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The future of electronic entertainment 

T tvs month's CC/IIfY was orignally penci!led in to carry 
images of an Xbox 2 nat~~e- shots of early techniCal 

demos along the hnes of the Infamous Xbox 'mousetrap 
room'. perhaps. or a game character rather more conv~ncing 

than the star of one-t1rne Microsoft favourite Malice. Those 
plans were cast aside some trne ago. howelier. Why WOLid 
the Redmond corporatoo risk tumng consumers' heads 
away from its first attempt at a console at th1s point. when 

the likes of Halo 2 and other format-defining titles are st 11 

lingenng tantaJislng y on the horizon? 
Moerosoft can hcYdly blame garners for betng expectant, 

though. H has vooferously pledged. at: er al. that rt w I be first 
to marl<et wrth a next-generatiOn console. No way Wllilt allow 
Sony to grab the early advantage with another ~eration or its 
world·beallng PlayStat10n. goes tne battle dnl . 

Back to the cx:Nef, and me mystenous XNA that features 
1n place of exp~e~t Xbox 2 grandstanding. What1s ·? That's 
for our SIX-page 1e.-1d nei'VS story to explan 1n some detal. 
What's worth po nting out here is not so much precisely 
what it does. but whatlt could represent and that's a unofed 
development platfOC"Tl With the potentJal to work across any 
Vldeogame console or persona. comouter box. 

And, yes, that 1ncludes new hardware from Sony and 
N1ntendo. All they have to do. aocord ng to XNA execs, is 
piCk up tne phone and grve Mocrosoft a call. 

COLid thas ever happen? Somehow. we can't 9f'MS899 
H rosht Yamauchi s eohOOs ever sanctl011ing such a th ng. 
And Sony has everyth ng so much rts own way that 1t's 
d1fficultto 11T1ag1ne the company even entertaining the notion 
of ge'!.ng 1nto bed With vmat rt perceoves as an also-ran. 

s.rt :ne offer as there, and rts exsstence reveals a mature 
and levei·Nladed Mocrosofl wrth a genu ne des re to make 
the Vldeogarne WOI'Id more comfortable for developers and, 
by assooat10n, more pleasurable for us. Ail rt will take 
IS for other companoes to buy an to the vision. 
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front end 

Microsoft defines next-generation strategy 
XNA has the power to win Microsoft the next console war. More importantly, 
it could make console wars themselves redundant. But how does it work? 

F •rst there were rurno\XS that Xbox 2 
would be unvei'ed at 2004's Game 

Developers Conference. Then there were 
rumours thero'd be noth1r1g. When we got 
to San Diego, the truth was far stranger. 

Microsoft had assembled a room of 
jetlagged, crunch-worn and hungover 
developers to sell thern little rnore than an 
idea: XNA. The 'X' cornes from Xbox and 
DrectX, the 'N' stands for next generation 
and the 'A' for architecture. So what actually 
is it? Depends who you ask. "it's a 
cross-platform, industry-wide software 
development platform which will brmg the 
WOI1ds of Xbcx and Wlf'dct.Ns together.· 
rattles off Peter Moore. an MS corporate 
VICe president. add ng another layer to the 
confusing fog of corpora:e lingo. J Allard 
o.tP and chief XNA arcntect. has a sheaf 
of manly metaoro-s tor the more ~era1 

rronded: XNA IS the ITlOf'ta( of game 

deYelopment, the J)lurnbing of game design, 

"The point about these demos is not their 
technical accomplishment, but to demonstrate 
how flexible and rapid the XNA process is" 

the hardware shop of game production. 
Uttle wonder their smoke-and-mirrors 
presentatton met with a muted response. 

In short, XNA is a very simple idea. 
Microsoft intends to standardise the tools 
developet'S use - to standardise them 
across W1ndows, Xbcx and Windows 
Mobile platfol"ns and to standardise them 
across this generatJon, and the next, and 
then the next. t's an obvious move. Chris 
Donahue Windows gaming's lead teclln•cal 
evangehst. explains: ·we needed to get our 
house n orde' I'd go and meet developers. 

and the next day the Xbox team would V1$11 

the same developers. and they'd say, 'You 
know there v.;ere some guys here 

yesterday. and they have the same tool 
whiCh does tt-e same tl'wlg but has a 
d fferent ontertace. So my people ha-ve to 
waste hme learning two drfferent thlflQS. · 
FoclllQ that's a 'duh', nght?" 

