes on to play against a celebrity team

“It's great because the kids are engrossed
in the show. It's also easier for the viewers
to get their heads around what’s going on”

Vag ep oo opn

Part of the show's appeal with children
is the expansive range of creature types




Xbox 2 dev kits are go

Microsoft ships preliminary next-generation hardware,
and developers move to get early prototypes noticed

M icrosoft has stolen a march on Sony
and Ninte supphying Xbox 2

development

IMpanies across

Europe. with codeshops in

Japan expected 10 1ake delfivery shortly.
The setup compnsas dual Power

Kils to «

Macintosh G5s running a custom

igured Windows NT operating system.
The graphics-processing sclution is
currantly via AT|'s Racdleon 8800 (R350) sat,

which will soon be superseded by a custom

cory

lteration of the company’s techrology.
Getting developers to tak a
Xenon dev kit (as it's now official

it the

dubbed by Microsoft) has prowve
ser, “The non-disciosure ag

like nothing you've seen.” said one source,
One company represantative who was

willing to speak said that his team was using

the Xenon SDK to create prototypes which

were being passed back and forth an a

weekly basis with Microsoft, which is in tha

process of attempting to sign up exclusives

atform. On the topic of the

s reputed lack of hard drive, he

d only say: “Well, the games we're

don't require a hard drive...”

Earty Xenon demas are expected

e shown at the Game Developers

Conference in late March. We'll have a tull

report from San Jose next month.

In other new-hardware news, Sony has
confirmed that its PSP handheld will
suppart connectivity with PS2 and PSX.
Certain games, the company suggested,
will be playable on both PS2 and PSP, with
users downloading saved data to the

Take two G5s, stitch them together, and what
have you got? A Xenon dev kit. Well, nearly

handheld device in onder continue gaming
sessions on the move.

Sony Is also said to be discouraging
PS2 ports to PSP, despite it being an pasy
revenue stream for the console,
sources claim thal at least 25
PErs are NOW in possession |

tware development Kils

=1n Platform Publish Devel Score
Final Fantasy: Crystal Chronicles GameCube Nintendo Square Enix 6
Armed And Dangerous Xbow/PC Activision Pianet Moon Studics 7
Forbidden Siren PlayStationz SCEE SCEy 7
SOCOM Il US Navy SEALs PlayStation2 SCEE Zipper interactive &
James Bond 007: Everything Or Nothing PS2/Xbox/GC EA In-house 5
Carve Xbox Take Two Argonaut 7
Nightshade PlayStation2 Sega Sega WOW -]
Otogi 2 Xbox From Software In house 8
Sonic Heroes Xbox/PS2/GC Sega Sonic Team 5
Gobilin Commander: Unieash The Horde Mbon/PS2/GC Jaleco In house 5
Kya: Dark Lineage PlayStation2 Atan Eden Studios 5
Mafiz PS2/box Take Two liusion Softworks 5
Whiplash Xbow/PS2/GC Eidos Crystal Dynamics 5
Romance Of The Three Kingdoms Wil PlayStation2 Koei In house ]
Bujingai PlayStation2 Taito Red Storm 7
Hyper Street Fighter If Anniversary Edition PlayStation2 Capcom In house B
Puyo Pop Fever Xbow/PS2/GC Sega In house 1

Everything Or Nothing

Nightshade

Kya: Dark Lineage

Hyper Street Fighter Il AE
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Tracking developments in dev

e

elopment

Good for the present, Criterion’s development framework
RenderWare Studio 2 also provides next-gen potential

WL renderwars.con

As a collaborative game development framework RenderWare Studio allows developers to decouple the game-making process from
the technology which underpins it. A realtime system, it also means designers can create, tweak and play their levels simultaneously

Straight out of the box

™

uiring help a

mer i

inciuded, too.

jear is proving tricky for

iopers and publishers.
ncertainty aver the timin

The latest release from Guildford's
Criterion seems likely to keep the
standard bearers of
ahead of the pack.

e Studic 2 is at the

self-s

The FPS pack for Studio 2 enables
developers to get working quickly

conundrum everyone faces,” explains
Graeme Williams, the company’s
d of product management. “It's

designed to handle massiv
s, parallelism in architecture and
n visual effe

eloped as a collaborative

framework which integrates with

ics, Al and audi

es of Hender\Ware

tudio is its level of abstraction. Instead

v

ring teams to create specific
s for each platform, it allows
making a game. The
vagaries of processing and compiling
assets for indwidual PC, Xhox, P32
nd GameCube versions can be

han srmatically within the
frarnework. |t will be possible to add
micdules designed for PlayStation3 o
¥box2 as required, Imiting the nesd to

them to focus ar

recode or reprocess games to deal

any potentially exatic architecture.

Ina

=nge, RenderWare Studio

n element of future-proofing,
but this doesn't mean the ne:

idio
goodies f

W orelease

. One
enhancement is a sequencer tool,
which enables artists to choreograph
objects over time for cut-scene
creation. Other additions inc
trigger volume editor, lightmap tool and
Al path manager, Criterion is also keen
to talk about improvements to its

which can now handle

dea

ng required to
dall characters
on the screen, even running at 60

3 per g
Wiliams argues that while game

scand on PlayStation2.

development always involve
technology, it is becoming less
important: “More teams are recog
hal the industry is about creativity,
says. “Through using tools like
RenderiWare Studio, they can
concentrate on gameplay and content
and drive the unigue
iginality of their titles

s and




Thanks to its iQ processing software, optical motion
capture specialist Vicon is demystifying the once black art

i reputation,” musos David Lowe, of

Txford-based optical 1

ish g multiple characters, but thanks to its
software package, Vicon thinks it's cracked the problem

Caught in the act

fill the gaps whe ik One developer making full use of Vicor wtion-capture
1q 0N the nu f TIES equipment is Swordfish Studios, which has been

this can b ing at Oxford-based Audio Mation for it

M using forthcoming shooter Cold Winter, The design of the
MOre T v an bo game giv fen-way analogue moverr

well as the ability to shoot, reload or throw gre
matter whether they are jumping

of data can be generated. Working with an

ISvelopers Ine abiity 1 experienced ex-special forces soldier, upwards of 200

take mocap data and driva their saparate pieces of animation were captured in one day.

Tight black lycra, shiny markers, red strobe lights and a man with a gun - it's all in a day’s
work for studios such as Audio Motion, where Swordfish is capturing for Cold Winter skalatons simiply
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US: Justin ‘Saber-Scorpion’ Stebbins is 17 vears old and from
Virginia. He likes videog s and Lego. Us too, as it happens,
though we haven't ever cambined the two skills quile as
effec s this, Slebbing' websits, wwawsaber-scorpion.com,
containg il pages of Lego scuttpures based on Halo and the
games, From the smalles 1 t
functional Scorpion tark up to a frutally miniat
Autumn, his Haio brick-building explots are as
Ikaruga Lego sculptures of a few months ago. His MGSZ ones.
vhen series director Hideo Kojima
12 gent Saber-Scorpion a signed
slope: Aside: Stebbins' site also
u&D character stats. He's chaotic good, In

=== 'l have a B, please, Bob

Aninel wers

se newest ancade

game breaxs new ts

t paintless plastic. The Quiz Show
simulates the experienc

f baing on, well, a quiz show, and
takes place on an appropriatety themed (and ludicrous
gameshow-style set. Pla tch a wheel (of fortune,
prasumably) spin, and answer themed questions according to
. Parhaps this is the direction the
athough we can't exactly see the
fliamboyant setup working down the Dog & Basket,

y larns)

where the wheel ;

guiz machine’s gol

u scale up to larger and larger

, you can probably model large

as how many times out of 1,000
will there be a coup in the United States.
What the Iraqi resistance will do over the
next month is based on thousands of tiny

local factors that seem to always be in flux

nd are too granular to be modelled.”

Wiightt on using videogame Al 1o model reslwond situations

“Itis a possibili
ar | ner Riche
ing lardmard

f rlthe future

“The sales are in the lower quartile of
the bracket we had as our goal”

“It is a nasty and vicious way of
young mlnds for the rest of th

Labour MP lan Wartaon bout the comrbutior
made to the animal




L R4
AR

Even more Super Mario World

1ECKS T

And talking of new versions, Atari's classic shooter
Tempest is being ported to Java-enabled mobiles

uk/brearntn

£380
$18,000
£283.75



= Now, where’s our flying car?

S
emember being
i (and Rick Cye
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2 it WA it

ad off his m
Enc B & Rakim and Voodoo Ray b

Guns "N’ Roses' ‘Swest Child Of Ming’,

Grow, Crimson Roorm, A Break In The Road - all neat and very now

Out of the ashes of Muckyfoot comes a Skooldaze clong

an average Go player can beat the best computer player
Quit

Ten worldwide within three years? A temitying thought
Ancl still we wait for arcade garming's turnaround

Once-proud gaming icon now slowing down a littie




L MEDIA |

bel groups in mir
e of the Londan slum boul

y ot of the ='s
imett MeColl. Now

e could be
i ter v

derations limited the number of on-screen

g ViId-SCreens

Author: Richard Morgan

Publisher: Gollancz
ISBN: 0 575075120

Authors: Jamie Boardman & David Walsh
Publisher: 2000AD/Rebellion
1904265 24 3

ISBN

The internet can be a faceless place sometimes,
and Xbox Live is much the same. Ever wondered
who the man behind CrazyFacet9 really is? Want
to fancy User123, but can't bring yourself to crush
without a face to lock on to? GamertagPics does
exactly as its URL suggests — it allows Kbox Live
users to attach a picture to their Gamertag, and
curious web browsers to peer in wondenment at
the previously faceless entities. There are game
reviews and forums, too, as well as spot features
like: the ‘Get to know a gamer’ regular, "Check out
the beautiful women of Xbox Live!” screams ana
link oy the: front page, proudiy.

Hey! What about the beautiful men of Xbox
Live? Oh. Yeah, good point.

= TmE AR
s et e ey =
— [

US: When you've got a game as hard to exglain as
Viewtiful Jos, it's best to let the pictures do the talking. At
a time when there’s a ot of ‘Not Actual Footage' trickery
being thrown around in game adverts, ts good to see
Capoom keeping it simple for its Armenican campaign.

Captain Blue's perfect enunciation would make
Professor Higgins proud. “Vee-ocoo-tee-fool-djoh!”
NSRS TNEABRSBBE s SN ) pEE
| e e -

Now that you're introduced to the strange name, Joe
lets loose in his well-filled scarlet lycra. Viewtiful

Welcome to Joe's world. All Andrex green and lip-
stick red, it's the ugliest beautiful place in the world

The brief footage of Joe's special moves do more to
communicate his skills than pages of clumsy prose

In the 20-second world of adverts, even Joe's suh-

loooow flashes by in the blink of an astounded eye

The whirwind tour of Joe's world climaxes with a
glimpse of the boss. Don't worry. He can't hurt you

T Yrrrr & s ¢ .
Anyone left unsure is finally shown Joe's demolition
of the Capeom logo. Voice: “Henshin-a-gogo, baby!”
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RedEye Is at a concert. He won't tell you who's
playing, becauss there 't

prejudice someone against what he's going to

's na answer that v

say, and this i5 a theory column not & story. |l
isual rafarence, imagine it s Alr or

you need a
Aarmogramme, Britney or Bright Eyes, Ciba
Matto or the Cheeky Girls. It's not impor
Wi s anthrall
Nyt

mportant is that Be

&0 by the music’s urban squall, It ebbs

ixe the crowd in front, peakin

moment then droppir

1, Funrmy thing i

s i dossn't sound anything ke this

special, It's all in the mament, though, and right

now, right here, RedEye's eyes defocused,

mauth slightly loling, the delivery is perfect,
The set draws to a close, and, coming

down, RedEye's thoughts turn to Nagoshi-san

e
design in FZero GX, and compares creating
courses o writing a piece of music. He talks

about one track in the context of a roc
squealing and twisting, threatening to spiral cut
of control, then folding up and out for & burst of
coherance on a straight-line highway.

Pace Is everything in videogames. It is a

as rarely considarsd by
iffterence batween
to thrill and one
. LISt 38 In MusIC andc
film and literature, keeps the consumer on their
toss. It pla
slow, slow, guick guick slow, pounce

with their feelings ke a cal with a

mao

and rip and tear. Pace In videogames can have

the zone. the {lo

that is the

game the ment HCESS goes something
ike this: your ¢
interprets the situation on screen, makes a
decsion to move or fire and sends a signal to
your hands, If successful, the screen declares
as much, that achievemeant Increases your

5 see the action, your brain

confidence, and endorphins (plus audiovis

il

teadback) make you happier. Eventually, you

attain a state where the mental cham s

minimised — your eyes still see the action, but

the patf ands s downtoa
PiC

rack up liks

tic, and endorphing
mbo mutipiier in fkarnuga.

REDEYE

A sideways look at the videogame industry

So why has Mitchell, a ir
the three-lettar hi-

} gaming legend

d the zone? It could be because his
tic bulld renders tim physically incapable of
thare, or maybe thal what he recognises

s the zone. It could even be th

and you're not going to hit the zone doing it. The

n gaming

it speed bt rather more t

Ke pace nm

wns in Daft Punk’s ‘Discovery’ am as
critical as the twnne! levels in Tempest 2K -
penods of concentrated calm, delverad with
ion and putting the lited, fast-paced
D super-nommal contaxt, It is not as

sei-fi prec

thrills i

simple as farming an &l curve ta higher

pace and

s the

Golge

adius and G

Se g Shooter X. Thea diflerence be

wenight and the mundane.

Walking away from the concert, down a
road wet with slush and flyers and ampty,
ted cans of Acs lager, accelerating past

“Why has Pac-Man champion Mitchell, a true gaming legend and
idol to the three-letter hi-score crowd, never experienced the zone?”

‘Emperor's
written by gan

V& never expenenced il.

zone really o
iNew Clothes' bit
afraid 1o admit they
RedEye thinks it's more lkely down to the sort of

si, baing a

gamas Mitchell plays, He is, after all, the word
record holder for Pac-Man

Pac-Mar isn't B zone game, because the
best players never nave to react. Each ievel has
a pearfect solution, 8 web of directions that

criss-cross through the maze and provids

absclute success each time you play. Thus,

1't really a test of

mory. Baing able to get that

el, all-
rething like being

“hisving that 2

Tuit zendh - 1S sor

ghosts, all-f

one of t

se people who can recall the exact
sequence ol 20 packs of shuffled cards. Its
incredibly impressive, but uttimately pretty dul

Kids and

s of hyperactive cone
ping back for the speeding traffic that kicks

slush, RedEye

up ers what it all

means. Nothing, really, in a way. ke music,

there is no ultimate formula for the

perfact game.

no scientific pattern towards producing

brliance, There are only lessans thal tell us

things we might wart to include ar avold - and
even they can be disobeyed with enough skill
ust as there can be amazing pop

g5 without

s without

S Nl

RedEye is a veteran videogame journalist. His
views do not necessanly coincide with Edge’s
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banging trance music, is also the venue for
Ihe Rotterdam Film Festival, which is
inviting videagames into the fold.

Not just any videogames. Commercial
products — no matter how beautitul, like oo - are
not welcome, Instead, a groovily smoky club
space called Off_Corsoe, shabbily wired up with old
monitors and keyboards like the Nabuchadnezzar,
has been taken over by an exhibition of ‘critical
games’. Much of the time, this involves people
{some call themselves artists) taking game
products or engines and twisting them to generate
political or assthetic propaganda.

| liked the cheeky concept of Velvet-Strike, for
example, an example of what you might call
aesthetic counter-terroriam. In response 1o the
preponderance of Osama Bin Laden skins on
jingaistic US gaming servers after the

R otterdam, city of industrial shipping and

announcement of Bush's ‘war on terrorism’,

Annge Mane Schieiner developed provocatively
pacifist graphical 'spray paint’ which can be used
as graffiti on Counter-Strke servers. Tha video
shown (8 a compilation of such stealthy spraying in
the midst of the macho violence: gunman
silhouattes form a big heart; a teddy bear hoids a
rifle; two soldiers embrace in vanous homoerotic
poses. Sprays with slogans include "Hostages of
military fantasy,” ‘We are all Iragis now' or, with true
gesk wit: "bind mouse1 “+dropweapon”,”

Velvei-Strike is not a game but an attitude. The
idea of invading oniine spaces that exist for no
other reason than to gratify militanstic fantasies,
and then gently defacing thern with anti-war
slogans, is not just funny (though funny it is), but
also a demanstration of how online garmeworids,
everl those of apparently simple shooters, are
sophisticated enough to be arenas of political
debate or sites of symbolic activism.

Similar, but less subtle, is & game sean bafore
in Edge called V/aco Resurmection, a thirdperson
shooler, buit using the open-sowrce Torgue
enging, that lets you take the role of a repeatedly
resurrected David Karesh attempting to gun down
the waves of FBI grunts swarming over your
headquarters. Power-ups come in the farm of
glowing binles that drop from the sky, and thay

can be used as spelis by speaking into a
microphane in a rubber Koresh mask. (Possibly for
reasons of embarrassment or hygiens, o one at
the exhibition was actually wearing their mask.)
The rather heavy-handed satire at work here,
| suppose, is rmeant to compensate for the
shertcomings of the game itself, as it isn't very
good. Does that affect Waco Resurrection's status
as a work of indepandent game art? “The game
commemarates the tenth anniversary of the siege
at a unigue cultural moment in which holy war has
become embedcded in official government palicy,”
the makers tell us. “The spirit of Koresh has
become a paradoxical embodiment of the current
political landscape — he is both the besieged
refigious other and the logical extension of the
conceplual didacticism seems to have elbowed
out the idea of anjoyrnent. That paradigm is taken

Steven Poole

to its extrame in the Election Manifesto Random
Policy Generator, running on an iMac upstairs.
“We pledge to disband unpopular independence.”
‘|dentify prvate decision-making." “Endorse
productivity? Irvest In productivity!” Slogans
appear in red capitals on a black background,

first thing | saw on entering the exhibition: a large
orojection of gib-soaked ultraviolence in the spape
of an everiasting Quake Il deathmatch. A cheesy
American announcer spews a loop of soundbite
phrases - “Police conspiracy / hostage siege /
desperation despair / ethnic war” - over an
Iresistible grungy guitar iff. Meanwhile, the
notifications of frags reveal that each character in
the rocketfest has been christened with
mischievous intent: “Dick Cheney almost dodged
Ralph Nader's rocket,” "Grand Ayatollah Fadiallah
was gunned down by Condoleezza Fice'. It's
called Diplomatic Arena and is by Belgian/
Canadian collective Workspace Unlimited, which is
also building a large-scale networked virtual gallery
space called Virtual World of Art, within which
works fike Dipiomatic Arena can be explored.

| left the exhibition wondening about the
relationship of “critical games' to mainstream

TRIGGER HAPPY

videogame developmeant. The satire of something
like: Diplornatic Arena or Waco Resurrection may
be crude compared with other media (for exarmple
the superb Get Your War On online comie strip),
And yet, compared with the explicit political or
sacial content you rright find in most videogames,

Compared with the explicit political or social content you might find
in most videogames, this is shockingly powerful and sophisticated

therg is nothing to interact with, “Political rhetoric is
not about communicating information, but is for
has been exchanged,” says the Dlurb. Which is
true —and, as with a fot of conceptual art, itis all
you need to know, The actual object adds nothing.
The most minimalist work is aiso one of the
prattiost. For Super Mano Clouds, Cory Arcangel
taok a Super Mario Bros cartridge, reprogramming
and soldering in a flash ROM to remave everything
except the blue sky and fiuffy clouds, which scroll
by etheraally on the wall. What does it mean?
What is it saying? Perhaps it's refreshing, not trying
to force any meaning down our throats beyond an
implicit argument about the need for technical
competence n order to be creative in this arena.
To me, though, the most boisterously
antertaining example of 'critical games’ was the

DG

this is shockingly powerful and as sophisticated as
the most fine-grained Chomskyan analysss.

Sure, a Iot of the time we want pure fantasy
from our games. but a more sophisticated means
of dealing with the real world might also be
interesting. As exhibition curator Edward Carals
points out: “Time and again we are struck by how
|games] shy away from the real world."

It should be recognised that these 'critical
games' do not offer as rich or interesting a playing
axparence as the product they arrogantly affect to
despise. However. they do make a powerful
argument for commercial designers antenng nto a

Steven Poole is the author of ‘Tngger Happy:
The Inner Life of Videogames' (Fourth Estate).
Email: steven_poole@mac.com
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| i My marme 1s Chistophe Kagotan. Some

F-ﬁ of you may already know me. |'ve been
working in Japan for Edge for quite a

while now, bt this s my very first time writing &
colurnn. As a French-Japanese person, English
isr't my first language, but I'll do my best. And |
promise that 1'll try to stay on the topic of
videogames. Anyway, as we say in Japan,
“Yaroshiku anegaishimasu.”

At this vear's AOU show [see p12].
something we already knew aoout was finglly
made official. Yes, SNK's Neo-Geo hardware is
finaly beng retired. After 13 years of hard work,
tha most venerable of consoles s being put out
to pasturs, and | think the occasion is 4 sad one,

This may sound a bit backward-looking or
nastalgic, but it’s hard for me to get my head
around the fact that the very speclal, very
charismatic sprites of SNK's machine are going

to disappear in favour of mora modearn, morea
contemporary graphics.