'Inclusive' is the bog word for XNA. 
Although Maosoft Will oversee the 
structure, the plan IS that developet's and 
middleware manufacturers will request and 
supply modules which snap into it. XNA wlll 
bo opt·in- developers can pick and miX 
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whatever b1ts they need - physiCs and 
partide eng nes, sound creatton tools, AI 

architecture- and choose to slot 1n the•r 
own, private, specialist systems wherever 
they wish. it's thrs modular nature of XNA 
that should prevent any poss1bi 1hes of 
'sameware' - the spectre of middlowaro· 
dependent, odent krt games. 

The demos 
In order to .ustratA such a nebulOus •dea, 
MS presented three demOs. which have 

Since been Wv:;eJy arcuated as oong ·xoox 
2' footage. Whie thal's not ennrely 
rnappropnate- Moore I'Mllselt refers to them 

as 'next-ganarattOil expenences', R IS 

fundamentally misleadtng. The po~nt about 

these demos- run on Wrrdows XP PCs 
Wltll high-end ntet chrps and a mysterious 

next generattOil' All graphiCS card- is not 
thetf technical accomplishment. Thetr 
purpose was never to show you what krnd 
of g'aph•cs to expect from the next Xbox. 
Instead, they were to demonstrate how 
fleXIble. rapid and 'JO•ned-up' the XNA 
development process Is. The Xonomorph 
demo, in partiCular. was presented as a 

J Allard remains at the fore of Microsoft's 
gaming aspirations. He was joined on stage 
at GOC by Windows platform evangelist 
Chris Donahue and Laura Fryer, director of 
the company's advanced technology group 
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The highlight In terms of demos was this 
car-crash sequence, which was set up and 
replayed from various angles. Realtime 
deformation was at the centre of its appeal, 
although developers in attendance couldn't 
help but acknowledge its shiny surfaces, too 
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testament to how well artists. anmators and 
sound technicians could vvork together from 
the outset. rather than havtng to phase their 
contnbutions together in sequence. 

If this was the purpose of these demos, 
then they were a dtsmal failure. Mcrosoft. 
1nexphcably, could supply no Information on 
how quockly these demos were assembled. 
or on the make-up of the teams that 
prodlced them. "lt s ki1d of a dlffic\At 
questl()(' to answer.· hedged Donahue. "lt 
was a couple of months. I don't have an 
exact date on that." ArJlough he points out 
that XNA 1s st I in its 1nfancy. we have no 
way of ventying MS's word on its potent1al 
to speed up and streamline the game 
dG'Ielopment process. 

So why is that potential needed? AI lard 
1S n no doubt that the games tndustry tS 
faong a cnsts. The undertylng problem 1s the 
lliiSll9 ot consulll€( expectabons and their 
unwlllinglOss to pay more for trer games. 
He beieves garners' demands will be 
endlessly 111!labonary - battle scenes straoght 
out of 'The Return of the King'. online play, 
epoc stones. susta1ned downtoadaole 
content provioon - and that not only are 
dov~opors already struggling to supl)ly al 

th1s foe a £40 pnce tag. but that soon they 
will find it mpossible. Thts os compounded 
by the acute challenge of the nStng costs 
and fall ng sales always associatod with the 
transihon from one generation to the next. 

The result of these leaner times. clarms 
Allard, is a toss of creatiVity. Developers who 
have the opportunity to complete games 
spend, he estimates, 80 per cent of their 
time on the game's pkrnbng and Orly 20 

per cent being creatNe. Dellelopers who 
don't get that ChanCe are the VICtlmS of a 
bloated preproduction process. Allard 
becomes incandescent With d1sgust at how 

tong the prototyp ng process can take: 
"Gonorally it's 18 months, or some 
rid1culous number. And ail too often 
publishers ki I the project and go back to 
their executives and say, 'Hey, t jUSt saved 
us two m~bon dollars·. Not. ·Hey. I just 

wasted three mill1011 on a cancelled 
prototype and let the next Grand 7helt Auto 
drop from a ta.€0ted OeveiOper who's so 
oofusioned mey're 1ea111ng the tndustry." 

Is XNA the answer to these problems? 

For now, rt isn't. it's only the potential for an 
answer. "Let's tust fast forward," suggests 
Allard, "and 1magine a world where all the 

tools and mldd eware snap together like 
Lego. lmag ne 1f everybody involved in tools 

says: 'My tool 1S free dunng preproduct1on. 
Up until the moment you get the green light, 
you can do whatever you want with my toot 
for nothing.' So now. preproduction is free 
and fast. Try before you buy. How great 
would that world be? Now maybe that's 
not exactly where XNA 'Nil land. but I thinK 
wha; I've described IS posSible." 