Thig machire, after all, was the very first
harcwars to be produced as an arcade
board/harme console bvbrid, in the shape of
the farmous MVS board and its consumer
counterpart, the Nea-Geo. So, when the
Neo-Geo brand is retired, not one but two
pleces of hardware will disappear.

Also, the MVS Neo-Geo system was the
wvary first piece of hardware to create a bridge
between the arcade and the consumer by using
amemory card, so that’s another great memory
attached to both pieces of hardware

It's hard to overestimate how much of an
impact this systerm had in this country, To
appreciate it, you'd realy need 1o have been
lving in Japan at the tims.

You see, SNK was one of the vary first
companies {yes, ancther first) 1o initiate cabinet
rental, You could find the small MVS cabinets on
the street in front of restaurants or toy shops,
insicle train stations, nearly everywhere. And
this principle was applied to the home console,
too; Neo-Geos were available In many video
rental shops across the country, For g small
foe {| don't ramember the exact amount nght
niow —this was over ten years ago, after all),
you could rent the Neo-Geo, two controllers

and & came. [t was a very big deal because
very few people could actually afford to buy
such a powerful console, And it's still a very
expensive format nowadays, of course. But
when you buy a Neo-Geo cartridge, you don't
just buy a game, you buy a piece of history, a
piece of pure, genuine arcade entertainment.

| recently went 1o see Samural Spirt Zero
Special 2t the Club Sena situated in Akinabara.
Thare | saw the hardeore players, the people
who'd gueued all night, sleeping in front of the
arcade in order to be the very first to touch the
new game and see how it differed from previous
instalments in the beat 'em up series. These
people would qusue up all over again to spend
another day playing the game, discovering its
new foibles and refining their judgments of it. it's
hardly sumprising that this particular group is
also dismayed by the changes in SNK's

TO KYO GAME

Christophe Kagotani, Edga s man in Japan

fortunes. But Is it being conservative or
reactionary to feel these emctions? Perhaps,
but the guestion remains: what happens toa
hardware maker when it has to turn its foous to
saftwars only?

It rrakes me think of Sega, of course. The

“When you buy a Neo-G
buy a piece of history, a pi

company was never more creative than when it
had its own hardware to support; even if its
games weren't million sellers. they wara a
demonstration of a powerful sense of creativity.
Once the Dreamcast was over, Sega had to face
a new raality, Of course, this gave the comparny
anaw direction and a wider market, and in that
sense I'm excited to see what it is going to do
with these new possibiities. But at the same
time | have the feeling that Sega will never be the
same agan.

What do you think? Will SMNK still be SNK an
P52, Xbox or Atomiswave?

Mow, | know SMK Playmore is not the
same thing as SNK, but it has kept the flame
wery much aiive, using many of the company’s
fommer development teams. But now that we're
Iosing the Neo-Geo, the Japanese game
honzon has changed again. The last link with

the golden age of 1680t has been severed.
So what do we have Ift? Sony, Microsoft
and Nintendo. Of course. this makes Nintendo
the very last conscle company leftin the market
with & pure videogame and toy-bassd
background. And while | know that Nintenda is
a very cash-rich company. | can't help thinking:
what it Nintenda is next? What if Nintendo s
pushed into becoming a software-cnty
company? Could it sundve and continue
1o be creative and push at the boundaries of
how we expenence gaming? Admittedly, the
Meo-Geo was never a major consumer
platform, but people have considerad what
happened to Sega and said that a similar
thing could happen to Nintendo.

| really can't see it happening, but some
argue that this would be natural selection, the
way the market forces gaming to evolve, and

thera's truth in that, of course. It explains why
the arcades in Japan have been tuming into
graveyards, where people ars still enjoyving old
hits but discovering few new stars.

So what does it matter if the arcades are a
dying market? What does it mean for the

) cartnidge, you don't just buy a game, you
2 of pure, genuine arcade entertainment”

Japanese industry as a whale? Well, arcades
have been, from the very beginning, the
backbone of our perception of Japarese
videcgames. And for some time now Japanese-
made games have besn making a reduced
impact on the international market. which is
rmicre and more dominated by the west, Is the
Neo-Geo another stone pulled out of the wall,
adding to the pace of Japanese daclina?

Well, | hops not, even  nowadays I'm
finding it more and mara difficult to defing the
strengths of Japansse-produced titles.

Mewver mind. Enough of these dark thoughts.
I'm off to plug my Metal Siug 5 cartridge into my
Neo-Geo and get ready o rock and roll.

Lals celebrate one nell of a console.

Toshihira Nagoshi is away {possibly holed up in
a bar somewhere, smashed on expensive booze)
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Mr Biffo is a semi-retired videogame journalist

tuniverse, you could do 3
His views do not necessarily coincide with Edge’s

. the

within the

se than piok




most wanted

r

(P52} Sany

(PC) THO

(PS2) Sony

PS2 (Nameo)

Incoming electronic entertainment from across the globe

Why Britannia rules the track

Burnout 3 (PS2, Xbox)
The Chronicles Of Riddick (Xbox)
Killzone (PS2)

Samural Warriors (P52)

Evil Genius (PC)

Forgotten Realms (PS2)

| {PS2, Xbox, PC)
"""’. i Fight Night 2004 (PS2)
e Steel Fang (PC}

B A 1o

\ " ¥ \ip!

Prescreen Focus: Driver 3
(PS2, Xbox)

EDGE 1135 041>




Bumout 3

A new publisher coincides with change of direction for Criterion’s successful
series — and a UK development team unquestionably at the top of its game

83

The audio has yet to be finalised but
already signs are promising that it will

keep up with the visuals. During crashes
(and particularly in slo-mo mode - see
‘Crash 'n' burn’) the detail of distortion from
the force of impact is impressive and adds
immensely to the game's atmosphere

1 he preview buld of Burmowut 3

T | we're being shown isn’t hu

L | impressive. It is, in effect, Bur

2.5- a slightly enhanced version of admittedly

one of the finest racing games of recent times
but which shows little in the way of the

significant leap the game enjoyed from its

first to second iteration.
This particular version, however, is a

manth old. We're travelled to Criterion's

Surrey headguarters to play the very latest

code — the first magazine in the world to do

30— and the developer has deliberately misked

rer in which to

de because

is loaded into

us. It's an effe
highlight the advancements n
once the second, newer dis
the gebug unit and a race selected, there is
no doubt that the journey to Guildfore
been worth it

The current Burmout 3 s in fact a
considerable evelution from its immediate
predeces: g from the 'before and

after’ demonstration
wiark the
weeks s remarkatle — there isn't a bettar

just witnessed the
=3m has achieved in the last four

loaking racing garme on Xbox, Which is high
prai £

2 considering the version we
is running on a P32,

“The idea is to win having capitalised on

every opportunity to nu

e your opponents

into oncoming traffic or stationary obstacles”

81

Boost can now be used as soon as it's
accumulated, and while you gain some for
driving on the wrong side of the road, near
misses and air time, it's less generous than
in Burnout 2. In this sequel, only aggressive
driving will reap the highest rewards

£
G
3

The premise has altered, and now
focuses on battling against like-rmine
on civilian roads. You still race, of course (this
time against five, rather than just three
adversaries), but the idea is to win having
capitalised on every opportunity to nudge
your opponents into oncoming traffic,
stationary obstacles or simply, and perhaps
satisfyingly, slamming them against
boundaries. These result in a ‘take

ted drivers

your boost bar {the same
sequently be “stolen’ by the
appo and serving Up a healthy dose of
paints. Needless to sa

neo pushover and will ight back just as

your adversanes are

vigorously — you may have managed to guide
ced driver into a car park full of
ach of the tracks has signat.
vn spats) but the game's gensrous

s that before long they
may be on your tail looking to return the
favour. And that's the point: Burmout 3 is the
automotive equivalent of natural selaction, a
turbo-assisted, Unrelenting llustration of

the first
coache
take dav
sh-up featurs &

SLre:

-

-
7
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As you'd expect, the Xbox version is at least as accomplished as the PS2 equivalent. The difference
between the two is less apparent than you might expect - a credit to Criterion's coding skills. The
role of traffic during accidents has also been improved, as lorries spill their payload across the roac

Darwin's sunvival of th principle and as

such, some of the most
a
Adday

ypad in your hands. (Owners of a Network

ptor not cantent with proving their
evalutionary supenority aganst the CPU wil
learn the game is fully playable
onling, with Criterion currently working to

De pleased

ensure that sixplayer battles are tachnically
ndistinguishable from the offine game.)
Despite the change in the core
experience, the third Bumout ingvitably shares
some of its predecessors’ characteristics.
Lap-based racing stil mixes with point-to-
paint and face-off challenges, and marathon
rounds fuse tracks from different settings
med around Europe, tha US and the far

orogressed. Visually, the envirenments are
some of the busiest and maost vibrant this sich
of NFS Undergro
accomplished In terms o \
ar models benefit from greater detail an
better & nment mapping, and crashes
have been spectacularly enhanced (see
‘Crash 'n' burn’). But the structural
developments are of particular interest. The
main mode now offers a clever branching

, though:certainly more

Thec

progression with a varity of play styles jin
dditicn to those mentioned above, we
spotted Eliminator, Hot Lap, Survivor, Battle -
Last Car Standing, and Road Rage — a slight
reworking of Bumout 2's Pursuit mode). And

of course, Crash mode ratums also in

enhanced form and with the intriguing
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The racing influence is evident in the (faster)
car selection - even the most basic vehicle is
a tuned hothatch. Far closer to their real-life
inspirations, they include exponents of the
rally, touring and sportscar world. And wait
until you see the bonus models...

promise of competitive and o
ey Crash ’'n’ burn
“ Already unrivalled when it comes to creating videogaming's
%8 most exciting car crashes, Burnout 2's sequel has a revise
physics model allowing vehicles’ front and rears to crumple in
on themselves, and work is underway to ensure the chassis
twists in realistic fashion. Add to this a substantial increase in
the number of particle effects and the r ting shower of
plastic, metal, glass and sparks is dazzling, particularly now
jed. On current f , iE that you can also slow down the action (by pressing the boost
the buoyancy clearly able as wa walk with the backing of the industry's largest e i button). The developer is promising an ‘aftertouch’ effect so
i that the car can be directed towards other vehicles for
maximum camage, while explosions and fire effects (and air
rams in Crash mode) are currently being investigated.

lions {as well as

am has amizle time in wl
fine lune its project, thoug

proud of what it

around the Burnout office is the result of the isher, Crterion Games looks d

serles’ new pul

A

e, The role

played




The Chronicles Of Riddick

A prequel to the prequel to ‘Pitch Black’ may not sound
like the tastiest recipe ever, but it certainly has the looks

In the build we played, the enemies ware hardly smart opponents - simply running away from them
and up a ladder returned them to their previously passive state. Hopefully this will be addressed

icles of Riddick is running
of Edge’s overworked

ga

m .3 you're playing?"

ake from only the

Cnce you've knocked out an enemy, you
can drag and hide the body. Predictable
enaugh, but the ragdolling is excellent

alsa share other v hemas, too. namely

al-styled interiors decked out with

= surfaces, griles, ducts ana venls.

“A trading system exists within the prison’s
walls, enabling you to barter cigarettes, -
harder drugs and other items for privileges” .

i out in firstperson, F
of Namco's Breatdow:

out it, especially since it des

i

g Doom 3, in which you once n
red-baoi

pting to incorporate & hal

hand 1 the prison’s walls, en
fill the bat system that amounts ta something barer cig 5
however, Riddick

of Vin Diesel's ch

e marire , harder ¢

more than wild flialings of yaur fists. iterns in orde 3in tangible privileges that

But there are weapons. too - al
=y'll need to be stolen from gual
2 it's not easy, be
been DNA encoded ta

able amaount of
: 10, Ridelick's
‘shined’ eyes alow him 1o see in the dark, so

And there's a conside

gooming mowvie that

zalth-based game

which is itself a prac

o



Raid on Butcher Bay
Butcher Bay is supposedly ‘the most
notorious prison in the galaxy’, and it's
separated into three sections - a ‘max’
level on the planet's surface, a ‘double-max’
area below ground, and a ‘triple-max’
section located in the building's tower.
Escaping all will invoive a combination
of stealth, cunning and brute force - the
latter being required against the game’s
Though it's suppose omething more than a straigh game featur less human staff members {above).
of weapons, ranging from grenades to shotguns to miniguns. The results can be bloody




Fom PlayStatior

Kilzone e

eease Seplomb

O E E

Grey in hue but much the opposite in terms of personality,
our first serious Killzone playtest leaves us shellshocked
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The most rewarding sections are those in which you encounter a group of shielded Helghast
soldiers and have to draw them out of their hiding places using grenades and long-range fire
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Can Koei's sprawling chop 'em up repeat
its massive Japanese success in Europe?
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60H' Sengoku Musou has already chalked up sales of more than half a million on its first

week of release in Japan. Now that Koei has abandoned the idea of using the
Japanese name for the PAL release, there's a much better chance of success here




Evil Genius

Playing a secret agent is an age-old theme, but what
happens when you take control of the opposing side?

People can arrive at your island in a number of
ways. Some (tourists, for example, who mustn’t
discover your base) choose conventional means

Mwa-ha-ha-ha!

Some of the global territories have their
own super nts, such as the British
James Bc e. It's not easy to
capture them, but once you've found
their weakness they can be imprisoned,
and that provides your character with an

opportunity to gloat. Standing outside
the cell door cackling inc your
global notoriety, but every time you do it
the door opens that little bit more, giving
the character within a chance to escape.
As with most of Evil Genius, it's all a
question of balance...

o

I's such a simple pitch you wonder

why it hasn't been done before. Evil

Genius lets the player take the rols
if Blofeld, of Dr Claw, of Dr Bvil — international
trademarks excepted — and challenges them
to hold the word to ransom. lt's a
management game, of course, but this is no
Machiavelian play in the mould of Reou
Elixir’ oright,
fun and played entirely for laughs, hiding the
complex interplay of hundreds of different
obiect modules beneath slapstick spy-genrg
humaur and some fing animation.

There are five components to the game
First the player builds their base, an exercise
in Dungeon Keeper-style construction inside a
volcano on a tropical island in the middle of
nowhers. The s

revious release. Bl Ganius s

il Is mirion training,
whera the player papulates their world with a
cocktail of scientists. thugs and henchmen

and then refines the mix with education.

Bases are hewn from rock in a similar vein to Dungeon Keeper. Rooms of any size or shape can
be dragged out, and then populated with abjects, which can be functional or simply ornamental
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Attacking agents can arrive on rubber dinghys
approach the base in submarines, parachute
in or land helicopters in island clearings

Research s the third, in which objects from
be investigated and
to produce naw,

around the bas
combined v

with other:

avous forrms o
: 1ent 1s the construction of
‘cells’ around the globe, which bring money
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gents

part of it plays like a standard
anstruction game. part i3 more stand-offish

and strategic. and part sees a hands-on

approach, the player directing their henchme
around ther complex in a similar way to
Commandos or [perhaps more pertinantly,

en Elxir's Damis Hassabis’s nistony)
Bulfrag's Syndizate. Each of the henchmen,

whg serve as the right-f wormen to

YOur evil s
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The real joy, though, is in the
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take place — Vi
clackened hearts and scheming minds
of the managsment market,



Forgotten Reams

A trip to the dungeons inspires Stormfront to
sgueeze a lot of graphics out of PlayStation2

The simplest way to destroy creatures may also
prove the most effective. Here, the player uses
simple but brutal slashes to kill the serpent

Attack, attack, attack

Like LOTR, combat is simple. One button
produces a weapon attack — staff, sword
or knives - while another handles a blunt
hands-and-feet attack — useful for
stunning enemies — and the trigger
operates range attacks. A third face
button executes a block or duck, while
the last produces a special move, but the
real skill comes in strir

combos by pressing the two basic attack
buttons in quick succession. Novice
players may be able to progress through
the game by hammering X, but they
won't level up their party very quickly.

Q40

Combine slashing with punches and stuns and you have the makings of a combo. The (apparently
placeholder) gauge in the bottomn left corner shows your party’s health and special attack charge
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- Mashed

Left, right, stop, go... and fire - it's a simple formula
that still works today, as Supersonic demonstrates...

One of Mashed's greatest attractions is the
way Supersonic has imbued each track with a
great deal of character. This one (right) is an
obvious homage to Burnout's highway

042

nal P52, Xbox, P
Publizher; Empire Interactiy

Daveloper Supersoni
.::_'lriqln: ul

Heleasa: June 200

| kewed, top-down view. Four cars, all
cute as candy. Controls a toodler
| could understand - left, right, stop,
start, fire. Lovingly designed tracks and the
speed, Oh, the speed. Nonz of this shouid
rmatter. This is so over. So yesterday. So
much. .. fun. Something that Supersonic
never forgot in the first place. Mashed is the
spintual successor to the developer's
PlayStation sleeper hit, Cirowit Breakers, The
formula remains the same: fall too far behind
and you're-out, but this dynamic has been
updated with several new twists. Now, onoce
eliminated, players receive a crosshair to am
at other racers, Square becomes circle and
you're locked-on — ready to unleash a
Tomahawk-style missile.

Which sounds gimmicky, but there's real
depth. The sconng systern is carefully
structured to enable ebb and fiow. With four
players jostling (as far as we are concernied,
it's the only way to play) you're awardad two

paints for a win and deducted two for coming
last, with the middle of the pack scoring
accordingly. First to ten gets the girls and
glory, The result is that you find yourself going
kamikaze to pravent your rival from winning.

The most refreshing things about Mashed
though, are the tracks themselves - each
averflowing with ideas. Most feature sheer
drops, enticing shortcuts and hold-your-
breath jumps, and you soon start naming
them like ‘Friends’ episodes. So there’s the
‘The One With The Raft’, The One Like
Burnout” and The lcy One Which Rulns
Waorking Relationships'. They're so well
crafted that vou instinctively sense the
risk/reward value of each tantalisingly placed
power-up. Discounting the air strikes, there
are eight roof-mounted weapons in an arseng
that's as satisfying to interact with as you'll
find in any shocter. Current office favourites
include the super-destructive maortar andg an
cil slick that spontansously combusts after a
couple of seconds.

So far, so fawning. Obvicusly, there are
problems. We've played several builds over
the last few weeks, noting the impact which
ssemingly subtle changes to handling and
track design make, Recently, fancy graphical
touches have been added, causing a
performance hit on some tracks. This should,
however, be remedied in time for release.

Less likely to be solved is the camera,
which can struggle to cope with the key hook
of forcing trailling cars off screen. It's a small
dent in an otherwise absurdly refreshing
experience. Mashed will remind you why you
got into gaming in the first place. It dossn’t
rmatter. You don't nead to buy it. But
since when was that the point?




2 41 PlayStation

~ Fght Night 2004 - =
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EA responds to Rocky’s Drago-heavy slugfests
with a title that promises bee-sting precision

ts 5, echoing Seqat

e Fight. Blow

throws a jab, a gquart

s of the senes, expanding its ro:

retains the

ghtars, headed b

w

MOVE AMALOC STIOKS
TO CENTER IMAGES

g them up

Even knockdowns spurn the traditional
X" hammering, as your woozy fighter is
challenged to align three images of the ref
via the analog sticks to clear his head

The fighters’ facial distortions are impressive,
as are the startling variety of camera-flash
replays that follow a successful knockdown
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Remember that talk of six billion players?
Well, Sega still doesn’t dream it's over...

5 & concapl Se = been mulling o

jenesis, a time when anline Gaming
mpany's unassailable USP it didn't

iea remained, and now i

If you're iocoking for a gaming reference point
to grasp Steel Fang's intricacies, think of it
as being like Devil May Cry meets Outtrigger

Unfortunately, Steel Fang usars have to
connect through a specific ISP, @nifty, meaning
that European users can't experienca it just ya



Prescreen

Athens 2004

Formarn PlayStation2
r: Sony Computer Entertainment
e Eumcom

There's still nothing to beat infernational Track &
Figld on PS1, but Sony is having a stab with this
officially licensed simulation of the forthcoming

Olympics. Looks pretty, but will it have the legs?

Conflict: Vietnam

Battlefield: Vietnam, SheliShock... there appears
to be a trend appearing here. Pivotal's quietly
successful strategic combat series is the latest
to enjoy the smell of napalm in the morning.

346

ar Chunsoft

e L

Thosa who bought Namco's PS1 Museum titles
will know of The Tower Of Druaga, originally a
hit in Japan. Here's the P52 update, with what
its developer is calling a ‘reaitime turn system’.

Van Helsing

2 PlayStation2, Xbox

Vivendi Universal
or: Saffire

Based on the upcoming Hugh Jackman mavie,
this is a thirdperson actioner in the mould of

Devil May Cry. It doesn't seem especially deep.
but Helsing's grappling hook is neatly handled.

} \Iphas This month’s announcements and updates..,

Arika

The infamous Japanese arcade shooter comes
to P32, replete with its guard barrier feature. As
a bonus, the game will come packaged with a
DVD featuring footage of top players in action.

Second Sight

Format: PlayStation2, Xbox, GameCube
r TBC

The TimeSpiitters team finally unveils its long-
awaited thirdperson adventure project. Amnesia,
psychic powers and a ‘covert military mission

in Siberia’ are all said to prominently feature.

Karacke Stage

Format: PlayStation2
! Konami i
aper: In-house

Rather than trusting our singing skills, this month
Konami brought a professional singer to Edge's
offices to demo its new music title, It's a strong
test of vocal talent, with super-cute graphics

Ghost Master

Format: PlayStation2, Xbox
Empire Interactive
=7 Spiral House

Despite its potential, this missed the mark when
it first appeared on PC. Now, Empire is giving it
another shot. making it more action-heavy, with a
conversion from the team behind the RPG Silver.
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The assurance of Driver 3's vehicle physics is demonstrated by the way that Reflections’
has convincingly conveyed the feel of flooring it in the bangers that inhabit Nice and |stabul

has dismissed game engine cut-
scenas out of hand, preferring to let
expensively-rendered CG tell the
game's (clichéd but effective) story.
It's the leasl that's expected.

“A relatively simple mission can
become exciting if you buy into the
story,” suggests Reflections MD
Martin Edmondson, “but it's difficult
to be convinced by the story without
the investment in quality cut-scenes, |
definitety think that newer players can
be frustrated at how primitive games
can be sometimes. They expect
mowvie-quality graphics and
movie-quality music.”

lsn't this an expensive and

Motorbikes are a welcome addition to Driver 3's streets, with trademark vehicle detail
extending to the way the suspension visibly bounces as you shift your weight around a grenade beneath its chassis. The

frustrating goal for developers? “It can game is a joyrider's manual, and

be, but you have to think big these trumips Vice City with a vehicle

days. Obviously the publishers have selection that includes bikes, boats
greater involvement because they're and trucks. A cute feature of the
providing a lot of the funding. But 18-wheeler is the ability to detach the
some of these aspects aren't as costly cab from the trailer during a chase for
as you might think. Take the voice tactical reasons, enabling you to
casting — it helps that we now have a motor away while talling cops are
generation of actors who grew up thwarted by your weighty cargo. Bikes
playing videogames and are keen to are a blast, presenting the opportunity
be invohlved. Michelle Rodriguez for wheelie starts and stoppies —
baought the original Driver gamie, and cosmetic, but enjoyvable.

Michael Madsen wanted to do it so his The game's three locations — Nice,
kids thought he was cool, Five or ten Miami and Istanbul - have been

years ago they'd either want a million chosen for their distinet gualities.

dollars or they'd tell you to get lost.” ither city is typical of its country,

“Riddling a car with bullets, shooting out its tyres, and then
standing back to roll a grenade beneath its chassis. The
resulting explosion sends metal parts flying into the air”

Phew. We haven't talked about allowing the attention to detail in
the gameplay yet, but there’s no need replicating significant landmarks and
for suspicion. Reflections’ strong point architectural styles to become all the
has always been its vehicle physics. more apparent, Those who've ever
The driving model and control system visited Nice will appreciate that a stroll
remain essentially the same as the along the game’s interpretation of the
PlayStation games, but the detail of Baie Des Anges is remarkably
the cars in Drver 3, exemplified by the canvincing, languid Mediterranean
hit-specific damage, is incredible. shadows and all. Away from the major
Handbrake tums, emergency stops, thoroughfares, artistic licence is taken
burnouts and donuts are more with the local geography, but crucially
tangibly thrilling than ever. The balance the atmosphere of each city is
between believable handling and thoughtfully conveyed. This includes
Hollywood flair is expertly weighted. not just the type, but the condition
Meanwhile signposts, benches, and volume of cars on the road, It
fences and pedestrians scatter or wolld seem incongruous to bomb
deform with satisfying realism: the through Istanbul’s bustling passages

in anything but a knackered Fat.

Inside out

The guestions begin to surface when
Tanner exits the car. Reflactions has
always been far better at gealing
with cars than human beings, and
Driver 2's over-ambitious on-foot
sections were disastrous, even after
being scaled down to a minimum in
the final reckoning. Tanner’s character
maodel in Driver 3 looks instantly far
more convinging and there's more
than a little of Tormmy Vercetti in the
way he cocks a shotgun.

Weapon damage is impressively
thorough, allowing you to derive a
great deal of enjoyment from simply
riddling a car with bullets, shooting out
its tyres, and then standing back to roll




Again, the car's the star. Wi
vehicles destruct immaculat
a hassle to aim Tanr
required direction wher
with nesither third nor firstparson

viewpoints proving satisfactory, Under

the duress of enemy fire, thisis a

flaw that will need 1o be rectified,

The direct route
Evidence of breathtaking innovation
in Driver 3 s scarce, but also

unnecessary. However, the Film

Director mode is a fine addition with

antial to extend the game's
ably. This clever toy —
on of the concept
Ipon with the:

you to place a

ywhere m

h
ont wheel or 30 feel in the
r. Y film a chase or stunt

e-car
sy between ine

iding filters,

OOIm or
slo-mo. It's a remarkably flexible tool,
allowing for infinite re-editing and

re-positioning of cameras. The whole

game has been designed to look great

in replays, and the Film Director mode

aliows you to uiiise all the stock
technigues of the movies to fashion
the ulimate Hollywood car chasa
Edmondsan, proud to be a movie
chase geek, is full of enthusiasm:
“The game is all about Hollywood car

and you can't experience that
from the standard chase

mara perspective. it's natural to

want to reposition the cameras and

play around with those chase
sequences, Having said that, the Fim
Director function was a maor, major
undertaking for us. Tha emarcament
has to be very robust to aflow for that
level of freedom. In straightforwarnd

racing games like Gran Tu

game is just designed in & tunnel
So what's Driver 3's crucial

distinction from its chasing pack of

big-budget auto-action competitt

“Driver is the only game that is a car

chase simulation. We fos

nealism, the dynamic

physics. ff you'

in cars, Drver is for you.

In reference to =
in-game parody, where a stiff-moving

character called Two-Faced Tanner

crashes and bums, Edmondson
kstar, “DOriver 3

a parting shot for B
is about driving. It's not about

chopping people’s heads off
with & chainsaw.”

——l - A ~

The news that Driver 3's story will be accelerated by a series of involved cut-scenes
may have more impatient gamers yawning, but Reflections insists that investment
in this seamingly peripheral element of the game will aid overall immersion

“You have to think big," says Reflections MD Martin Edmondson, in relation to the huge
spend on Driver 3's ‘Hollywood® production values, involving Ridley Scott Associates
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Back from the dea

There’s a big surprise waiting in the woods for followers of Capcom’s Resident Evil..




ou are about to enter the world of survival
horror. It's been a long time since that
sentence, glowing white on black,
triggered a frisson of anything other than
familiarity. Which is what makes the attacks on
Resident Evil's new direction seem so
extraordinary. Chances are you already know why
the initial reaction from hardcore zombie-fanciers
was so depressingly childish. Simply put, there
are no — repeat, no — zombies in Resident Evil 4.
And if you're looking for an illustration of just
how much the series has changed, it doesn't
come much starker than that.
’ ’, - Maybe we're being contrary, but any game
g - capable of triggering the sort of reaction this has
g ” must be doing something right. And, inevitably, the
wounded fans have missed the point aimost
/' entirely. There are no zombies in Resident Evil 4 in
! only the same sense that there are no zombies in
‘28 Days Later'. New enemies who are quick and
cunning have replaced the shambling cadavers.
They attack en masse, retreat when overpowered
and seem like a logical evolutionary step after the
aggressive ‘crimson heads’ introduced by the
GameCube remake of the original game. “The
- enemies have to be smart, otherwise it won't be
d ' fun." explains Hiroyuki Kobayashi, Resident Evil
4's producer. “And the one thing you can't expect

EDGE 35 063 >




Genetic engineering
Capcom’s infection has now shipped over 24m units, but how has it really evolved since its inception?

Resident Evil
PS, GC

r..‘.’}

T L

_——-—'—"-’-‘-/

Resident Evil

o &
CAPCOM gy (NS

Alone In The Dark can claim
to have created the survival
horror genre, but Residert Evil
perfected the template and
coined the name. The onginal
is every bit as essential today
as it was 1996. And, yes, the
dog crashing through the
window remains arguably the
franchise’s iconic moment

Resident Evil 2
PS,DC, GC

o

‘ AL g

The second game in the
sories, recently ported to
GameCube, saw Leon S
Kennedy make his debut
alongside Chris Redfield's
sister, Claire. Set before and
also after the first game, the
main hook was the chance to
take two intertwining paths
through the same story.

Resident Evil 3: Nemesis
PS,PC,GC

Jill Valentine returns from the
first game for the most action-
oriented instalment to date.
Innovation was thin on the
ground, but fight design
makes this a fan favourite. The
titular monster was a nearly
indestructible killing machine
that Umbrella had created to
hunt down S.TAR.S. agents.

quick-turn mo

" Shinji Mikami

Resident Evil Code: Veronica X
DC, PS2, GC

First appearing on the
Dreamcast, Code: Veronica
was enjoyable but only really
notable for its use of 3D
environments. The X suffix
was introduced for the
PlayStation2 version, but it
amounted 1o nothing more
than three new cut-scenes
and a rmvamped ending.

Resident Evil @
GC

This prequel was originally
designed for the NG64, but
development was shifted to
GameCube. Again using
prerendered (but nevetherless
astonishingly intricate)
backdrops, Resident Evil &
infroduced a character swap
system and insect enemies,
but little eise otherwise.
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Kennedy's arsenal incudes grenades which send enemies flying through the air. The sheer number of attacke
overwhelming for survival horror afficionados used to dodging past a couple of cadav

i . . A8

Resident Evil Outbreak
ps2

PlayStation.2 -

BOHATARD

CAPCOM’

Innovation back on the
agenda as the seres ventured
online for the first time. The
core gameplay is classic
Resident Evil, but with the
additional possibilities offered
by four human players. Offline
only in Europe, but the
portmanteau structure makes
it worth a look for completists.

at once may initially prove
5. And take note: these foes know how to climb




-
“The lights dim, the trailer rolls, and the most
immediately striking thing is how gloriously
detailed and open-plan the environments are”

\ b Q

Leon
\ remains un r whether you'll be free to explore the environment using vehicles

such as this speedboat. What seems more likely is that they will be acquired for
certain set- s - in this case a battle with a Loch Ness-inspired monstrosity

S




hessian sack over his he 1 just may have
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D On hes head - a scenano thal

't exhaustively covered in the secret

heme, which rem: y

't throw yourself into that open

g work, starting afresh with a view to creating

ething maore radical. It signifies a remarkable

and two years

that Sony manufactured the PSZ on tf

y consequence to Sony, Mikami-san is
widely seen to be the catalyst behind the decision to
make Resident Evil 4 a GameCube exclusive, along
with four onginal titles: Viewtiful Joe, Killer 7, PN 03

and Dead Phoenix {the latter now cancelled)

“Jumping over a fence or knocking down a ladder
in order to prevent the villagers from climbing up...
Resident Evil 4 has been skewed towards action”

The accompanying statement from P
Studio 4 explained that the decision was
sound growth of the gaming industry. For
GameCube.” In retrospect, the
was the phrase: “For Capcom”
agery into bed with Nintendo,

1an s

an, indicating that * The sub-machine gun will evoke fond memoaries among fans of the third game,

ed which equipped Jill Valentine with an M16 from the start. She certainly needed it

- I

the environment

er a fence, ducking

The imminent amval of it
PS2 (sadly stripped of network play in
well be an indicahon of where the fut
franchisa Bes but, Tor now, the good news is that Y ‘
Mikams-san is back where he belo

fion. And it - \

@by feals fike a Mikami game - aggressive,

The to thank fo g new fife ino his cf
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QTE-style sections will frequently appear. Whether or not
they'll work exactly as Shenmue's is currently unknown
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Contrary to what this screenshot might suggest, to blow off an enemy’s head you no longer have to angle the
shotgun upwards at an absurd angle. Instead, take aim, breath out and fire. The splatten : effect is pure Mikami

If you go down to the woods today...
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=

_.\‘

> |

The main cinematic influence on Resident Evil has always been Romero’s ‘Dead’ trilogy, but the new game draws on a different tradition

The Texas Chainsaw Massacre

Leatherface is obviously
referenced by Resident Evil 4's
chainsaw-swinging lunatic,
but the influence of Tobe
Hooper's cannibalistic nuclear
family is also found in the
unhinged villagers.

Friday The 13th: Part 2

DAY
iz
ja &

/\

Before acquiring his signature
hockey mask, Jason Vorhees
wore a bag over his head -
which makes RE4's psycho
another homage. The
murderous use of gardening
tools is a more subtle lift.

The Evil Dead Il

wmmaﬁ@'

Again, it's the woodland
setting and creepy little cabin,
but Mikami-san is no stranger
ta director Sam Raimi's use of
grand guignol violence, jet
black humour and relentless
pacing, either.

The Blair Witch Project

T

In the absence, on screen at
least, of the filmmakers’
tormentor, the trees take on a
menacing quality. Resident
Evil 4 uses a grainy film
stock-style effect to help
achieve something similar.

Wrong Turn

In which Eliza Dushku battles
mutant hillbillies and a
restrictively tight vest. it's a
country mile from being a
classic, but Resident Evil 4's
enemies match the cannibals’
resilience and bloodlust.

URN

Cabin Fever

LABIN FENTR

Sexually promiscuous
teenagers trapped in a cabin
are a genre staple. This time
there's a virus on the loose -
likewise in Resident Evil 4,
although it's almost certainly
Umbrella-engineered.

LA

EDGE




“We wanted to bring back the players who had started
to feel that Resident Evil wasn'’t offering anything new,
and in order to do that we had to change everything”
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The hitman
and him

Danish studio |O Interactive is one of the biggest independent
development success stories of recent years, thanks to the
popular adventures of psychopathic slaphead Agent 47. We
met up with MD Janos Flésser, the man behind the hitman. ..

anos Flosser leans over the fourth-floor balcony of

IO Interactive’s new Copenhagen HQ, admiring its

spacious luxury. “We feared the open-plan design
might make the place too noisy,” he muses, “but actually |
like it. Everyone can see everyone else and ideas are
shared more easily.” The impressive new building
overiocking the Inderhavnen, which 10 occupied in
January, includes a canteen where staff can meet for
breakfast and lunch. This is apparently an important
aspect of the whole 10 ethos. “l won't go as far as to call it
a family, but there are a lot of friends here, a lot of
expenenced, self-motivated people who take responsibility
for themnselves and each other.”

Flosser has striven to maintain this atmosphere at the
company despite its rapid expansion. At 10's inception in
1998 there were seven members of staff, now there are
140. 10 Interactive is Europe’s 24th fastest-growing
technology company according to Delouitte & Touche's
Fast 500 list. and easily the highest entry for a game
developer. No wonder it had to move to a bigger office

A week after the relocation, Flosser is still marvelling at
the space. “There's room for more expansion, and this area
here,” he says, indicating a large expanse of open floor, “is
going to be our sumo wrestiing ring.”

Flbsser is a former TV producer who met most of I0's
founding staff when working on a programme about
‘cyberspace’ for the Danish National Broadcasting
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Can the Hitman series get any grittier? By forcing
Agent 47 to pass through abbatoirs, stnp joints
and Sibenan blizzards, it appears that it can
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Company back in the late '80s. He came into contact with
a community of prodigious young hackers and bedroom
coders who, due to a lack of opportunities in Scandinavia,
would later disperse across the world to make videogames
for companies such as Sony and EA. Flosser kept their
phone numbers, and in 1997 decided it was time to entice
them back to Copenhagen. They had already written an
impressive game engine, which Flosser began to pitch to
European publishers along with eight or nine game
treatments, but Hitman was the idea that immediately fired
everyone’s imaginations. Eidos was the first to put its
money on the table, and IO Interactive was bormn.

At the time, there was only one Danish videogame
developer of any significance (ITE, creator of Hugo)
Without any kind of home-grown industry to rely on. the
fiedgling 10 team borrowed business models from game
developers in the UK and the US. They soon reahsed that
uniless their games were going be top five per cent sellers.
they would struggle.

“In my forecast it was 1.2 million units, soitis a
surprise, a very good surprise! It gives me full confidence
in the character. Agent 47 is one of the most interesting
characters in computer games right now, so we can build
a franchise around him."”

Agent 47 is obviously crucial to the Hitman games’
appeal. and he functions perfectly as a figurehead for a
series. He's instantly recognisable, yet has no significant
back story. His vocation as a cold-blooded killer precludes
any emotional expectations for the character. This allows
10 to plonk him inte any scenario — or at least any scenario
where undercover killing is required - without tiresome
exposition. Flsser digs out some early sketches of 47,
complete with bald head, barcode and red tie, proving that
the distinctive hitman was remarkably well-realised from
the beginning. “I've seen guys tattoo themselves with the
barcode,” says Flosser. “You cannot give him greater
recognition than that.”

As shown in the impressive opening FMV for Hitman:

“Agent 47 functions perfectly as a figurehead for a series.
He’s instantly recognisable, and his vocation as a killer
precludes any emotional expectations for the character”

“These were scary figures for us,” admits Flosser "I
you have a dream of setting up your own development
studio, you have to try. Otherwise you might as well go and
work for the government.” As a result, 10 was focused on
creating bestselling videogames from the very beginning.
The first Hitman game was a PC title, but only because
PlayStation technology wasn't able to support 10's ideas at
the time. “From day one we knew we had to hit the
console market also,” says Flosser. “We showed the idea
to Sony, who liked it - probably because itis a
controversial, politically incorrect, provocative concepl.”

The first Hitman game was celebrated for its mature
approach, cinematic atmosphere, iconic anti-hero and
unflinching violence. “The initial response was very positive
toward the subject and the character,” says Flosser, “but
we took a beating on the control issue.” Indeed, Hitman
was a devil to manoeuvre, but the inviting scenanos
compelled you to continue. 10 had done enough to be
granted a second bite of the chemry and, after rectifying the
control system and adopting a console gaming mindset,
Hitman 2: Silent Assassin went through the roof. It has sold
over three million copies to date.
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Contracts, Agent 47 has found himself in a spot of
uncharacteristic bother. in fact he's bleeding heavily, and
passing in and out of consciousness. The missions of
Hitman: Contracts form a series of his flashbacks as 47
goes about his dirty work in locations as far-flung as
Siberia, Hong Kong and Las Vegas.

There's no great gameplay progression from Hitrman 2,
but 10 has applied the ‘bigger, better, more’ approach,
extending 47's arsenal with an attendant increase in gore.
One particularly macabre mission involves Agent 47
crashing a party at an abattoir, and it's possible to hang
victims' bodies on revolving meathooks.

The overall aim is to eradicate all traces of Bond-style
fantasy and heroism in the series. As Agent 47 snoops
around a bleak Siberian naval base, you'd be forgiven for
thinking that you're playing a GoldenEye remake. That's
until you spike your quarry’s soup with laxatives, follow hir
into the bathroom and strangle him while they take effect.
Mot very gentiemaniy.

The graphical appeal of Hitman: Contracts is the
feature that will really distinguish it from its predecessors.
Fog engulfs the streets of Kowloon, with only the ambient
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Viking invasion (part one)
Scandinavia’s burgeoning game develop
scene is among the liveliest in the world right
now. Along with 10 Interactive, these are the
hottest developers from the cold countries.
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Starbreeze Studios {Sweden)

Home to Enclave, Knights Of The Temple,
Chronicles Of Riddick (see p34) and more.
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Funcom (Norway)
S ian scene ts, best known

for creating the Anarchy Online universe

Innerioop (Norway)
Creator of Project IGI for Codemasters, and
frequently admired for its 3D technology




Viking invasion (part two)
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Digital Hlusions/DICE (Sweden)
Stockholm codeshop that made Battiefieid 1942
and its sequel, Battiefield Vietnam (see p103)

R dy Entertal t (Finland)
In a land of mobile gaming firms, Remedy makes
Max Payne. Power to its leather-clad elbows

The team made Dreamcast hit Headhunter and its
hirsute hero, Jack Wade. The sequel is imminent

Bald head, barcode, black sult, red (i
that a character dossn't need an in
backstory to front a succesful franchi

2ets are the ideal showground for
‘post-scene filtering effects. The

stylings are clearly cinematic




glow of gently swinging lanterns to light your way. A storm
rages in Siberia, and the rain appears 1o swirl directly into
your face, impairing vision and progress. These are
incidental effects, but implemented so convincingly as to
actually affect your choices in the game and aid your
immersion, all the more impressive when you realise that
they are being demonstrated on PlayStation2.

“The success of Hitman 2 has brought pressure to
deliver, but freedom also,” muses Flésser. “If you're in profit
at the end of the year, that buys you artistic freedom. It
means we can spend more time on introducing new
technology to the series - fuzzy logic, improved Al,
post-process filtering. When | look at the quality of the
graphics in Hitman: Contracts | am pleased that we can
stand up to any game in the world.”

Denmark may not have much heritage in game
development, but it does have a good technological
infrastructure and strong support for both computer
science and engineering vocations from academic

Scandinavian, and to an extent influenced by its isolation
from the traditional hubs of the game development
community. The company prides itself on its internal
communication and openness, hence the open-plan
offices and the shared lunches. The layout of the studio
integrates animators with level designers and artists with
audio programmers. "A lot of game companies have
excellent programmers, excellent designers, excellent
artists and excellent people doing sound and music, but
they're missing out on coordinating their departments,”
says Flasser. “Successful game development relies on this
communication. We are also into networking and sharing
ideas with other companies. You find some game
developers that are very closed off, but not us. Anyone can
come and visit us and we are happy to show them around.
If we can help to improve the games industry as a whole,
then this benefits us in the end.”