The games 
What l<ros of ga'OOS wU XNA bnng us? 
They may not necessanly be any better. 
Moore happly adm ts that wh le XNA might 
produce better games for the same money, 
it cou'd a<so just produce tho same games 
for less money. And although Allard IS 

end essly enthusastie abcvt XNA's potential 
to tberate croatMty, he acknowledges that 
technology sn't the orty barrier to extendi"' 
the garrung canon ·Look at what happeneO 

to Beyond Good & Evi ana Prince Of 
Pe-sla. llov&tnose games, played them 

both to corrpletJOO, but their success 
doesn't reflect thetr creatMty. There are sMI 
execut1on problems, tim ng problems, 
market ng problems and we·re not gong to 



be able to solve a 1 of those." If that doesn't 
sound ambibous enough, then Allard can up 
the ante: ' I've beon walkJng around GDC, 
and a lot of developers have stoppod me to 
tell me how much they like the 1dea. 'I love 
XNA,' they say. 'Can I get it for 
PlayStatiOn2?' And I say: 'Have Ken 
[Kutarag1) give me a call.' We're not rel1gious 
about it. I thtnk standards are good for the 
'ndustry, and I think as a platform 
manufacturer we have a respons.bihty to 
step up a'ld solve problems, and If the 
problem developers bnng to us most IS 

PtayStation development, then we'l tackle 
that. lt would be very disrupt.ve Ill terms of 
toda) 's buSiness ~ but we work wrth 
Del, we work With Gale.vay and we even 
wor1< With Sony on the PC front. so there sa 

PQSSlble solutJon there, out Ken has to 
make the call." 

Th.s is a startling concept - Mocrosoft's 
software arm pr'OVld ng the development 

environment for 1ts biggest hardware 
cornpet1tor. Is th s a move towards the 
game industry's dubious El Dorado - The 
S<ng.e Format? "That's ono way 11 ooud 
sort out." agrees Allard. "You look at DVD 
players. I can buy 150 d1fferent models, but 

Those XNA tech demos in full 

Film Noir 

Source: Microeoft Advanced Technology Group 

Th1s moody, largely monochrome offe<ing 
snowed a Bacall-aloke woman smok1ng and 

cheWlng her hp& seductively. She also tapped her 

ftngers dostractedly before leaVIng her cogarette 

burnong in the ashtray. Hardly a thriller, however, 

hence the wO<d 'ambience' featunng prominently 

1n Mocrosoft's JuStofication. 
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Cruh 
Source: PMUdo lnt.....:tl\19 
The demo w~h the mos11mpact, certaonly, and also 

the one most obviously redolerlt of a traditiOnal 

v1deogame scenario. The camera dwelt lovongly on 

a shony blue sports car. before showong rt speed1ng 

out of rts futunstic garage and crash1ng head-on at 
top speed from muniple angles Oeta1led motion 

and damage phySics were evidently deS~Qned to 

demonstrate the potentoal capab1lrties of the next 

generat100 of dmong games 

fror:erd 

Xenomo<ph 

Source: High Voltage 

A video that certaonly dodn1 do XI\IA any favours 

on temos of emphasos1ng the possobolnoes of 
cuttong-edge content, this was a dosappoonbng 

medley of chc:Md mutant creature types 

morphing irrto each other. High Voltage's furry 

donosaurs and giant blue spiders seemed too 

much like ghosts of a past gaming generatiOI'I. 
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WhatisXNA? 

lt's an attempt to untfy the game 
development process across Xbox, Windows 

and W1ndows Mobile game ptOductlon 

He<e 's what's announced eo far: 

Tools: Xbox-only toolS such as PIX (graphiC& 

pipeline analysis) and XACT (audiO creatiOn) 

and PC-only software, such as High· Level 
Shade< Language, wilt b4l available through 
XNA for developers of all MICrosoft platforms 

Controllers: By 1mptement1ng common APis, 
XNA w 11 make it poss1ble to use the same 
controilets 10< both PC and Xbox. Expect to 

see the Controller S pushed hiW'd as e 
standard PC penpheral 

Live: The Live back...-.:!- bll~ng. lriende 
tOOls and sec..-ity- wll become _..,..for 
PC games ThiS will make rt -lor XboJI 
and PC garners to play againSt .eh 0\tlel: 

What it isn't 

FiniShed: ThiS Is the most~ thing 
abo\11 XNA. What's been announced 80 far IS 

only the very beginnmg. MS Is now wormg 
wrth bog-name moddleWate develop4n such 
as Havol< and Renderware to add mon1 toolS 
to the XNA env110nment 

An Xbox 2 thing: AlthOugh Xbox 2 Wll b4l 
founded on XNA. the system wiU come Into 
play as soon as thiS summer. MS expects the 

impact of XNA to be apparent on gemea 
released as soon as Chrlstmes this v-. 