Flosser is full of enthusiasm for the potential of his
young comipany. In addition to Hitman: Contracts, 10 is

“We are still growing. We would like to establish a third
franchise, and we're working on that. There are a shitload
of ideas in this company! You wouldn’t believe it!”

institutions (witness the recent establishment of the Centre
For Computer Games Research at the IT University Of
Copenhagen). Flosser is happy that 10 is in a position to
reverse the brain drain of talented Danish programmers
drifting abroad in search of employment. Many of 10's staff
are Danes who have returned home after taking jobs in the
UK, or talents recruited direct from Danish university
courses. Flésser feels that this make-up lends 10
Interactive a distinct flavour, although he admits there is
little that's obviously Danish about Hitman.

“We get lots of comments from Danish people about
how we are doing American-style games. .. but with all
respect to the Scandinavian audience, they make up one
per cent of our worldwide sales. Being big in Scandinavia
has an emotional significance for us, but it doesn’t have
any business significance at all!” Still, there are subtle ways
in which |0 distinguishes itself within its games. “We can
bring new approaches to existing genres,” argues Flosser.
“For exampie, | think the colour scheme and lighting in
Hitrman: Contracts would be entirely different if it had been
designed by Japanese or American developers.”

I0’s working practices also seem to be distinctly

preparing a-sequel to Freedom Fighters, its squad-based
vigilante adventure from last year “It wasn't the most
original idea, but we tried to do innovative things with the
gameplay mechanics. We have a long list of features we
would like to improve on in that series.”

Flgsser is on a roll now. “We are still growing. We would
like to establish a third franchise, and we're working on
that. There are a shitioad of ideas in this company! You
wouldn't believe it! People are joining us from university
with all this great training in physics and Al and engineering
and they can try things here. And unlike the car industry,
nobody is going to die if they fuck up!”

No licensed games, no secrets, no pressure and no
automotive fatalities. It's an admirable creed, and one that
has served Flosser well as IO Interactive continues to
expand beyond his most ambitious expectations. Hitman:
Contracts won't change the world, but it will be another
high-quality titie that allows IO to reinvest in its original
ideas. Denmark’s leading developer is flourishing under the
kind of academic and governmental support that British
companies can only dream of. Soon, Carlsberg
won't be the country’s only famous export.

EDGE #135

The airy, spaci di of 10 | ‘s new

Copenhagen offices. Sumo wrestling ring not pictured
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Interview: Rick Rochetti, president of Sammy

USA and director of Sammy Europe Lid

Atomiswave has been criticised for being less
powerful than other current arcade technology.

Do you believe arcade games should still be
competing in terms of power?

Qur original goal for this platform was to be able 1o sell
to the masses. Not only arcades, which are a big part
of the market, but we also wanted to attack the street
locations and retail locations. We've had great success
with movie theatres, truck stops and bowling centres.
We made Atomiswave affordable so it could go pretty
much anywhere. Once you've bought into the system,
you have the beauty of changing games for reasonably
low prices. You don't have to move the machine — you change the graphics, you change the
marquee, you change the instructions and you change the controls. Everything is universal,
s0 the same cabinet can be a trackball game, a gun game or a driving game. Ultimatety,
though, the cashbox is what sells our games.

Were these decisions taken in response to the depression in the arcade market over
the last few years?

All the equipment that's come out in the last five or six years has been good for the arcades,
but very expensive so the returns aren't great. If you buy a driving game for, say, £15.000, at
the end of the day did you make money in the first year or not? Did you make money in the
second year ar not? The return on investment wasn't there so people started to back off

| from the simulators, the expensive sit-down twins and all these big pieces, but they're

| needed to attract the people away from the really nice games on their PS2s and Xboxes.

So how can A i compete against home les?

People will still go out to play videogames if they're exciting and unique, and things like
internet capabilities draw more players. Our system has that potential. We've only launched
it online in Japan, but we're going to faunch in the US, and then in Europe.

Many of the system's characteristics have been designed to serve the Asian market.
What are your plans for Europe?

We need the right content. We need, say, a very good football game for Europe so we can
get people competing in the pubs against players in other towns, so people can feel that
they're playing Manchester United against Arsenal or whatever. That's all built in to the
system. The net capability is there, the flexibility is there, the graphics are gooed and the
price is aggressive, That's what allows Atomiswave to be successful. Now we're coming to
the second generation of software and we have new games like The Rumble Fish, a very
impressive 2D fighter. We have a nice mixture of products coming, and people are starting
to think ‘hay, this is real’. When Neo-Geo came out, they didn’t make money on their first
game, or on their second game. It took time to establish, With Atomiswave, we're not even
a year in and we're starting to see the momentum. They are starting to believe.

Many arcade manufacturers have seen specialist peripherals as the way to entice
players away from thaeir home consoles. Do you share that thinking, or does it
contradict Atomiswave's back-to-basics approach?

We're looking at all avenues. We made our own unigue control systems. We tooled and
designed our own 27-inch pump-action shotgun, which we use on our hunting series. We
ara making things that separate us from the home games, that players can't get from their

| home experience. Our hunting series — it's not part of the Atomiswave programme yet - has
sold over 16,000 games into the bar market in the US with Deer Hunting, Turkey Wing and
Trophy. We know that controls draw players, but once they're there the content has to
deliver and it has to be simple enough so someone can play them with a beer in one hand.

Where do you think the future for arcade gaming lies?

| say: *Why can't we go to Sainsbury’s?" | don't see videogames in there. You go to the store
and they may have kiddie rides, but | don't see videogames there. | don't see videcgames
anywhere outside of the traditional arcades in England and there are opportunities. There
are pizza chains, there are retail chains and that's what we want to break into.

At the moment, though, non-arcade UK game machines are dominated by fruit
machines and touch-screen games offering cash prizes. Where do videogames fit in?
It's a big issue becausa the competition from gambling machines is so strong in the UK.
You and | know that, at the end of the day, if someone can win £25 or £40 then it's tough for
us and for our games to compete with that. We haven't approached cash prizes yet, but
once we can get the online working and get the right genre of sports going for the
marketing, then we'll look at that. These touch-screen games are very strong in the UK. |'ve
talked to some of those companies — they've approached us, we've approached them and
we'd welcome any opportunities to create games for that market. What was that top quiz
show in the UK? ‘Who Wants to Be A Millionaire' — that was a phenomenon that brings
together touch-screen and cash prizes. So that is definitely something we have to attack.

N

that bought into Sega in 1984, This made
Sammy the majority stakeholder. Soon after
that, Sammy CEO Hajime Satomi issued a
threat, announcing that Samrmy would
consider buying further shares in Sega and
reducing it to a-subsidiary if Sega did not
cooperate with his plans for the company. A
few weeks later, shareholders appointed him
Sega’s new chairman.

There are reports from Japanese insiders
that the mood is very bleak at Sega. Some
say that Sega president Hisac Oguchi, who
opposed the Sammy merger, will have no
option but to resign and that key Sega staff,
such as Toshihiro Nagoshi, Yuii Naka and Yu
Suzuki will follow. All this is unconfimed. But
what's also unconfrimed is the existence of
any concrete evidence tc support the
rumaiirs currently circulating that Sammy
intends to demolish Sega as we know it,

Sega doom-mongers have three main
fears for the future of the company under
Sammy. The first is that Sammy will either
abandon or emasculate Sega'’s console
development activibies. There's certainly
reason for these concermns: Satomi-san's
bullish (aithough accurate) staterments to the
press emphasisad the loss-making nature of
Sega's consumer projacts (-¥2.5billicn/

£12 3million) as opposed to the substantial
profits of their arcade division (¥5.6billion/
£27 . 6million), and indicated he would reguir
Sega to select its home console releases
‘more strictly’ in the future. Nor have any
reassuring announcements concerning the
current Sega projects been forthcoming.

In lieu of any official word from Samimy,
the best clue perhaps lies in Rowe's
assessment of the company's current
position: “Is the pachinko market saturated’
Absolutely. You might be able to garmer a
litle more market share, but in terms of tots
units it's not a growing business. And so
Satomi-san wants to build an international
interactive entertainment division where the
is moom for expansion, and that certainly
includes console gaming and lkely PC
gaming as well."

It's a statement that is at odds with the
idea of Sammy intending to wind down
Sega’s home console business.

However, it says nothing for the nature
the quality of games that will be produced
from that division. Despite being cherished
twy dedicated gamers, it's no secret that
many of Sega’s more groundbreaking
such as Rez and Shenmue, were a
commercial disaster. Bowe again: “The first
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| Inside the cabinet

Sammy's Atomiswave arcade system is based on Dreamcast
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technology, and has been criticised for being underpowered even
compared to Sega’s own outdated Naomi board. Introduced just
over a year ago, its main strengths are its low cost, modular nature
and the ease with which operators can change games. The
system’s standings were recently boosted by SNK Playmore's
announcement that it will be abandoning the aging Neo-Geo
system and bringing King OF Fighters, Metal Siug and Samurai
Spirits to Atomiswave. Sammy’s own plans for the machine
include The Rumble Fish, a fighter, and Ranger Mission. a
lightgun-driven military rescue simulation game.




thing we have to think of when we start
making a game is whether we go for the
casual or the hardcore market, And thera’s

ten times as many of one as the other”

Sammy Studios’ current autput,
ved over the following pages; gives
tion of the kinds of games that
sort of thinking will producs.

The next fear is that Sammy will plunder
Sega’s IP to promote its own, lower-quality
arcade fitles. Again, there’s no official word
an this, but a number of factors make it
unlikely. The first is Sammy’s intense pride.
The strength of belief that the firm has in
Atomiswave is impreasive, although only
tirme will tell if it's well-founded. There's every
intention to ses the brand succeed on its
own merits, and with its own titkes. The fact
of the matter is that the places whera
Sarmmy wants it to succeed (see Rick

an earty indics

Rochetti interview) — the developing waorld
and the non-arcade environment in the west
— are places where the likes of Tails and
Knuckles mean very little at all

The third fear, that Sammy will empty
Sega's lucrative arcade floorspace and fill it
with its own, more profitable pachinko and
pachinka slot machines, is probably the least
well founded, since it contradicts everything

about Sammy's position as Rowe sets it out
There's no reason for Sammy to want to
wieaken Sega's stronghold on the arcade,
especially since Rochetti makes it clear that
there's an awarenass that Atomiswave’s
most lucrative market is almaost certainly ina
non-traditional setting. There's na reason to
assume that the two brands couldn't exist
side by side, catenng to different markets.
Mothing, at this stage, can be certain
except perhaps one thing: Sammy wants it
all. The overwhelming tone of the company
at the moment is ene of ardent, aggressive
ambition. There's a perception among
gamers thal Sammy isn't interested in them,
and to some extent that's justified; the
company's eves are firmly fixed on the vast,
untapped market of current non-gamers
However, that doesn’t mean Sammy
doesn't want to make money out of gamers,
and the way to do that is to make games
that they want to buy, As Rowe makes clear,
Sammy is well aware that if gamers don't ike
what they're getting, they'll vole with their
wallets and buy from someona else. Sammy
simply doesn't act ke a company prepared
to let that happen. The next few pages wil
give some indication of whether or not |

the company will succesd. F=-
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Sammy has some way to go in making its Atomiswave output palatable to non-gamers. The
Rumble Fish (main), Dolphin Blue (above left) and Demolish Fish are traditional experiences
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r: Hajime Satomi, president and CEO

[ of Sammy, recently appointed chairman of Sega

Sega’s stockholders, and the stock market in
general, seem to have greeted Sammy taking
control of Sega very favourably. How have you
convinced them? \
Sega was in nead of a leader and the stockholders felt
that the management was lacking direction. The
stockholders are looking forward to new leadership.

Atomiswave cabinets aren’t currently the most
popular in Japanese arcades. Why do you think
that is?
You're absolutely right, they’re not popular in Japan
The system itself has received extremely favourable reaction worldwide, The only reason it's
not popular yet is because we haven't been able to offer great content.

Ii Sammy and Sega work together to provide great content, I'm absolutely sure that
Atomiswave will become a huge hit.

What is the real value of Sega to Sammy - is it in its staff, its intellectual property

or its brand name?

The existing employees of Sega, and especially middle management, are a real value the
company offers. And of course, their brand name has great value too. Also, Sega has more
than 500 stores in Japan, and this is something you don't establish overnight, so it's alsca
great asset.

The Dreamcast was a high-profile failure, and Sega's attempt to establish itself as a
multiplatiorm developer has also stumbled. What mistakes do you think it made?

Sega had very unified development teams and after the failure of Dreamcast they divided

the teams info nine subsidiaries. Losing this structure and control was one of the major

factors for their disappointing performance. Very soon we're gaing to bring all the

development staff back into Sega. | believe we can restore the strength of Sega's |
development under strong leadership.

How do you picture the global arcade business in ten years' time? What does
Atomiswave have to offer Europe in particular?

Developing countries will help expand the arcade game market. China, South America and
Eastern Europe are examples of growing arcade markets. If we look at the arcade market
from a worldwide perspective, it's still evolving and will be a huge business in ten years.
Atomiswave can play a central role in this development. The machine itself will evolve in ten
years. Right now you can switch software by changing cartridges. In the future we hope to
make new content downicadable through online networks.

The success of Sega's arcade division has been b i by inventions such as the
card save system used for Virtua Fighter 4 Evolution. Will Sammy continue to pursue
this kind of innovation?

Yes, Sammy will pursue this, and not just the card save system but cutting edge
technologies. Qur goal is always to create and introduce new technologies into the
videogame market.

What do you think is Sega's finest game?
| have two favourites — Sonic, which has been selling well for over ten years, and Phantasy
Star Online, the first online console game in the world.

These arcade machines could hardly
emphasise better the contrast between
the approaches of Sega and Sammy.

The Atomiswave is about flexibility and
economy, whereas Sega's The Quiz Show
is arcade gaming at its most elaborate and
baroque. There's no question whose vision
Sega's shareholders find more reassuring

/
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Sammy Studios

Sammy Studios, housed in a startlingly sun, sand and sea-inspired techno-barn, was
founded four years ago under the impetus of Satomi-san. Now headed by John Rowe,
formerly head of product development at Midway, it's a studio that's guided by some
passionately held principles

“We know exactly what we want to do,” says Rowe. “Our game philosophy is growing
out of the projects we have in development. Everything we do is to support gameplay
based on characters, characters embedded in a place, a time and an environment we want
you to become immersed in. We're not about sports action games and we're not about
racing games. | don't want to use clichés like 'interactive movies," but we want the
emotions of thesa characters to come through.”

lsn't that a dangerous place to start for something which has to become a good
videogame? Rowe catches himself: “It has to start with the gameplay. Finding the fun is
something we do early rather than later. We don't just sit around drawing cool characters
and then alter the gameplay to fit.”

Rowe is irrepressibly passionate about games and the industry. Over the course of the
interview, conversation flits past the escalating cost of game development (“Wa're going to
stifle innovation and kill profitability,”) the curse of cables [l said to Kutargi — Ken, you've
got to do something about the damn cables”) and censorship in games (“Where would |
draw the line? Nowhera! Screw the politicians and screw the religious right!”),

Over the next few years, the output of Sammy Studios will demonstrate how well
Rowe has brought his passions to bear on the games being made there. As things stand,
the roster stands at four — two Japanese-developed games, one top secret project ('a
thirdperson/firstperson shooter-action-adventure game,’ to be precise), and its front
runner, Darkwatch: Curse Of The West.
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Darkwatch: Curse Of The We

a. It's a firstperson shooter vampire

wastern - that's the first thing you

need to absorb. And it's being
overseen by the people who made
Odaworld. Darkwatch: Curse Of The West

was never going to be ordinary. Headed by
Farzad Varahramyan and Chris Ulm, both
veterans of Oddworld Inhabitants, Sammy
Studios' first ‘real’ game has some grand
ambitions. Backed by a minutely detailed
backstory, Darfwatch reinvents the wild
west, and sets itself up against the highest
benchmarks in the genre.

The game’s hero, Jericho, makes his
living as a frain robber. The game opens as,
in a bout of pretty immense bad luck, he
unwittingly picks out as his next target a train
which is transporting a vampire lord to be
ncarceraled at the headquarters of the
Darkewatch, an ancient arganisation
dedicated to the extermination of his kind.

Jericho. a committed loner, would
happily walk away but has received a
vampire bite only the Darkwatch can cure.
Destinies conveniently entwined, he sets off
with the shapely Cassidy to find Darkwatch
HC while the vampire virus in his blood starts
an the slow job of reconfiguring his genes.
Thus, as the game progresses, Jericho will
evolve a vampire jump, which feels a little like
arocket jump without the rocket, and
vampire vision that lets him zoom in with His
ayes rather than relying on & scope like

normal people, With eminent commion
sense, Darkwatch's developers started with
the multiplayer, What better place to make
sure the movernent and weaponry —the co
of any FPS - are rock solid? As well as
accelerating development on the heart of tt
game, it gives time for the trickier elements
of the singleplayer — particularly enemy Al
and scripting — to be perfected befare trying
to integrate everything together. Not least
because there's a lot of everything. As well
as what you'd expect of a gun-siingin’, stree
swaggerin' FPS, there are horse-nding and
vehicle sections, as well as minigame-style
sat pieces which the designers are adamar
will grow organically from the skills and
techniques inherent in the main garmeplay.
On top of that are boss sections, pitting
Jericho against enormous, cackling
monstrosities. One of the most satislying

Without playable code it's impossible to be certain how well the horse-riding will work, although
Sammy promises it'll not be like a Warthog. Melee attacks convert to a fearsome rearing move
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alaments of Darkwatch is the brutality of the
weapon design. Every gun comes equipped
with a murderous-locking butt, a colossal
studded hammer or a gleaming curved
blade. You hate to think what they'd do to
vour shoulder on recoil, but you can't wait 1o
pile in to a likely-looking posse of cowboy
skeletons. They're explained by Darkwatch's
clever lechnology rationale. The Darkwatch,
n the course of its centuries-long war
against vampires, has developed a
technology which is entirely dependent on
vampire by-products. Look closely and you'll
see that some of their slinkier agents wear
shirts sewn from vampire skin as a handy, if
gruesome, way to borrow the vampires®
greater tolerance to bullsts.

Too mary games fall into the trap of
becoming easier the better you are at them,
as good players unlock upgrades and
stockpile supplies they don't need.
Darlwatch has a clever built-in balancer. As

Enemy design is both visually and tactically
varied, with TNT-toting skeletons presenting
a very different challenge. The golden gleam
of the gunslinger's eyes is highly unsettling

Jericho cuts a bloodied swathe through the
massed undead, his reputation grows. The
deadiier you are, the more enemies will hang
back, Using cover and braaking out the big
guns. Get a reputation as a pushover and
they'll stroll out to take pot shots, presanting
you with ample opportunity to hone your aim
and make a name for yoursel,

Bammy isn't letting anyone play
Darkwatch just yet, so there'’s no way to be
sure if the team’s meticulous, expsrenced
approach will pay off. Of all game genres, the
FPS is one of the hardest to judge until it's
under your thumbs.

There's no question, though, that this
team knows a good game from a bad one.
They gather like clockwark, twice a month,
and davote their Friday nights to epic gaming
cortests. It gives the team a daunting
combination of a professional’s expertise and
a gamer’s enthusiasm, and makes
Darkwatch a captivating proposition.
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3 Sammy

Spy Fiction

| Format: PlayStation2 Publisher: Sammy D er: Access Games

Origir: Japan Relsass: Out now (Japan) TBG (UK)

title that's already out in Japan, Spy
on takes its inspi

the current flood of & 1 titles but

from classic series such as 'Mission:
Impossible’ and The Man from UNCLE.

A traditional thirdperson action game, its
secret weapon is a camera which lets you
record the appearance of anyone you see,
and impersonate them perfectly.

Disguising yourself with someone's face can
be a risky business. If you run across them,
they'll raise the alarm immediately

it's a premise executed with care and
imagination. Choose to play as the male
character, Bishop, and you'll gain the edge
in fights but won't have the option of
impersonating the women you encounter.

The fermale character, however, can
impersonate anyana — presumably resorting
to & gruff voice and a scowl when required to
be sormeone male. Your camera allows you
to capture a simple body disguise from a
distarice, but you'll need a much closer and
cleaner shot to get a face or a voiceprint,
Once disguised, however, you won't have
access to your special ops maoves or kit,
which turn you invisible when crouched
stationary.and let you crab-climb up walls
and along ceilings.

Sammy is putting a great deal of effort
into touching up Spy Fiction for a western
release, improving lighting and detail and
re-casting and re-recording all voice acting,
a huge undertaking considering that the
Japanese orgina! was already presented
entirefy in English

These before and after shots show the impact that Sammy’s polishing will make to the
look of the game. The intricate architecture, combined with the acrobatic agility of your
character, means multiple solutions are always available to each stealth-based puzzle

@ \ Seven Samurai 20XX

| Format: PlayStation2 Publisher; Sammy Developer: Dimps

[ Crigin: Japan Releasa: Out now (Japan) TBC (UK}

Racking up combos charges up your special
twin-sword attack. Once unleashed, the
seconds tick dewn, giving you an incentive to
score as many hits as possible before your
time runs out and normal rules prevail

€ 074

t's a licence that you expect to be
approached with reverence and
but instead Sammy has adapted ‘The
Seven Samurail’ with an abandon that will

raint

horrify purists and intrigue necphiles. it takes
the basic premise of swordsmen sworm to
protect a vilage, and teleports it into a vibrant
future world of hacking and slashing. And, as
if the licence itself didn't carry enough clout,
Sammy has brought in artist Jean Giraud,
better known to comic readers as Moebius,
to design the characters.

So, if the game is taking neither the
characters nor the setting from the film,
where's the value of the licence? The
developers have tried instead to take their
cues from the action of the film, creating
levels that pit your lone swordsman against a
wave of horsas which you lure into a namow
pass, as well as more traditional free-for-alls,

Already out in Japan, it's not without its
disappointmants, the most surprising being
that, despite the name, you can only play as
one character. Although the combat is
simplistic, charging up a twin-sword frenzy
attack is satisfying and spectacular.

The strength of the character design makes it all the more disappointing that only Natoe
{below, centre) is playable. Still, it certainly gives Sammy a place to start for a sequel










Fable features a reputation system passed
from NPC to NPC, so your good or avil
rating changes with time and your actions.
Far right: beast wars in Black & White 2
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times; a year ago, when the project was
looking uncomifortably interminabile Lionhead
took a number of people off vanous projects
across the studio and put them to work on
Fabie instead. That pulled it through, and on
the day we visit the game has hit alpha.
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pictured) ‘otter spunk’ are just placeholder
graphics. Left: caveman simulator BC.
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BradyGames® approach is direct, as lllustrated by Ils guides 1o GTA: Vice City and Max Payne 2

authoritative, exhatstive, approachable

and attractive Final Fantasy X guide, by

contrast, can barely be shoehomed into
a 200-page tome.

Although game magazines and even
individual software hcuses had previously
published deaicated solution books, tha
modem-day sirategy guide market was
- most agree — sired in 1990 by Prima
Publishing with its ‘Secrets of the Games’
impnnt. Since then, an almost symbiotic
relationship between guide and game has
evolved. For software houses (and,
occasionally, for savvy developers), these
quides represent another important
revenue stream.

For publishers such as BradyGames
(established in November 1893 with the
‘Mortal Kaombat Kompanion”),
Eurapean-focused publisher Piggyback,
and Prima (which made its debut with

‘Nintendo Game Secrets’ in 1980}, the
financial rewards as gaming has reached a
wider auchences have been considerable.

When asked to provide individual
sales figures in a hugely competitive
marketplace, the aforementioned
publishers are reluctant to speak of
specifice. Nonetheless, Prima telis of at
least eight titles (inciuding guides for
Madden NFL 2004 and Medal Of Honor:
Rising Sun) that fopped 100,000 units in
the US during 2003. BradyGames speaks
of Final Fantasy VI, with over a million
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units sold to date and currently being
reprinted. Piggyback talks of its confident
forecast to sell over one miflion guides
across Europe this year. It's a bigger
business than many realisa. But why7?

Market forces

We meet Louie Beatty, co-founder of
Piggyback Interactive Limited, to gamer a
greater understanding ol the game guide
market. Established in 1998, Piggyback
was first envisaged by Beatty and pariner
Vincent Pargney as a European ‘sokution
for Japanesa publishers,

Originally. their remit also included
actual software ~ “We published a game
that got siated by Edge,” Baatty admits
with a laugh = but, following three guides,
the firm focused purely on the solution
business. Piggyback's first book was a
PAL region-specific guide for Metal Gear

“An almost symbiotic relationship between guide and game
has evolved. For software houses (and, occasionally, for savvy
developers), guides represent another important revenue stream”

Solid. Konami saw fit, apropos of Beatty
and Pargney's ambitious pitch, to allow
the embryenic outfit to produce a guide
for Hideo Kajima's hotly tipped
stealth-action adventure.

Fast-forward six years, and
Piggyback's reputation as a producer of
high-guality guides is simply peerless.
With each guide taking over half a year to
produce, its books are the most distinctive
In the business. These are coffee table
pieces - it's not just that they look good,
they feel good too, Utllising a sheet-fed
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printing system (rather than the web offsed
technique used on magazines and other
guides) and an appreciably higher
standard of paper, they're a pleasure to
heid and behold. With their writers
waorking to much more generus
deadiines than BradyGames or Prima
writers can hope for, they're also defined
by high editorial standards.

Piggyback's business model means
that the company has little margin for
error. "We've got o finance them for six 1o
eight manths, and the production costs
are enormous,” admits Beatty, “The
upfront expenditurs is very significant and
the risk is huge... if we get it wrong. we're
pretty far dowr: the river to begin rowing
back up. They ask how much a game is
going to sell, and we'll say: this much.
This has to be reflected In the price of the
guaranteas and the royalty structure, It's
pretty much standard stuff,”

How much? Hundrads? Thousands?
Hundreds of thousands?

“It depends on tha title,” replies
Beatty, a little reluctantly. “You'd be talking
hundreds of thousands. You're talking
senous monay, but am | discussing euros,
doilars or pounds?” he adds with a grin,

Piggyback's company philosophy is
unusual: it imits itself to a mere handful of
releases per year and — at least al present
—in PAL territories alone. With an eya on
long-term performance, Beatty and
Pargney have limited their outfit's
productivity. Quality, not quantity, is their
objactive; “We've attempted to run two
projects simuitaneously,” reveals Baatty,
*and it was too much, It's like a bridge: it
can take X number of vehicles a day, and
you experiment, and discover when the
stress factors become too great. Instead,




we say: this 1s the level of detail we offex.

in tan days, the guality just cant be there

i1
v
this 1= the production guality we can offer It people see 3 guide like that, they're o
And during that period, we're nol going to gomg to say: I'm not buying this!” If you
e doing anything else — hecause we buy a guide that isn't much better than an a2

ply ean’t do anything else.™
Piggyback’s editorial and design
standards are recognised by both gamers
and software houses and the company
requiarly rejects projects. Such dedication
is not withaut an attendant premium;

‘Our risk is very high in terms of

FAQ. or the stuff in magazines or even
thosa fittie books mounted on the cover,
then raxt fime you're in the store you're
going to think it's not warth it™

Many guides are written by a solitary
author, with a hittle assistance if necessary,
while crunch projects can necessitate the

development costs. If we're camrying 30 & n of a team. Piggyback's nine
people, and an inventory risk because our full-time amployess are augmentad by a
costs per unit are very high.., It we get a ontract siaffl as each
licence wrong or our quantifies wrong
then it could be very damaging.”

Historically, editorial standards in
guide books have been wildly variable
This is no reflection on the abilities of
individual authors, Like other industries
nvalving wordsmiths, there have been
(and will be) plenty of low-rent hacks
plying their trade. However, the pressure
to match the release of a particutar game
can render high standards prohibitively
difficult to maintain. Even the f hytric
of wnier and gamer will struggle to do
fustice to a Zelda game within the space
of two weeks

Beatty is scathing in his appraisal of
guides produced almost overmightl in orcher
to hit all-important deadlines. “You're
taking the piss - you're putting that oul to
market, and people are going to know,
they're going to see, If a quide's produced

small army of ©

Strategy gu
box art in order to

1 association Piggyback project director Nathali Schrader

totally obscure compression format because the
programmer had a moral objection to Zip.

The worst-case scenario myself to look at sither the published guide or the game

1 used to enjoy playing.
A game guide is notoriously time-consuming to write at

the best of times. When the particular software It is based How long did you work on it in total? Were you able
on is huge, buggy or late, however, it can reduce eventhe  to do other work during that time? And how much
most seasoned professional to the verge of a nervous ‘were you paid?

breakdown. We spoke to an experienced writer who has We originally planned for about two montha of full-time
lived through a worst-case scenario. Due to non- work, which was to include significant playthrough and
disclosure agreements — and, of course, professional screen-caplure time while simultaneously tuming out a

Would you ever write a strategy guide again?

Of course. Obstinate fools are the malnstay of the entire
Inidustry. After my bad experience I'd insist on so many
conditions and clauses regarding payment and overtime
that any publisher would inevitably employ some
frash-faced innocent instead. These days | prefer to

courtesy - names of those involved have been removed.

How bad was your experience with a strategy guide?
it was a very deep and lengthy type of game, so | was
prepared for a substantial workicad. | also assumed we'd
have someone at the developer’s end to provide us with
everything we'd need. Never, ever, assume. An
international telephone number for the voicemail of a
producer wha's swilched off his phone because he's deep
in crunch-time does not a fiaison make.

If you've ever had to wait for a patch, then you'll know
after years of first-hand gaming trauma, and yet we still
entartained this naive hope that the game would run on at
least one of our machines. Again, never assume. Some
problems just go with the territory of dealing with
stressed-out dev staff: when long-requested data files
finally arrived, we found they had been encrypted ina

word count to rival a first noval. We knew it was going to
be tough, no question, and we weare all accustomead to
tight deadlines, What we didn't take into account was the
extent to which the game was unfinished and still under
development. Whenever we finished a saction, a new
version of the code would appear without any
announcement, rendering all of our previous work {and
our savepoints) redundant. And so our project started to
slip with theirs. Leamning to work without sleep for weeks
was easy: | just reminded mysel! that I'd agreed to a fined
fump sum payment. whersupon 'd be kicking myself until
| was alert again.

How many different versions of the code were you
sent during the guide's development? And were you
happy that the final guide was accurate?

The game continued in development well after the print
deadiine of the guide, so there's no way it can be either
accurate or comprehansive. To this day | still cannot bring
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contribute free material to CJayC's www.gamefags.com,
in my cwn time. It's my way of aioning.

Do print-based strategy guides have a future?

In their favour, they have all the persistent storage
advantages of books and magazines — portability, instant
random access, zero power consumption - when you're
sitting in front of a TV or monitor. And uniike most FAQs,
they're written in English. I'm fully in agreement with the
T-Rex in “Toy Story 2': no game should nesd a strategy
guide, or it smelis of a conspiratorial commiercial rip-off.

In the future, | think the strategy guide will need to
incorporate all sorts of extras as well as high production
values — designer interviews, background info, concept art
~ to become the kind of gaming accompaniment
hobbyists crave. Remembering when games used to
come with posters, overlays, stickers, novellas, music and
other gorgeously tangible fetishes, | think there could stil
be a place for that as we head towards digital distribution.
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Piggyback publisher Vincent Pargney
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project evolves. The company also faces
the challenge of working with a number of
different languages. “Each guide can be
written by wo of three authors,” expiains
Beatty. “Then we have transiators who
have a semi-author function as well, in
terms of quality control, and then for each
language version there 15 an editor,”

Piggyback's designers are not
divarced from the editorial process, “Thay
play the gare, they are games players,”
slates Beatty. "That's obviously an
alemant that is very Important, but what
Wwe also do is have olr authors go through
the entire game with a video-capture
aystam, So In Zelda, when you, say, get
the Deku leal, jump up on to a branch,
then glide down to a certain point, our
designers can actually sea that, We
provide each of our editors and translators
with that material, It's part of the quality-
control process that they can watch and
mayba say: 'Uh-uh, that bit's wrong,” if
there are emors - and thers will be errors
first time anound.

“The writing can take around six o
eight weeks,” Beatty continues. "And then
It goes into transiation, goes into layout,
then it's going into proof-reading. We have
an editor that goes through all the text to
ensure it's all cormect. They aiso go 1o the
publisher, the licensor, for quality control,
It's baen a real learmning curve working with
Japanese companies ~ they ask a lot, but
they give a lot.”

Guide evolution

By contrast, Prima and BradyGames work
in greater volumes and with much shorter
timeframes, Prima, in particular, has
produced over 1,100 books - 80 million in
print, it claims - during Its 14-year history.
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While its guides are admirable in many
respects, and are steadily avolving, with
developer interviews and assorted fanboy|
pleasing extras, its priorities are very
different to those of Piggyback. *Prima
publishes over 140 guides a year, by far
the most in the ndustry,” says Andy
Rolleri, marketing manager for Prima.
“This gives us an advantage, in that we
are not so dependant on one game doing
well, and we're not al risk if a game flops
or moves out of a particular year.”

By working - bar two exceptions -
with Japanese sottware houses for itg 20
guides to date, and taking advantage of
the additional delay before European
release, Piggyback's authors have
advantages over their pears at rival guide
publishers, They are atso blessed with the
uxury of dealing with established and
highly efficient entitles such as Nintendo,
Square-Enix and Konami

While speaking to handful of former
gude writers for this feature, a recurring
comment was that western software
houses {and, through deadline stress,
codeshops) can be alarmingly blasé abou
tha so-called ‘partnership.’ ‘Half-arsed’
was a gescriptive term used on more than
one occasion, and not entiraly unkindly.

“You ask for matenals, and you agree
the matenals, and they are defivered,”
says Baatty of the companies he has
worked with to date. "And it's boundiess -
the amount of preparation that goes into
getting that matenal and providing it The
reciprocal side of that is that when they
recetve matenial from you they expect it to
be the same way. They're very, very
demanding, in terma of their content and
quality, but their comments are 99 per
cent comect — when they say: "That would




The cheals’ way of saving hours of tnal and
error, or vital companion plece? You decide

be better for the game' or That would be
better for the guide,’ thay're nght * Baatty
gestures towards the Figgyback Fing/
Fantasy X-2 guide. “This is 100 per cent of
the game, this is everytfing,” he states
emphatically. “That's the commitment we
made to Square-Enix. They asked us what
we would need, and we said. everythmg
That's what | mean by the ‘reciprocal
relationship” we have.”

In fimiting itseif to a carefully managed
number of guides each year, Piggyback
has cerain advantages. With up to 150
books each year, Prima has other
obstacles to leap. “The major difficulty 15
time.” says Mario DeGovia, lead in-house
author at Prima. "We'd love to have a
maonth with a fully developed game to
wark with, but that's hardly ever the case
We've written some books in seven days
We want to use more writers If we have
less time. Playing the game itself isn't
that difficult — at this point we're all rathar
good at playing games - rather it's the
orgarisation of information and the typing
of manuscripts that really bums the time.’

All work, no play?

Truly, ptaying a game to death with an
oppressive deadhine can be a
soul-crushing, spint-sapping exercise
There are many guides that run smoothiy
from start to finish, and console games -
due to the QA process with the relavant
piatiorm owner — tend to be more refiable
than PC titles, It's important to understand
just how onerous the task of developing
guides can be, though.

“We have to present an enormous
amount of information in a logical way,
miake sure it is relevant, and be precise in
our writing so we don't publish phone

book-sized tomes,” DeGovia elaborates.
*For that 1o happen we have to play the
game several times as we work.
sometimes repeating a level or a fight half
a dozen times to get everything we need.
As you can imagine, this can be time
consuming. Our days are long when we're
doing a guide — 12 to 14 hours a day, six
to seven days a wesk Is common.”

Leigh Davis. editor-in-chief at
BradyGames, concurs that guide writing
can be daunting: "Well, let me put it this
way: before warking for BradyGames |
edited computer books, and based on my
experience | think writing a strategy guide
i harder than writing a computer book.
When you write about a computer
program, you usually know which features
will be int the program and how long the
book will be. When you wrile a strategy
guide. you have no way of kno

g ow
iong it will take you to get through the
game, much less how long the book will
be. No one knows how iDﬁg it wil Iake
which really ardds to the pressure.”

At the tum of the century, many were
inclined 10 forecast that widespread
domestic ntemet access would severely
damage the profitability of the strategy
guide market After all, as the argument
went, If a player wishes to obtain a
needed prompt, entire walkthrough or
cheatl code, why would they opt to pay
£10 - a quarter (but often more) of the
RRP of the actual game —when CJayC's
GameFAQs site can offer a bare-bones
equivalent for frea?

"Paople have been asking the same
gueastion for ten years,” replies Dayis
"And you know what? We're selling more
strategy guides now than we ever have

NAVIGATIONAL DECK
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The dotail in Piggyback's guides is not restricted to mere aesthetic values. In this MGS2 guide, the
author even offered a complete solution on its unpleasant highest difficulty setting - a noteworthy feat

“There is something about being able to hold the product -
people love having a tangible product that they can refer to
whenever they want, right there as they are playing their game”

BradyGames’ books are portable,
attractive, and well-organised — features
you'll never find in FAGs.™

“The internet has always, -and will
continue 1o be, a challenge for anyone
selling strategy content,” opines Holleri,
“Our befief, and it is a belief that has been
proven by consistent strong sales over the
past few years, is that there is still a large
population of gamers who want the
printed guide. There are several reasons
for this. The guide content is official and
approved by the game develaper or
publisher so you know it is good stuff, not

EDGE NS

always the case when you go online. The
guide cantains more than just a
walkthrough — there is information about
the saries, interviews with developers,
exclusive artwork and tons of other stuff
that make It a collectible item and
something the consumer wants. And
finally, there is somsthing about beng able
to hold the product - peopie love having a
tangible product that they can refer 1o
when ever they want, right there as they
are playing their game.”

They both make valid points, of
course. The tactile value of a

[FLER - ]




The official perspective

Mathieu Daujam is currentiy putting the finishing touches
to Piggyback's forthcoming Final Fantasy Crystal
Chronicles guide, but takes some time out to discuss

the process of creating official game guides.

‘Which strategy guides had you worked on before
Final Fantasy Crystal Chronicles?

I've worked on many guides; but previously mainly as a
language editor. Among others, there's been Metal Gear
Salid 2, Final Fantasy X, Kingdom Hearts, The Legend
OF Zelda: The Wind Waker and Final Fantasy X-2.

How long have you been into gaming?
Many, many years. | started when | was a kid, got into
them big time in my teens and I'm still going strong...

Presumably you've had editorial assistance on the
Final Fantasy Crystal Chronicles guide. How does
that kind of thing work?

| did have assistance, of course. Less in terms of game
content and mare for technical issues: defining layout
instructions, guidelines for screenshots, general structural
elements. The support of the project director on all of
these points was invaluable. In addition, the publication
directors granted me a free hand with regards to the
structure and the contents of the guide. The creative
freedom was thrilling. It really gave me the opportunity to
think the project through as a whole.

How long did you work on the Final Fantasy Crystal
Chronicles guide in total?

This project timing was really tight. A normal Piggyback
guide will take anything from three to six months
depending on the size of the game. However, with Crystal
Chronicles, | only had two months to write the concept
and texts for the guide. How do you manage to make
three menths fit in two? By working 12 hours a day
instead of eight! This doasn't take into consideration time
for the layout, language editing and production teams.

How difficult was it to write and research?

Overall, everything went smoothly. The better you know
the game, the easier the writing process. In this case, |
had played the game for over two months before the
guide project even started: this allowed me to define a
very clear and detailed guide concept. All | had to do
afterwards was to follow my framework. The main
difficulty was integrating certain improvements | hadn't

well-designed guide should not be
underestimated, There’s also the simple kay

thought of initially. That's part of the creative process.
Integrating those elements in a logical and natural way
was probably the most challenging facet of the job.

How many hours do you think you've spent playing
Final Fantasy Crystal Chronicles while putting
together the guide?

Countless hours. We are talking many months. | can’t
imagine how many hours it amounts to. Actually, I'm
not sure | want to know...

Do you have to take your own screenshots?

Since time was short, | got support from one of the FEX-2
authors to do the screenshots. This enabled me to focus
on my creative writing. The total number of screenshots
was enormous, not anly because | structured the guide
with a high number of screenshots in mind, but also
because many featured on-screen text. This of course
necessitates taking each screenshot several times (for
each language in which the guide is published).

Presumably you had an English version of Final
Fantasy Crystal Chronicles from the very start.
Yes, | did.

What assistance have you had from the developers
at Square-Enix, apart from screenshots?

The support provided by Square-Enix is very valuable.
They made a lot of information available (in particular the
game's secrets). In addition, they always gave us swift
and reliable answers for any sporadic questions we
came up with.

What sort of problems did you experience while
writing the guide?

The main difficulty you meet when creafing a guide in
Europe is that the book is published in several countries,
hence in different language versions. This needs to be
carefully integrated into the master guide concept to
ensure that each language version is optimised.

What are your thoughts on the finished article?

Which elements worked out most effectively?

| am happy with the final product in terms of textual
content, but let's wait o see it in laid-out form and
printed. What I'm most pleased with on:a personal level is
the six-page interpretation of the game’s scenario that |
wrote at the end of the secrets chapter. it's an in-depth,
freely inspired analysis of the game's plot that follows
different reading ‘paths’ — in other words, it explores the

frustrating

loss of direction. “That is so
it's going to be more and mare

game’s scenario through the prism of several key svents
or characters, It's a unique recipe, offering a glass of story
recapitulation, a spoonful of philosophy and a pinch of
personal composition,

How labour-intensive is the process of writing game
guides nowadays?

Writing a guide is very intense. The most energy-
demanding phase for me was the guide concept, and
then sticking to the originally defined architecture. if you
have a good structure from the very beginning, and if you
make the effort to dirsct the entire writing process to the
sense of the original structure, you end up with a result
that oscillates somewhere between a book and a guide.
The idea is to create more than & mere ‘solution’ for a
specific game. The goal is to ensure, as much as
possible, that you get a book with a Iife of its own.

Given the increase in domestic internet access in
recent years, are you surprised that the game guide
market remains relatively healthy - especially when
players stuck at point X in game Y can simply check
free sites like GameFAQs for tip Z7

Not really. What you find on the internet is helpful if you're
stuck in a game, if vou can't beat a boss or solve a puzzle.
But this is not really what Piggyback’s guides aim at, at
least not only that. Enabling the reader to finish the game
is just the tip of the iceberg. Say you go hiking in the
French Alps and you take a guide with you: you don't
only expect the guide to get you back to your car safely.
Ideally, you'd like him to show you the prettiest forests,
the most beautiful lakes and the tallest peaks, while stil
walking on a passable path.

t's not that different with a videogame guide: it
should broaden your experience, optimise the way you
play and analyse the keys of the game's system. It should
make the game talk to you.

What's been the most difficult project you've worked
on at Piggyback?

The last two projects | would say, maybe because with
each project we are trying to-do more, Final Fantasy X-2
because it's a game that literally bursts with secrets and
that can be played in so many different ways. Final
Fantasy Crystal Chronicles is different because it's a
console RPG with no equivalent: you can play alone or
with friends, you can go anywhere on the world map at
any time, finish any dungeon whenever you feel like it,
and svery single one of your choices has direct
consequences on your adventurs.

insurmountable obstacles in games with
strategy guide sales in mind? The ‘trials’

issue that with many genres, particularly
RPGs, software houses are not
necessarily competing for access to
wallets, but for a player's time. There are
only so many hours that can be dedicated
to playing games. To dedicate a minimum
of 40 hours of your life to complete a Final
Fantasy instaiment is a huge commitrent.
That's 80 episodes of 'EastEnders’,
approximately 26 films, ten large nights
out. Having a:-guide at hand can help
piayers explore and enjoy a particular
game, minimising instances of
time-consuming trial-and-arror or

” agrees Beatty, “Look at the size
mes. Look what's coming up: some
mmoth, mammoth games in terms of
es, In terms of content. We think the
=l is going to become more
hit-driven, but more in terms of quality
than-on the licensing side. Games are
going to become bigger and mare
complex, and if that’s the case, people
are going to need guides.”

In it for the money
Which brings us, neatly, to a related issue:
do software houses insert seemingly
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in Einal Fantasy X, for example, are fabour
intensive, narrative-free and potentially
lengthy exercises in tnal-and-error use of
switches, keys and objects. They either
represent puzzie design at its most
blecdy-minded or a prompt by a clever
publisher to invest in an official solution.
With a boettom line to consider. how many
videogame publishers have not at least
considered this ploy?

“I worked on a strategy guide for a
title where the software house in Question
whao shall remain nameless, was operating
premium-rate ‘cheat’ lines,” a former




“1 think there will be a merging of electronic technology and
printed strategy guides in the future... guides in DVD form will
complement, not replace, the existing printed strategy guides.”

guide writer confides. "There were At their best, strategy gusdes can be ’
perhaps a dozen codes that allowec more than simpie walktivoughs. They can g
access to new features, generally be companion pieces, combining e
standard fare, but a few of them were solutions with behind-the-scenes - -
actually quite desirable. To prevent game information and etenviews. The best 1.: L ]
magazines or tips sites from simply games inspire a completist fervour, 3 thirst
printing these codes, the company had 1o see everything 2 game has, even what . “'-u"_ o
devised a password system, After a day of it right have. Guades should quench that. A -
strenuous debate, we were parmitied to After all, is contant not king? If you want
print a handful of these, heh, cheals in the 10 see every iota of The Wind Waker,
officlal, suppossdly comprehensive guide experience everything it has to offer 4
— just above a huge phone number for without hours of backtracking on top of
their expensive automated lines, in fact,” that already present, there’s no shama in
Such schames (cynical profiteering, reaching for a printed solution. It's E
some would say) are rare. However, with not as if you have to admit ta it...
the advent of broadband-enabled
consoles, the potential for 'tips on
dernand’ delivered for a small charge as
players find thernselves stuck in game X 2
i= hardly far-fetched. Guide publishers
have survived the amival of domestic
internet access with their bottom lines
intact, but the future contains turther
hurdles, particularly digital defivery of
software — and perhaps, in time, the
treaking of the bond between gamer and
high sireet stores. :
The guide publishers are not obilivious . -~
10 such eventualities. "l think there will be s, S U
a merging of electronic technology and W e
printed strategy guides in the futurs,” / -
speculates Davis, "which |s why - i P
BradyGames plans to create several \ ﬂ F & i
strategy quides in DVD form. Thﬁe will From left. myb:?m:'dm
complement, not replace, the existing Kingdam Hearts: a rare disappointment for Carsten Ostermann and marketing
printed strategy guides.” Piggyback, dus to low European game sales ‘executive Katja Hamann
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Yours truly

nce upon a time there were exclusive games and

multiformat ones, killer apps and volume sellers.
Nowadays, it's a muddle of staggered release dates and
spin-offs. |s Pandora Tomorrow out yet? Maybe. Kinda.
Depends. Exclusivity has had a major rethink.

Finally out on GameCube and Xbox, there's no
question that Prince Of Persia; The Sands Of Time's brief
PS2 exclusivity deal hurt its overall sales. Released in the
run up ta Christmas, it never stood a chance of making its
mark against the festive deluge of PS2 tities. Xbox and
GameCube magazines, with less content to pick from,
would have given Persia far more coverage, resulting in a
combined media barrage that would have boosted sales
across all platforms. Only Ubisoft and Sony know the
details of the deal, of course, and both may have reason
to believe that it was a sound financial choice. but it stift
emphatically dented the game’s profile.

For Ninja Gaiden, oddly, the opposite is trus. Other
than the obvious technological advantages. developing
the game for Xbox — starved as it is of Japanesa AAA tities
- gave Team Ninia’s project a far higher profile than it ever

Sony, having once had to refy 50 heavily on exciusives,
is now sa strong that it can afford to let its franchises
loose for 2 profitesring paddle in other manufacturers’
markats. Its coup of wooing Final Fantasy away from
Nintendo, and its later purchase of an 18.6 per cent stake
in Sguare, made it seem certain that Final Fantasy would
stay exclusive for ever. Now, with PS2's dominance and
Square-Enix’s cavernous balanca sheet, it means it can
contemplate letting once jealously-guarded IP out to
play. Whao's going to shy away from buying a PS2 just
because of Crystal Chronicles?

it's a similar story with Metal Gear Solid. Thera's no
gueshon that Sony has been savvy in controliing the
sidsline nature of these products. Neither Crystal
Chronicles nor Twin Snakes come close to baing ‘true’
new instaiments of the series. With tantalising hints that
even the mighty Dragon Quest (below) might go
muttiformat. manufacturers of new hardware may need to
come up with a whole new concept of the system
saller. Unless, of course, they're sitting on Halo 3.
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Ninja Gaiden

Format: Xbox  Publisher: Teemo  Developer: Team Ninja  Price: £40  Release: Out now (Japan, US) April (UK)

Special attacks, like this decapitation charge, need to be powered up, and the game shows you

moving through the manceuvre with the aid of a sort of time-lapse photography in glowing indigo

he movement is the first thing you'll

T notice. There's no need to discuss the
control scherme, because every button you
press will do exactly what you expect it to —
or what you would expect it to if you ever
stepped out of the flow to bother analysing
what you're so instinctively doing. There's
none of the Prince of Persia’s flamboyance
here. Instead Ryu effortiessly executes the

with his own cold, muscular precision.
Gaiden is built on the same tnforce as Persia
— mave, think, fight — but the balance, tone
and execution could hardly be more different.

The game's setting is a glorious
mishmash, lumping cherry-blossom samurai
i with laser- on tanks and mystical
mionsters with thin-lipped men in Humphrey
Bogart mackintoshes. The incongruity of the
elements makes exploration all the more
compelling, since there is genuinely no way
of guessing where you'll end up next. it's
worthwhile, too, since all sorts of treasures
and puzzles are secreted around the vast
levels. Your manoeuvrability is key, since
many of them will be balanced on drainpipes
or hidden over rooftops. The initial

Firstperson view is invaluable for route
planning, and also for seeing the sights

same wall springs, back flips and handstands

“Your repertoire rapidly expands from the slash-
block-jump of the opening level to encompass
diving decapitations, body slams and fireballs”

D96

inaccessibility of some of these arsas will fuel
your desire to backtrack, as obtaining the
warhammer or the incendiary shurkens will
trigger memories of likely-locking cracked
walls you bypassed levels ago.

These diverse environments, built with
the most gleamingly detafled solidity ever
coaxed out of the Xbox, aren't empty. Bands
of enemies patrol, armed with nunchakus,
bazockas and explosive darts, and many will
defeat you first time round. However,
farmiliarity will not dull your hunger for the
humble brawl. You'll come to develop an
enthusiastic affection for the few enemy
groups that respawn, experimenting and
refining each time you run {or spin or slice or
cartwheel) into them, As the game
progresses Ryu finds, buys or masters new
moves, spells and weapons. Your repertoire
rapidly expands from the slash-block-jurnp of
the opening level to encompass diving

decapitations, body slams and fireballs.
Special attacks, fuelled by globes released &
felled ppponents, let you stitch together
ecstatic attack sequences, blood fountaining
as you tumble and twist in mid air.

The camera system provides you with a
quick-centre control, which ensures you
never stay disorientad for more than a
moment. Periodically, however, the camera
closes in and limits your viewpaint to a few
feet in front and behind. Trying to fight, fip
and-fend off three fighting and flipping ninjas
when your field of vision is so severely
reduced becomes a test of how psychic yol
are about what's happening off screen, not «
how well you've honed your skills.

These moments are the exception,
howsver, The rule is that what will defeat you
is the smartness of the enemies and
slowness of your brain, As the conscious
effort to master combos and counters begir



to pay off, your instinctive use of them will

give you time to study the moves and tachics

s, Only when ¢ dge,

Gal 5 spectacular bos

amplified to crushin:
The brutal fact ks that a good perc
of Ninja Gaiden players will hit an impassable

difficuity spike, not five hours or five days into
the game, but after around 30 minutes. The
first boss |

ips the ante tenfold from the fig

many players will fall and

arsenic-coated

ence. Tecmo's refusa

exstence of an immel

supply of talent and

invention at 10, and it's impossible to

Previousty n E112, E125, Bl

Magic attacks become increasingly elaborate, buying you time and demolishing roomfuls of enemies.

When your gauge runs dry you'll be forced to revert to the basics - slamming opponents into walls

believe they couldn't have found a way o
increase the accessibiiity of the game without

undermining the gloriously intractable nature
of the challenges it contains. A tralning arena,
of the kind common to the 3D fighters that
Ninja Gaiden draws from, would have

ome respite from repeated defeat

providec

to miss the point — not least because there
ns of the game that aren’t. The
int is that the Nuldity of movement that felt

3 only a

ground-breaking in Prince of Pe
few months ago is something which Gaiglen

supplies with almost contempluous sase,
The point is the dozens of things that are
done so well you don't notice them
happening - the perfectly judged auto-aim,
ound design packed with Information

the

anc
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Splinter Cell: Pandora Tomorrow

Format: P82, Xbox, GC, PC  Fublisher: Ubisoft Developer: In-house Price: £40°  Release: March 26

Some of Fisher's new manoeuvres were
inspired by the agility of the spy characters
in the multiplayer game. Old dog, new tricks

er

T he second coming of spl
operative Sam Fisher can ge

regarded as cause for divided c
Gamers wha thrilled to his ¢
may take some pleasure i
that sinaleplayer Pandora
mich into the ‘'more of the same’ category.
While the developers at Ubi Annecy have
crafted an innovative online experence, their
colleagues in Shanghai 2 procuced what
can only be considered Splnter Call 1.5.
The team has addressed some of the
compiaints levelled at the first version, but
have missed an opportunit
franchiga along, or take the

dadge

game dynamic to an
latest offering still falls foul of many of the
same annoyal } led at its predec
— small niggles that, when compounded by
repeat play, go a long way to spolling the

overall pack but more on these later.

After his last mission desp into the

post-Soviet Union state of Goo-'gia Fisher's
new mission takes hin
trail of a far-eastern terrorist organisa

n the globe-trotting

falls very

‘Do you knock out tf e guard and sneak past
nis tu VO bol leagues? Throw a hottle to div
their attention? Or s .mpl‘v iIncapac

tate them all?”

from the US Embassy in Jakarta via Paris,
Jerusalem and even Los Angeles
international airport before heading back

into the depths of Indonesia. As such, the
lacations are slightly more varied than before,
including some lush jungle sections and a
high-speed clandestine operation aboard the
Nice-to-Paris TGV, The levels are also more
expansive, as particularly evidenced by a
night-time excursion through the sprawling
streets of Jerusalemn.

As with the original Spiinter Cell, Pandora
Tomorrow plays much like a puzzle game, in
which sections between save points throw
up a varigty of set-pisce situations to be
overcome. Do you knock out the patrolling
guard and sneak past his two ¢ gues?
Throw a bottie to divert their attention? Or
simply incapacitate them all with your sniper
rifie? There's a degres of freedom in the
choices open o you, though the game is
obliged to guide you along a linear path,
where your route is generally clear cut. This
d thing: on the few
occasions where your next move is unclear —

isn't necessarily a ba

an overhead hatchway goes unnoticed, for
example — it's all too easy to end up furtively
retracing your steps in an attempt to make

S0Me progre
As you might get stuck on a tricky puzzle

stage, so too can you get bogged down on

areas in Pandora Tormorrow. This is where

the game can rapidly descend from

highly strung seat-of-the-pants action into
Paviovian repetition, and is exacerbated by
those stages which include set-piece

dialogue, either with other characters or yol
HQ. You can at least fast-forward throu .-eh
mast of the 'live’ dialogue, but briefings still
can't be bypassed ~ an unnece:
contravention of the First Law of Gaming.
As mentioned, the ingenicus multiplaye
setup, which pitches thirdperson spies
against firstperson gun-toting mercenanes,
was developed separately from the
singleplayer game —and it shows, In place «
the conservative, mainstream approach, thi
is fundamen
game: new controls, new equipment,
vES, new environments, new

sary

ally a new and demanding
new




Spy characters are armed with non-lethal stun
bullets, which help them outrun mercenaries

2, and there are areas 'w

ome of the calibre

Alarm clock

The original Spiinter Cell featured the idea
of alarms, where every time Fisher was
spotted an alert was raised — three sinikes
and you were out. This version takes the
idea a stage further with alarm states,
where guards reappear kitted out in armour
and hel

wal rltiy

_. ¥TOMOW COmes
ats as the alarm state is raised
ou set off the

You'll still abort the mission
third alarm, but stay out of sight and the
opposition eventually returns to normality.
On balance, this feature probably allows
the sum of its parts. it's disappointing youu t0s riuch frsedom, 48 it alativaly
Eight out of ten easy to sit in a dark corner for a while

archite d inteligence not in:

e them. of the m

but alongs
Uitiry

than

atworks of idden turr

er tfraps make newcomers (e ndora Tomomow is greater expensr

1 play only bec

hen all involved are fully sic irritants are still evident in
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Far Cry

Format: PG Publisher Ubisoft Developer Crytek Price- £35 Ralsasa: March 26

Normally, with the obstruction of vision caused by the lay of the land, pop-up is completely
unnoticeable. When you take to the air you may see, if you strain, 3 little towards the horizon

Binoculars feature an audio-detection
function, allowing you to eavesdrop
on distant enemy conversations

, the sea &

emerging fn m it, verdant S|c af'er vercart
igle, It's all so perfect it seams a shama to pull
the trigger and bring a heaving bag
viclence to this unearthly paradise.

It's Clear thal we're in that & of the
gaming hardware cycle where the PC takes a
lead over static platforms. While Deus Ex:
Invisibile War was hamstrung by a somewhat
dour graphical aesthctlc and a simultaneous
Xbox release, Far Cry i

' ar exe:

umer-|
the right coding behind it.

Levels are of unprecec
game with thesa visuals, and

what-c: an do with

WIrONMments

ith the abiiity to graphic.

dense undargrowih could you create

y helcopter y hugety

“It apes Hal
SO upel" ANC
will be as

0's freedom..
i

free that an men idual’s

distinct as the individual themselves”

s aflar

ore gant solution than |, if alered,

5 invisible wall could ever

. the environments are ,
aDDroaCheS These anvironmants wouldn't b

tC
ated denizens to inhabit

, obay orders from their

=gl

worth commanders and even call in reinfor

anything it Far Cry he some opter on some , Even idle

equally sophistic animations rise apove the norm, If you find i

them. Since in an open environmeant a 'l

suitable high paint to observe a base




and even fi

our first shot, they'll find ¢

positions and never return to a casual state.

Adld a suitable selex ehicles to

explore this terrain and you he

fhat genuinely is a state-o

sh
it was hu
probiem Is that it wasn’t happy creating

something new, but insisted on having a go

While wounds are visible as textures on del

extensive Soidier Of Fortune gore is generally

avoided. This isn't to say that the ragdoll physics can't deliver cringe-inducing viclence, however

and enter a cat

change in tone - from freedom 1o line

player expression to designer-led challen

- I Immediate and someawhat profound
Having played througl

norror sechions

with monsters leaping out when

WWIi sl

expect i in even

S; It can be tiresome

: ge
through it again, That said, even here the
action occasionally shines, and certain

mutants that are capable of bounding from

are h

most &

Onty that, and t}
instant death, hold Fa
true classic of its type. For a new developer
to arrive with a game thal excels in as many
categories as Far Cry Is a rare thing indeed.

ften

Praviously In €112, E119, E125, E126, B1Z

With heavier weapons you can shoot down
helicopters, but by targeting their gunners
you can simply scare them off (top).
Alternatively, capturing patrol boats gives
you manoeuvrability and power (above)

Jungle out there

While including mod tools is almost
standard practice for PC FPS developers,
few have put in the effort that Crytek has
with its editor. The beautiful outdoor levels
can be relatively easily constructed or
automatically generated, and, with its low
ievel of entry, Far Cry's life should be
extended by a lively mod scene.
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Metal Gear Solid: The Twin Snakes

Format: GameCube Putisner Konami  Developer. Silicon Knights  Snce: P40 Release: March 26 Praviously in E12f

ets keep t
L get swallowed up by Konami and
Nintenda's promational drive for th g
which, picking up pace from the
announcement at last s E3. has
mentioned the names Kojima and Miyamoto

at every available opportunity. The reality is
that Twin Snakes is a straightforward, lightly
reworked conversion of the PlayStation's
Metal Gear Soiid ([EB4, 9/10) handled by the
studio that brought us Eternal Darkness.
The most obvious enhancement is a
graphical update, which although hardly
spectacular brings the game into line with
current standards. In faimess 1o the
developer, a predominantly grey Alaskan
secret weapons base was never going 1o

disappointing to find on occasions a slight
lack of detail robbing the game of an

(admittedly

The narrative itseff rem

ged (see ‘Snake in the snow’), and

the decision 1o lengthen the alread
generous cui-scenes may delver the odd
treat for MGS veterans, many will find their
duration exasparating. Crucially, though, son
of the reworked sequences end up interferin
with the game's pacing while falling to bring
anything of substance to the experisnce.

Of mare conseguence are the gameplay
additions that essentially incorporate those
offered in MGS2. You get to walk as well as
run, forward roll, hang off ladges, fire while
crawiing, collect dog tags and shoot in
firstperson mode, to name the most
immediate. None fundamentally alter the
game, but the iatter is perhaps of most
consequence, allowing the administration of
headshots — particularly useful for bo
y, Metal Gear Solid s
interaction, introcur

While essentially the same game, 'bonuses’
include a remixed soundtrack, an animated
briefing sequence (originally text-only),
reworked cinematics, and Easter aggs

sian

world of unprecedented realsm z

Snake in the snow

For those new to the series, the satting for
Twin Snakes is an Alaskan weapons base
now under the control of a terorist group
threatening the US government with a
nuclear attack launched using the faciiity's

®r

secret project, Metal Gear Rex. As special Y
operative Solid Snake, your mission is to v bbb,
infiltrate the base and neutralise the

Nirtendo needs — what t

deserves — is a new Metal Gear
the meantime, anyone not familiar with MGS

still fae g and at times

an'Bngros

temrorists. This involves stealth, but It may not offer enough to warrant purchasing if you've already played the original, but MGS:TTS is
juxtaposed with libaral use of explosives. a decent conversion, taking the narrative of MGS and mixing in somae of its sequel's enhancements

Seven out of ts

102



Battlefield: Vietham

Format: PC Publisher: EA  Devsioper: DICE  Price: 230  Feleass: March 19

Previously in E134

o home, Gl Joe. Your government has
G betrayed you. They will give you a
medal, but only when you're dead. Gl, your
pilots do not see you. Tonight, your bombers
will drop napalm on you while you sleep.
Defect. Go home, Gl Joe." You're fighting the
final offensive on Hue. Bullets are fizzing past
your brow, tank rounds flying overhead, From
the loudspeakers above your objective
bellows the Vietnamese propaganda
machine, mocking your efforts. All this from
just another’ firstperson shooter?

The Battlefield series Is an oddity. Since
its release little more than a year ago it has
captured the hearts of a different type of onling
garner, those who remain uninterested inan
emerging clan scene and competitive play. It
doesn't matter who you fight for, or who wins.
It's about the scale of the battles, watching
artillery hitting home while infantry advances.
Single players are incidental, it's the 32-player
team that matters. BF:Vietnar is the next
step — EA's production values applied 1o the
multi-vehicle, multiplayer phenomenan.

And when it works, nothing can touch it
The talking point is the helicopters, glimpsed
officially in the Secret Weapons mission pack
and perfected in the Desert Combat mod.
The Battlefield touch — twitchy arcade physics
that take two seconds to grasp and two days
of solid play to master — are perfectly
translated. Your first moments are spent
flailing, spiralling out of control. They need the
deftest of touches, graceful sweeps of the
mouse to bring their ammaments to bear.

The levels are dense, claustrophobic
affairs — from the evening jaunt through tha
Ho Chin Min trial, to the sunrise Cambodian
Incursion, Urban fighting is temrifying — tanks
become vulnerable to hastily arranged
ambushes: two troopers carmying RPGs,
shuttling around the buildings on the back of
& Vespa. You glimpse movernent from afar, let
off a volley of rounds and move. It feels real.
And that's the point. Vietnam is not about
skill, or proving your worth. ft's about taking
part in recreations of famous battles, crawling

on your bally, loving every minute.

Some will call this a glorified expansion
pack, same old ideas, nothing new. The
implementation is glorious, a triumph of
multiplayer design. Lone players, or those not
blessed by broadband shouid steer clear —
Vietnam is all about the online play. DICE
provide the kit You provide the
haroism. Defect, GI.

Edge rating: Eight out of ten

Flying over the terrain is liberating - a world
away from the battle that rages on below.
Helicopters are as fragile as you'd expect,
and one hit from a rocket will bring you down

Although it is possible to play a singleplayer
match against bots, their intelligence is
suspect. You'll find entire platoons bashing
against obstacles rather than going around

War, huh

In a nod to GTAM, each vehicle is equipped
with a radio, from which licensed tracks
will be heard by anyone within sarshot.
Drivers can choose from a 12-song
jukebox, which includes a little bit of
Wagner for those Air Cavalry moments.

If you're willing to sacrifice your platoon's
aural experience, you can impert your own.
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Breakdown

Format: Xbox  Puclisher: Namco  Developer: In-house  Frice: ¥6,800 (£35) Relzass: Out now (Japan) April (UK)

The outdoor section feels, aptly, like a blast
of fresh air after the confines of the research
facility, but like most sections of the game
you'll be stuck here for too long

Transdimensional kitty

The plot-progressing moments are a bit
clumsy, but there are plenty of quirky,
weil-realised set pieces where holes
appear in reality and you step into a
disorienting dream-like dimension. These,
neatly, are pre-empted by an sthereal
blue-and-white cat crossing your path,
and make the game more interesting

than it deserves to be for its first half.

104

Previously in E125

If there was ever such a thing as a commendable failure, Breakdown is it — filled with sound ideas but
jarring execution. The fist-fighting becomes so frustrating that it's often best to run past attackers

t's arguable that upping the amount of

I manual labour in a game can sometimes
be a goad thing. Having a strong work ethic
{as in, say, Morrowind or Shenmue) can be a
way of grounding the player in the game

vorld, of strengthening the illusion through a
deliberate use of dullness. Small wonders
become greater when they feel like you are
getling a reward. Entenng a naw lown in
Morrowind feels all the more exatic, actual
and populated when you've just had to trek
across a square mile of wasteland. Of course
this idea of flatpack gaming — where the
player is rewarded just as much by the DIY a
the result — is as fatally boring to some as it i
engaging to others.

Breakdown, thanks to its persistence on
keeping the player in firstperson for the
entirety of the game, comes so very close to
hitting the sweet trade-off of increased
immersion for increased legwork. The plot is
hokum — lifted nearly wholesale from Half-Lif
but made enjoyvable by the consistency of th
viewpoint. Having to play through cut-scenes
is an excellent reinforcement of the game
world, and there are plenty of times where
you feel embedded: shimmying round the
outside of an office block at a dizzying height
puking poison out of your mouth or reeling
from a rocket blast emphasises your role anc
relationship with the world around you.

Breakdown is far more cumbersome thal
it needs to be. Having to hold each piece of
ammo up to your face is just one chore too
far, for example, but the awkwardness
extends into far more important places:
fist-fighting is imbalanced to the point of ruin.
Against multiple opponents, it's a jagged,
unhaly mess — against just one opponant, it
a triviality. And navigating the game is a maze
of invisible walls leading uitimately to a linear
pathway, which is fine if the set-pieces are
strong, but they're not. The environments,
while large and pocked with some detail, are
monatonous and menochrome, Every time
the player steps into some new scenery,
they'll be kept there for the next hour or so o
play. In particular, the last few hours are so
identikit — both in terms of location and each
particular confrontation — that the grandeur
needed to drive the experience is absent.

The result of all this? The sensation that
you're playing something with enormous
potential. However, those moments where
you feed justice being done are few, and
a brave mess is still, after all, a mess.

Edge rating: Five oL



Harvest Moon: It’'s A Wonderful Life

Format: GameCube  Punlisher; Ubisoft Developer: Natsume  Price: 40  Felease: March 18

Previoushy in E120, E134

he inter-office conversations have already
Ti:egun. “Have you started gem mining
yet?" "Where do you catch the largest fish?”
“My pony was taken to the knacker's yard!”
Get a couple of years into the latest Harvest
Moon title and you'll probably be swapping
such banter with your friends and colleagues.

At first, t's A Wonderful Life seems
pedestrian, even by the standards set by the
previous games. The premise is familiar:
inherit a fanm, make a profit, build your
business and get hitched to the gid of your
dreams. Only this time the emphasis is very

miuch on family affairs and fendship building
than raw economics. Indeed, much of the
farm work can usually be polished off by
lunchtirne, leaving you with hours of freedom
to explore Forget-Me-MNot Valley.

The weird thing about it's A Wonderful
Life is that it has no point. Sure, there's an
implicit understanding that there are girls too
woo and children to raise, but much of the
enjoyment comes from the awe and wonder
at discovering the simple things in the world.
Where previcus Harvest Moon titles
encouraged workaholic tendencies — water
plants, milk cows, feed chickens ad infinitum
~ tha thrill here is in experimentation. Coaoking
up new recipes, searching for rare plants,
genetically engineering crops, romancing
women — what more could you want?

The only drawback is that it occasionally
mimics life too closely. The world offers up
many opportunities, but there's no narrative
direction and ‘goals’ are vague at the best of
times, The inhabitants of Forget-Me-MNot
Valley are generally warrm and welcoming, but
their responses to your questions can be
vague or nonsensical. Timing is important,

and being in the right place at the right Ricght now s the most
moment can reap massive rewards.

To give you some idea of the pace of life, co mf orta b ife. NO t t 010 -

crops harvested in your fields can be sold by hot, not t oo codlifd* e
opening up a stall by the local inn. And that’s
what you do all day: stand there waiting for
customers to pass by and take an interest in
your wares. It's a lethargic but ultimately
rewarding universe, and just when you feel
your interest waning a new tool, animal or
barn extension will offer up further avenues of
possibility. If you're the kind of gamer happy
to spend a day fishing in the local stream
while peripheral events take their course

then this will have you hooked for the
duration. In shart, the game's title does

not oversell the experience.

Cumina

You begin the game with a cow, a chicken and a pooch, all of which can be labelled with whatever
names you desire. Later, you will receive delivery of a horse enabling you get around more quickly

Edge rating Eight cuit of ten

falk -

A 03:03

Initially you must buy seeds, though you can
eventually produce your own to cut costs

Dear diary

Presents and interesting recipes will
impress most of the girls in the village, but
not all. Each has a diary hidden away, and if
you sneak a peak it's possible to work out
which one has a crush on you. Once the
marriage is consummated children appear
suddenly and with typical Nintendo
avoidance of the mechanics of lovemaking.
It's possible to link up to the GBA's Harvest
Moaon: Friends Of Mineral Town to unlock
more characters, recipes and music to play
an your gramophone, but none of them
fundamentally transform the experience.
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Metroid Zero Mission

Format: Game Boy Advance Pubiisher: Nintendo Devsloper: In-house  Price: £30  Falease: April 30 Previously In E125

t's easy to brand Metroid Zero Mi
I as Ancther Reason Why Nintendo Is
Running On The Spot. Taking the visual
cues of Metroid Fusion and the narrative
mplications of Metroid Prime and then mixing

them into the series’ progeny sounds fike a

recipe for disaster. Suspiciously like a dire

Hollywood 're-imagining’ of an already t
and-tested film, it could be perceived as a
shot fired too close to dull GBA rel
territory for comfort.

ake

All Zero Mission really does is spruce up
the NES original to fit alongside its modarn

stablermates and give the life

bolstering power ups — are still present and
cormect, but are coupled with a graphical
overhaul. There is a dramatic ;.
the new visuals — the major
diffic Zero Mission
The ne
fit alongside the senes’ Su
Fusion instalments, cause the &
no longer a bobble-headed bilip by
hybrid of flesh and technology who waltzes

wer designs, whic IS Story

ase

her way to the plunder. Zero Mission causes

no revisionist offence, rendering gue
dilution moot points.

It may seem s
be chastised for brev

neatly adced s
won't spoil here) keeps you intere . - -

Nintendao retains the bulk blueprint of the p : ’I'-‘L"!j i ripinlniin ﬂ il l'i H rl I'I ﬂ H H
original, including the iconic attack on Mother mad—— : ELANESE NIRRT AL LASEARSARES
Brain. It's just that now it locks better and is
thus more thriling. The fans may balk, so
there's material here to satisfy them too, as
the game turns out to be deeper than it is
wide. Five hours' play can lead you stra Temermni oS conei aer
the finale, yet most will find that they have " PR OB N R T

exposed only half of the game's secrets.

Jhversive coda (whic

nt to

In a climate of other publishers'
rmassmarket ambulance chasing, Nintendo
deserves praise for transforming Metroid into
the accessible Zero Mission adventure while
retaining the core elements that make one
fieel adventurous. Jero Mission is still old, but
it's also tantalisingly new, coupled with a
tightening of the mythos and franchise in
anticipation of follow-ups to Prime and
ks, It's still compelling, despite
ty, making for another
stible outing.

The game absorbs much from Metroid Prime,
including mysterious morph ball-powered
technology and familiar side-on mazes

Fusion. |

the unorig

: Boss (and mini-boss) battles may be familiar from the original, but there are none of Fusion’s
EIghT Ut of ten Nightmares. The more conspicuous power-ups will ensure you're tough enough to triumph
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.hack//Infection

Format: PlayStation2 Publisher Atari  Developer Bandal  Price: 840  Reiease:; March 26 Praviously in E134

erhaps it's sociability for the antisocial. Bandal

has decided to fake an online gamed and 1o d
s0 has taken a basic RPG, bolted on a captivating
plot and a lot of ideas, and split it into four.

To discover why your friend is in a coma, you
battie monsters across fiat fields populated by
bizame sculptures and through simple, level, empt
feeling dungeons. Other “players’ make trading
requests as well as burbling about curry and, of
course, anime - but they don't start conversations
and don’t take items from treasure chests

Infection has a repetitive soundtrack and there
are prether things on the shelf, but a neat depth-of
field effect blurs distant objects befora the draw
distance cuts out, and camera control is handled
well, What will draw you in is the story, which
borrows from anime, 'The Matrix' and real
MMORPGs as well as throwing in ideas of its own.

infection proves that this four-part cross-medie
project could be good. it gains points for plot and
the audacity of simulating an oniine world, and
could have scored higher, but its simplicity
and inflexible save system drag it down.

Data Drain (top left) is your uitimate
weapon against the bad guys.
de-evolving them so that a Deadly Moth
becomes a Cowardly Caterpiliar. It must
be used wisely, however, for while
bonuses abound over-use leads to loss
of experience points, or even death

Six out of te

Sabre Wulf

Fremat: Game Boy Advance FPubisher THQ Deveioper Rare Price: £35  Relsass: Out now

o those of us raised on Ultimate's sparkiing Bbit
T computer garmes of the early to mid '80s, it's
hard not to be at least a little giesful when seeing
Sabreman make a reappearance on today's
technology. The original Sabre Wulf may not have
much relevance to today’s videogaming, but there
were enough ideas in the Ashby de la Zouch
company's early work to provide solid foundations
for a compeliing handheld adventure,

What we end up with is a game of two halves,
with only one part of the equation offering any kind
of actual challenge. The overground sections ame
merely filer; it's when you're ensconced in the
game's 2D platform levels that it comes to life.

The action here is reminiscent of The Lost
Vikings in that you make use of variably skilled
aracters (creatures, in this case) to overcome
vanously shaped obstacles — some work as
platforms to reach higher levels, others destroy
anything they encounter, and so on

It's simple, accessible and ultimately disposable
stuff. Not the sprawling adventure you were
hoping for, then, but fun nopetheless

Reaching the end of each platforming
level sees you acquiring a plece of
treasure (above) - now all you have to
do is retrace your steps while the titular
beast gives chase, The graphics have
an unusual feel, sometimes bringing to
mind Rare's infamous ACM technique

Six out of ten




Champions Of Norrath: Realms Of EverQuest

Format: PlayStation2 FPubfisher: Ubisoft Developer: Snowblind Studios  Frice: £40  Felease: March 26

o Norrath's credit, the box blurb makes no
Tn“-errt.!}n of a story — those expecting one will be
disappointed with the pedestrian plot and its
questionable familiarity with the EverQuest canon
It's eminertly skippable stuff, serving only to
bookend Snowblind's real focus: refining the genre
it invigorated with Baldur's Gate: Dark Aliance.

This refinement is evident technically and, mone
importantly, has a sense of vitality absent from the
game's competitors. Up to four players can face a
series of mass battles and bombastic set-pleceas
that only occasionally draw out infto grinding slogs.
Cooperation comes naturally, be it huddiing n the
stat-boosting giow of a partner's aura skill, ighting
back to back against the odds or cringing behind
shields in a hastily decided retreat.

Internet play feels like an afterthought, and the
cumbersome Dark Allance save system further
complicates matters, but it's in traditional
muttiplayer (and to some degree singleplayer)
whera the game shines and attains that perfect
shallowness of being both addictive and
immediately forgettable — until the next.go.

The US release was crammed onto a
dual-layer DVD, responsible for lock-ups
on many capricious PS2s. Ubisoft has
returned the game to its original two
discs for a less-fraught PAL experience

Edge rating: Seven out of ten

Pitfall: The Lost Expedition

Format: PS2 (version testad) Xbox, GC  Fublisher: Activision Developer: Edge Of Reallty Price: £30 Reisase: Out now

irst, on the Atari VCS, he was great, Then, on

the PlayStation, he was very bad, Now, Pitfall
Harry has been cleaned up for a new jaunt. This is
your chance to discover what Indiana Jones might
have been like had he been a bit, well, slow.

Garmeplay is a mixture of open exploration and
platform jumping. As the platformer has slowly
been bent into a sort of adventure game, it'sa
pleasant shock to be taken back to a time when
missing that jump really did mean you had to start
again. Collecting things Is kept to a minimum and
your guest is tightly packed and varied.

It's Harry who's the star here, his every
movement given a joyous bounce or a cheery hop.
Watching him swim away from the crocodiles is
briliant — mashing the button makes him flail his
arrns faster and faster with no noticeable increase
in speed, Sight gags like these permeate the whole
experience and make for a sometimes captivating
adventura, While Pitfall lacks the polished game
mechanics that could have made it truly great, the
characterisation and old school philosophy
make it an above-average genre piece. 5

Even being eaten by a crocodile (far

right) is taken as an opportunity for a little
fun. Rotate the stick to open its jaws,
then spring away to (relative) safety

Edge rating: Six out of ten
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Haunted Mansion

Format: PS2 (version tested), Xbox  Publishar TDK Mediactive

Developer: High Voltage Software  Frics: £30  Release: Out Now

The creatures that inhabit the mansion
do not get more exciting than traditional
spiders, skeletons and spooks. Combat,
too, is rudimentary: pressing the R1
button zaps some unidentified energy at
the ghosts, causing them to recoil and
their energy bars to slowly deplete

Max Payne

Format: Game Boy Advance Publishar: Rockstar Developsr Remedy/Maoblus  Frice: 30 Ssicase Out now

ear not, Eddie Murphy is nowhere to be found
F in a garme that takes its thrills from thg Disney
ride rather than the forthcoming movie. The
confusion will probably make hundreds of kids cry,
but it seems to have inspired a developer freed
fram the shackles of conservative Hollywood.

Though its structure owes a debt to Luigi’s
Mansion, there are some unexpectedly fresh ideas.
Your mission is to capture souls from every room ir
the mansion, but each individual location contains :
unigue puzzie, conundrum or mini-game. From
bedrooms containing clever and mysterious mowiry
panels to a 'Land of the Giants'-style pool
challenge. each section delivers something new
and exciting to motivate deeper exploration.

A Nintendo game containing these concepts
would have been covered with plaudits, but ideas
only go so far. In terms of graphical fidelity,
character control and combat, Haunted Mansion is
below par. None of this is bad encugh to ruin an
engaging game, but it takes the sheen off some
temific design. Regardiess, its good to see a
platform game that dares to be different.

ge rating: Six ourt of te

here are two types of GBA conversion — the
Tc-,u'nacal cash-ins and the genuine efforts to
capiure the essence of the original. Max Payne falls
resolutely into the latter category, although good
intentions do not necessarily make a great game

The view here becomes Isometric 3D, and the
fixed camera means objects have to become
invisible when Payne passes behind. Cleverty, the
original’s much-copiec tral conceits — bulllet time
and shootdodge - are retained (activated by a
shoulder button), and when Payne dives across the

fiing twin machine guns it still manages to
ol even on a tiny screen.

With the game's grungy New York reduced to
angular tableaux of pawn shops, nightelubs and
ops, the impact of the bloody PC classic is all
but gone. Plus, the visible game area is quite Imited
— often the first you know about the presence of a
bad guy is when he's shooting at you. Max Payne
isn't a bad way to spend a train journey, but those
who've played the original will have little reason to
buy the conversion, apart from to smile at
how mini-Max so cutely apes his big brother.

ng Six

232 / 300
Dual Ingram

s
Dualzingram

The designers have kept to the structure
of the PC original, following it almost
blow for blow (apart from edited chapters
and plot sequences) from the shot-out
police station to Lupino’s hotel to the
Cold Steel mill and beyond. Even little
touches, like the playable drum kit on the
nightclub stage, have been included



The making of...

Fairlight

For its creator, proto-RPG Fairlight was an outstanding debut.
It was also, unfortunately, quite an extraordinary valediction...

ne of the most striking

games of its era, Fairfight

was far ahead of its time.
An ‘arcade adventure’ - as they were
then known - it was blessed by
some of the most evocative visuals
seen on an Bbit system, It offered an
experience quite unlike its peers and,
on a technical level, experimented
with elements of design that would
be overlooked or ignored by other
programmers for years to come.

What makes Fairlight truly
noteworthy, though, was that it was
creator Bo Jangeborg's first
complete game. It was also his last.
Jangeborg's interest in coding

was ignited through toying with a
Swedish computer, the ZX80-based
ABC 80, while at school in
Gothenburg. Later, having upgraded
to the similarly powered Spectrum,
he created The Artist: a graphics.

Dnginal format: Sinclair ZX Spectrum
Publisher: The Edge

Developer: Bo Jangeborg (code, design,
g A

Onginal release date: 1985

112

package for a format not known for a
surfeit of such programs. The utility
was powerful, easy to use and, most
importantly, sold on the high street.
Its £12.99 pricepoint was seemingly
extortionate for the time, but did not
preciude sales, and its features
made it popular on both the amateur
and professional Spectrum
development scenes.

It's worth dwelling on the story of
The Artist for a moment, because
without it there would be no Fairfight.
“It grew from a simple little machine
code program that allowed me to set
a dot on screen and move it around,”
Jangeborg explains. “There were lots
of little problems such as making a
fast flood fill and a fast circle and fine
drawing function. Fitting all of it into
48K was a bit of a problem, too. it
sold well for a tool, but | don't
remember the numbers —we are
talking 20 years ago, after all.”

Before The Artist was released,
Jangeborg flew across to London in
order to sign a publishing contract
and present the completed code to a
Covent Garden-based software
house named Softek, later
re-christened The Edge. During his

07 Re-enter the castie, then head north, avoiding

guards. Enter this room at the far end of the comidor.
Collect a barrel, then return 1o where you left the stools

13 Head south and then east until you reach this ares.
Many got stumped hore. There is a secret door in this
wall which the crown unlocks. Simply walk through

02 Faght the guard - or simply run pas! him - and
enter the castle. Note the crown above the doorway -
you'll be retuming o collect this in a moment

08 Use the throe stools and barrel to climb on top
af the doorway. This may require a little patience.
Collect the crown - this is an important key

14 Inside the hiddon tomb fies what appears 1o be the
Book of Light. This is a clever decoy. Examine the
to reveal an opening. Drop through it

18 Carefully make your way past the first two plants -
it's posaible to avoid attacks - then use the pot plant o
jump on to the rised plationm. Collect the hourglass

20 On your way back through the garden, kill the guart
and take the key at the bottom of this section. Keep
this safe - it allows access (o the wizard's lowor

25 The follewing two rooms are idertical, Push a potion
Into each of the monks to memove them. Collect the barrel
and jug in the battom room, then go back 1o the top

EDGE 1135

26 KHl both guards, then use the jug and barrel to gan
access to the room above via the trapdoor, Have the Boc
ol Light salected in your iwentory as you ump through




the making of....

04 Once inside the castie, head one room east, then
two rooms north. Dispatch the two guards, but use
the furniture wisely 1o avoid fighting both at once

06 Avoid the two bubbles. then run info the room fo the
north and grab the stools. Take fhree and drop them
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63 Tap: you can prevent guards from reanimating by
dropping their helmels into a whirdwind. Ensure that
each heimet has disappeared before leaving

05 Use the fumnitune 1o reach the shell. Coliect the key,
then retumn to the comdor. Head south one scresn,
then use the key to enter the locked door
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08 Return lo the room whare you oblained the barrel,
collect ancther barrel - you'll need o drop the crown
to do this - then head downstairs. Kill the trofl

10 Tip: you can prevent trolls from respawning by
dropping a barrel at the exact point that you killed
fthem. They will reappear if the barrel is moved

11 Head southeast until you rench this doorway.
Run through it, and keep running. Don’t stop
running under any chicumsiances, in fact..

12 The mank will attempt to push you from the bridge.
Running past is the easiest option and, for the
purposes of this guide, the least Time-consuming
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15 Collect the real Book of Light. To avoid the peris
of facing the monk on the bridge once mors, use the
scroll 1o teleport yourself back o the castle courtyard

16 Haad south through the rooms. with cheguesed Soors.
until you resach & room with 2 ol Kill i, collect ol e
objects you can camy, then retum o The soom o the norh

17 Thees is a potion hidden tantalisingly oul of reach
under a piattorm. Drop non-essential abjects, then push
them undemeath 1o nudge & through to the other side

18 Take a pot plant from the room westward, then
head towards the arsa of the garden contaming
carnivorous plants - it's located to the east

21 Return to the area with chequerod floors, and anter
the first door to the west. Use the hourglass to freeze
time. Examine the throne 1o reveal a cress. Collect it

27 You finally get to meel the entrapped wizard - and
espy the key 1o the castie gates. Collect the latier,
then drop the Book of Light. and propare for...

22 Grab a pot plant, then travel back to the lower area
of the castle where you first fought = troll. Enter the
door found there. Awoid the mank and grab the potion

28 _..a twist in the tale: the wizard is actually an evil
monk. Jump back through the trapdoor before he
can comer you, then head back 1o the courtyard

3 With two potions, & cross. The crown and the Book of
Light to hand, go 1o the screen picted hers - its on the
way to the garden - and une e key o anter e lower

26 Leave through this gate to read: “YOU HAVE

SUCCEDED [sic] IN YOUR QUEST THE WIZARD IS FREE

THE QUEST CONTINUES IN A TRAIL OF DARKNESS'

EDGE #1325

24 Drop the cross on the floor next to the mank
bilacking the door. Push the cross into it to open
the: way forward. You're getting close now...

30 Tip: when writing what is Edge’s first {and |ast) game

Ikthrough, it's imp to ta theat from the
outset to avoid frustration. A few POKEs will do the job
113 >
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This map, with its impressive attention to detail, was originally
printed in the fondly remembered "Your Sinclair'’ magazine
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These monks were Fairlight's ultimate foes: apparentty i

stay, Jangeborg witnessed a Softek
programmer wrestling unsuccessfully
with a routine for creating isometric
graphics. This was hardly surprising.
It was early 1985, and every
Spectrum publisher craved a game
to rival Ultimate Play The Game's
Knight Lore. Yet, in terms of
technology and talent, most lingered
far behind the embryonic Rare.

“I don't think he really knew what
he was doing,” recalls Jangeborg.
He decided to tackle the problem
himself, and Fairlight was born,

"It grew out from my showing
The Edge a little piece of code on
how to do isometric 3D while
showing them the final copy of The
Artist,” explains Jangeborg. “They
had shown me the problem the day
before and were impressed | could
show them a working prototype the
day afterwards. | started work on
Fairfight ight away, and a one-week
visit became seven months.”

Look to the future

Living at Softek owner Tim
Langdell's house, Jangeborg began
work on his first game in an unusual
manner for the time: he envisaged a
collection of routines that would
power not just this game, but future

le, highly agg

and alarmingly capable of

homing towards the player, with great accuracy, over open spaces. Furniture would always fox them, however

€114

EDGE #135

releases in an evolving series.
Including code and components
developed while working on The
Artist, this engine — GRAX, the 'GRA’
being an abbreviation of ‘graphics’,
the X an ever-voguish affectation —
would allow Fairfight to grow up to
B0 screens in size.

Compared to Ultimate's Knight
Lore or Underwuride (which could
boast a map comprising hundreds of
screens), this number might not have
seemed particularly impressive.
Jangeborg's game, however, was
typified by its more distinctive,
tangibly ‘worldly’ locales. With easy-
to-recognise furniture like tables,
chairs and beds as well as textured
walls and floors = including bricks,
soil and wood - Fairlight was far less

first game, he was working away
from his country of origin, and he
was lodging with his manager and
taskmaster. There are some
elements of Fairlight that clearly
demonstrate his lack of experience
at the time, though. Principally, it
prone to horrendous slowdown on
certain screens — when there was
more than one item moving around
there would be a clear change of
pace. Similarly, the black screens
GRAX drew each area were jarring.
Its keyboard layout - non-definable,
too, a terrible transgression - was
also far from refined.

QOddly, though, one element of
Fairfight that might have instigated
greater criticism was either
mentioned in passing or completely

“I remember that | definitely wanted to create a castle.
| suppose my background in playing roleplaying games
such as Dungeons & Dragons served as an inspiration”

abstract than its peers. Knight Lore
and its cynically reiterative sequel,
the disappointing Alien 8, were filled
with esoteric objects and devices.
Jangeborg could have opted for a
similar approach, as developers were
inclined to do at the time {and,
indeed, still are). He could have
chosen to base his isometric
adventure on a spaceship, an alien
world or those environs so adored by
lazy FPS designers: sewers. To his
credit, he aspired to more.

"1 remember that | definitely
wanted to create a castle,” says
Jangeborg. “I suppose my
background in playing roleplaying
games such as Dungeons & Dragons
served as an inspiration, but mostiy it
just grew organically from what we
did. Jack Wilkes, who did a lot of the
graphics, also served as a good
source of inspiration. Jack did the
loading picture and most of the
sprites and objects. | think he used
The Artist to do them. | did the main
character and the backgrounds.”

You can’t help but admire
Jangeborg's ambition. This was his

overlooked: after its initial faux-
two-channel opening theme, the
game was played in complete
silence. “l| really had no experience
in writing games, and getting an
interrupt-driven sound system
working with the sprite engine at the
time would have been a daunting
task,” Jangeborg admits. “It didn’t
seem to be a problem, 've spoken t
people since, and they seem
surprised that Fairtight didn't have
any sound - they don't remember
it that way. In a sense, it was
probably better ta have no sound
than bad sounds, although |
probably would have used bad
sound if | could have done so..."
Having populated his maps with
Jack Wilkes' assailants - including
soldiers, man-eating plants and
‘bubbles’ that, through a clever use
of sprite masking, were transparent -
Jangeborg gave Fairlight an
elementary combat system. There
was a distinct knack to it (or so thos:
who wished to complete the game
soon realised): flee. Each contact
with an adversary led to the loss of




energy, even while attacking. For that
reason, it was often easier to steer
clear whenever possible. “That's one
of the things that | liked about it: that
you didn't have to kill everything to
complete the game - you could just
avoid them,” Jangeborg comments.

So was he happy with this
combat system? “Not really,” he
replies. “It worked, but was too
simplistic. | had ideas for a more
complex system, like those used in
roleplaying games, but | just didn't
have the time. | kept it simple.”

Although the game's visual
panache would in time lose its lustre
and, inevitably, be surpassed ~
beauty being a fleeting attribute in
videogames — we have an abiding
admiration for Fairlight's early
attempt at a ‘realistic’ physics
engine. While furniture in most
adventure games for years to follow
was invariably fixed to the spot and
interactive in a limited sense, if at all,
Jangeborg imbued the majority of
Fairfight's objects with mass.

Players could build a pile of
objects to reach a high point, use a
table to push adversaries into a
corner before running towards the
exit, or push things around simply
because they could.

Jangeborg remembers the story
of one player collecting every helmet
dropped by Fairlight's soldiers and
placing them in an enormous pile in
one room just to see what would
happen. The answer? Not much, bar

a strange virtual sculpture and the
GRAX engine slowing to a crawl, but
he apparently had fun trying.
Jangeborg had already considered
such eventualities. “It wasn't that

Fairlight's loading screen contained an
important clue: the wizard's location

hard to program,” he says of
Fairlight's object system. "It took a
bit of debugging to make sure the
players didn't muck things up..."

Although certain tasks had to be
completed in order to finish it,
Fairfight was also pleasingly freeform
for its era. “There wasn't one
particular way to play or complete it,
there were a number of ways to get
through,” agrees Jangeborg. We
recall the example of a seemingly
invincible cowled figure that guarded
a narrow bridge. This figure would
attempt to push protagonist lsvar off
to his death, and Game Over. The
actual idea was to dispose of this
enemy with a potion found
elsewhere, but you could also, if you
were nimble, cause it to plunge to its
doom. Oddly enough, Jangeborg
recalls a solution that, due to the
hooded enemy’s propensity for
homing in, might not have occumred
to players at the time. “You could
also run past him without fighting,”
he advises. “You had to be quick,
but it was possible.”

Press praise

So, seven months after what was
originally intended to be a one-week
visit to the UK, Fairlight was
compileted and sent for duplication.
“| really didn’t know what to expect.
| was just glad to have finished it,”
admits Jangeborg.

The gaming press were fulsome
in their praise. “Wow, amazing, brill,
trif, fab, awesome and other such
noises... I've never seen a game that
looks as good as this,” enthused a
‘Crash’ writer in a typical review,
awarding it 95 per cent — a score not
given lightly by the staff of a
magazine then at its prime.

Topping the charts and selling
over 50,000 copies in its time (a
not-inconsiderable feat given its
high-end £9.95 RRP), Jangeborg's
adventure might have marked the
beginning of a stellar career in game
development. Sadly, a contractual
dispute led to his parting ways with
The Edge before Fairlight Il was

the making of...
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For its time, Fairlight was truly beautiful to behold. Aesthetically, it seemed to have everything - and over 80

The differentiati

finished, and Jangeborg regards the
released version of the disappointing
sequel as being incomplete. Greater
misfortune was to follow. “The next
company | hooked up with tumed
out to be run by a crooked boss who
scammed his partners,” he laments.
“I didn’t suffer financially, but it made
me wonder about the English
software industry as a whole. | did
sign on with BT after that, but the
game | was developing was probably
too technically difficult to make, so |
cancelled that contract.”

Jangeborg now runs his own
company, Softwave, and still works
as a programmer — “mainly a payroll
system at the moment,” he explains
- and looks back on his time working
on Fairfight with fondness: “Despite
what followed later | regard itas a
very exciting time, and Covent
Garden was very nice.”

We can't help wondering what
might have occurred had Jangeborg
signed with a heavyweight publisher,
an Ocean or a US Gold, or even
looked towards the re-emergence of
game consoles (as Ultimate's
Stamper brothers did). It's fair to say
that after Fairfight the industry
lost a promising talent. ﬁ

EDGE 1135

from Ultimate's games lay in its filling of screen space, delivering a more solid feel

Chronictes of the Land of Fairlight
1. A Prelude The Light Revealed

s

Way back in 1985, not many game programmers could boast
of getting their names printed on the packaging of their work
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Examining gaming history from Edge’s perspective, five years ago this month
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| was in my local videogame shop recently and
saw something that shocked me enough to write
in. As | entered, | noticed that Vice City was on the
big screens, That surprised me a bit because of its
obvious content and 18 certificate. However, |
thought, maybe I'm being prudish and let it slide.

I then noticed at the counter a middle-aged
mather with a copy of Vice City in one hand and
her son, who could have been no older than seven
or eight, in the other.

As she handed over the game to the assistant
he said, "Are you aware that this is an adult
gama?” to which she replied, “He knows not to say
any of the words in it.” Whilst looking at her son,
the assistant then proceeded without a second
thought to procass the purchase.

| was dumbfounded. | reafise there is ignorance
and a tack of knowledge amongst the majority of
mathers towards videogames, therafore she can
be partially forgiven. However, for the shop to allow
the purchase of a game like this, knowing full well
who will be playing it. is not forgivable.

It may have been legal (I'm nat sure of the
exact laws), but one thing | am sure of is the
shop's complete lack of marals. I'm not for one
minute criticising Rockstar — Vice City is no doubt
one of the best games of last year, and should be
enjoyed by all of an appropriate age. But the effect
this game may have on those less mature is still
guestionable. At 21 | have a good idea of what is
right and wrong and obviously know where the
game ends and reality begins, However, it makes
me shudder to think of the effect it may have had
on me had | been exposed to such a game when |
was seven or eight.

If we are 1o try and rid our hobby of one of its
many points of riticism, children cannot be
allowed to get hold of such games so easily.
Videogames get anough negative press without us
shooting ourselves in the fool.

The problem needs to be tackled by educating
parents about such games (1 doubt this particular
mother would allow ber young son to watch an
18-certificate movie, for example}, and

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

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

INbOXD ==

tightening the distribution of such titles,

If it is made clear that these types of games are
for adults, we may get less negative press similar
to The Mail on Sunday’s hysterical article on
Manhunt. A game, by the way, that features
nething that hasn't been seen hundreds of times
on the cinema screen. So why the cutrage at the
Images being in a game? Because they are still
sean as being kids' toys.

We may not be able to stop this type of press
completely - there will always be sensationalist
journalists — but we can help ourssives.

Lee Hawley

The shop scenario you describe is clearly
ludicrous, but we're led to believe that the assistant
had no option. Perhaps this may change in the
future, although we're hardly banking on it.

I'm writing with ragard to Andy Shearer's
view in E133 - that games are not being
completed because they are ‘not difficult, just too
big'. He assumes that many people would happily
accept buying The Wind Waker twice if it was to be
reteased in two parts, much like the disappointing

-and frankly boring "Kill Bill', | for one would not be

a happy bunny if Nintendo decided to release The
Wind Waker in two parts, mainly because of the
fact that it's not that hard and it's not that big. The
game takes 20 hours at most with all the basics,
and probably around 40 hours if the completist in
you wanted to enjoy every last giobule of a brilliant
Nintendo game. Now consider this: most games
take about 30-40 hours to complete (well, most

‘games should, anyway). If these games were to be

cut short to about 20 hours, and assuming the
game cost £40, that's £2 per hour of play. To me,
that does not represent value for money.
Comparing games to films in terms of length
doses seem 1o be scraping the barrel ever so
siightiy. If audiences were charged £40 to see "Kill
Bill Volume One', | doubt that it would have been
the commercial success that it has been. Also,
spiitting the game into two parts doesn't really

shorten the game, does it? It'll still be the same
game, but with an annoying disc change in the
middle. And as for the wonderful analogy of 'It's a
bit like being presented with a huge meal In the
States — it puts you off eating at all." it all depends
how hungry you are, doesn't it?

Duncan Voice

Andy Shearer’s letter in issue 133
highlighted a dilemma as far as game developmen
is concerned. He stated that scme games In his
collection remain uncompleted, simply because
they are too big. This is certainly a problem for
some gamers, but it is important to note that it is
not a problem for others.

1 do not play many games these days, but
those that | do play are selected for the experience
that they provide. | like to be immersed in virtual
worlds, with interesting storylines, detalled
locations, and plenty of atmasphere. When a garmi
achieves this, the last thing that | want to happen |
for the game to end quickly.

November 2000 to October 2001: taking 11
months to complete a game may well be an alien
concept to the vast majonity of gamers, but that is
how long it took me to work my way through Dets
Ex from start to finish. And do you know what? |
loved every minute of it. | never worried about how
long it was taking me to play the game. | never
worried that | would get bored. The experlence
was far too good to worry about things like that.

In fact, the only thing that | do worry about is
whether | will ever get another chance to spend 1
months on a fantastic gaming experience again.
Christopher Low

In the same way movies have an average running
time, surely mainstream games will also one day
settle on an "ideal’ length. In fact, it's happening
already, with many developers settiing on ten hour
as a reasonable figure. We'll keep an eye on this..

| would like to diverge from the curent topic
being discussed in your pages and furn to a

“Comparing games to films in terms of length does seem to b
scraping the barrel. If audiences were charged £40 to see Kill
Bill, | doubt it would have been such a commerical success”
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difierant subject having seen the screenshots of
Singles: Flirt Up Your Life.

This game promises a subject matter lacking,
or avoided, within the games industry; sex and
nudity, Quite why such aspects are shunned by
developers and kept out of games is actually hard
to pinpoint without falling into tired sterectypes of
the average gamer, especially considenng that in
other forms of entertainment sex is commonplace
and accepted as 'that’s how it is in the real world'.
It's amazing that fiims that border on soft
pomography, such as the 'Camry On’ series, can
become national institutions, but games such as
Lula are seen as ‘swealy palm’ temitory, sven
though Singles appears to be handled in a mature
and confident manner.

Whether Singles turns out to be solid and
enjoyable or puerile titilation remains to be seen,
but it would be a fair bet that it will be dismissed as
the latter, regardless of its merits.

It will be interesting to see how it performs
upon release. If it sells well then it would intriguing
to see if the media and gamers alike put it down to
‘sex sells’ or upon the merits of the game. If it
performs badly and was riot down simply to
shoddy workmanship then it would be fair to say
that it would be because players were too
embarrassed to buy it.

It’s interesting: gamears cry out for more
maturity in the form of blood and guts, but are they
mature anough to be able to go to the local store
and pick up Singles without fretting about people
thinking it was for a ‘one-handed' session?
Perhaps the greatest indicator of the general
consensus is the lack of such games; is it because
companies still see it as taboo?

Or is it because they still see their audience as
people cutside of the gaming world do? Is it the
case that the makers, the media and the general
pubiic need lo change their attitudes, or the
gamers themselves?

Me? | can live without the nudity, the viclence
and the gore, and would infinitely prefer a game 10
offer accomplished design and interesting

lan Shaw wonders why more games cannot take a
more aduit approach to sex and nudity, as Rotobee
is attempting with its Sims-style PC game Singles

propositions, rather than treating me like the
cliched loner or the excitable kid. | don't want 1o be
patronised or insulted, and | think gamers as &
whole feel the same way.

lan Shaw

Alex W, Amazon reviews (inbox, E134)
"wrilten for love not money' still stands as accurate
because if you examine the dates on sach review,
the insane fanboy scribbiings aren't always
clustered around the same peniod, which they
would be if it were a scramble for a voucher,

Oddly they seem to be in flux, 100, | have
naticed reviews vanish on cccasion and titkes vary
- the next GTA title was for a time labelled GTA:
Sin City (when it was being called that In the prass)
but then it reverted to GTA; Next Episode.

The reviews have a certain comedic value,
though, One of the best was for Driver 3, with one
chap concluding that this "will be the best game |
ever played," almost six months before anything
but prerendered shots were out
Aonghus de Barra

In response 10 Aex 0'8ren, E134, 1 2 2
nice idea, having games with deep and meaningful
slories, garmes with a 'profound impact’ or ‘social
insight' capable of commanding critical and public
respact. It is an idea that | am sure most people
reading this magazine hope 1o see realised
someday. The problem is that | can't see it
happening as the depth that you are lnoking for is
simply not compatible with interactive gamepiay.
Take lco and Shenmue, two of the most
emohonal gaming expenences on the shelves and
probably two of Alex's favourites. Both games are
truly stunning to look at, have wonderfully realised
characters, and feature some of the most simplistic
gameplay yet seen. The most common complaints
| hear about them? ‘The combat’s is too basic,’ or
'the game is too linear,’ To ensure that these
games would be a good mediumn for their stories,
the gameplay had to be stripped down Lo the bare
bones, Judging by the sales of these games, that

is oo large a sacrifice for most gamers. | actually
feel that there are plenty of other games out thera
with good stories, they just tend to get lost behind
countless failed stealth attempts, random battles
and missed pick-ups.

It seems that games are simply not capable of
visualising a story as well as a film or of telling a
story as well as a book, This does not miean that
our games are inferior, but instead of waiting for
computer games 1o emulate the artistic merits of
other antenainment mediums, we should just be
showing the rest of the word the worth of
gamepiay in titles ke karuga, Animal Crossing
and Strest Fighter /I,

Brian Ashford

Or is it that game designers simply aren't as skilled!
as traditional authors in terms of telling stories?

I'm sure I'm not the first person to ask, but |
spotted the coordinates in the front of the
magazine. According to Autorouts, the location
seems 1o be off the AS6 just north west of
Warminster, Is there something exciting there |
should know about? Is there a prize or just
aisappointmant at the end of the rainbow? | am
intnigued but it’s too far away from where | live for
me to just go o 1o see a billboard advertisement.
Can you shed any light on the situation?

Scott Hammond

Warminster? Closa, but no prize for you.

In issue 133’s Continue/Quit section, you
stated; 'Quit: UK's Sexiest Gamer — Try-hards.

Next up: UK's Sexiest Stamp Collector!” Wall,

I'd just like to ket you know that | was one of the
UK male finalists, and | have never tried hard

at anything. | had a good go at drinking as much
free booze as | could, and | was rude to several PR
and marketing people, but these are skills | have
acquired over time, and require no effort
on my behalf,

G Pollard

“Gamers cry out for more maturity in the form of blood and
guts, but are they mature enough to pick up Singles without
fretting that people would think it's for a one-handed session?”
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