And why should you care? 

MICrosoft prom1ses XNA will oetwer ·more 
creative games' it's not exactly clear what 
that means, but on the meant1me expect 

more Xbox ~ llnoshed on t1me, more 
simultaneous PC and XboJI ,...._, eletge 
and 1mpressNe Xbox 2 launch 1n.-up and 

many more Xbox 2 axclusMie 
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tre{ play tile same lllOVIeS. How do they 

do tl1at? So':-.vare. So .s ;:nat ;ne way the 

console ma:xe· os 90'"9 ·o go? ~ s deWely 

a possi:lmty 1 ~..; MCYe prac:;cally youl 
see vanatiOOS on ihe deviCes the<nsellies 
kKe :he PS2 and the PSX- mere will be 

hardware dloice from a manufactt~er. • 

The box 
Speaking of hardware choices. 1t's tiiTle to 
dog •n to Xbox 2 How does rt plug jf] to 
XNA? Aliard's answer IS simple: "Last t•me 
around what we did was we made a box for 
D1rectX - that's where the name Xbox 
comes from -we were build ng a hardware 
manifestation of the Direct)( API. The next 
t1rne we build some hardware rt 's g<llng to 
be a box for XNA. and so the ncher XNA 
becomes, the ncher that box becomes • 

However, Ms·s emphasis on software 
coupled with Its un'Nillingness to coof.ITT' 

any Xbox 2 deta. s. suggests that what 

t has to st:ON may not be all that 
~- Alter the heavy cost of Xbox's 
tectrical superionly over rts rivals. 5 it f8ll' to 
a5Sl6Tle that Xbox 2 wil have less of a 
performance advantage? 

"That's a g!98t questiOn." laughS Allard, 
"but I m not gOing to answer it . I'm not 
g<llng to talk about our next-generation 
plans and what they m.ghtiOok I ke. A 
couple of things are happening. Technology 
•s getMg good enough. There are 
dim n•sh ng retums on having better 
graphiCS than what we demonstrated at 
GDC tor a console that you buy at D1xons. 
Why would you throw more money at that 
problems wl'en the consumer can't 
perce1ve the d•fference, and the creators 
can·t even take full advantage of it?" 

Does this st!98ml ned approach mean 
Xbox 2 wll be a lean. stnpped-down 
raceho~ compared to Sony's rumou·ed 
convergence carthorse? Not necessanly. 

Ex-Sega man Peter Moore (right} joined J Allard to explain how Microsoft Intends to bring console 
and PC audiences together via online gaming, promising: "We're going to knock down the barriers" 

Alard elaborates: 'We're g<llng to talk to the 
customer and say: 'More and more of your 

leistre tJme IS QOIIl9 away from televlslon 
and towards the .nternet - tell vs ~Mrof. You 
love 111stant massaging? Well. we have 
some instarrt messenger software and 1f you 
want rt 111 your hvng room. then we'll dort'. 

We're not going to be obstruct1011•st. but at 
the heart is a game - that doesn't change." 

The other XNA impbcation for Xbox 2 IS 

a much closer relationsh p with its PC 
sibling. For the first Xbox, MS had rt all to 
prove in the oonsole arena. Endless titles 
were made about mice and keyboards, 
menus and game installatiOns, and 
Microsoft was determined to remove any 
trace of Xbox's PC heritaoge. So no Xbox 
mice, no matter how much Halo players 
cried out for them. No PSO keyboards even 
if you dtdn·t want to talk ~'ke a robot. Now. 
witn coosole cred billy securely establ•shed 
MS is happy to nsk letting the PC back n 

on the act. XNA makes 1t 1n9111table that 

Xbox 2 owners"''" be playtng the same 
games as PC garners at the same tine. 

wit"' ihe same coo\roller and often Ill the 
same onilne arenas. "You casn do •t for all 
genres." wams Moore, "but I ttink more anQ 

more you'l see the abiirty to link l.ille players 

onXbox and PC. We're QOIIl9IO knock 
down the barners." 

Whoch IS how Without showing US 

Xbox 2, XNA nas showed us the skeleton o1 
what to expect from MS's next mact11ne. lt 
will be first to market, rt wi I have specs 
oomparab e with its oompetrtors. 1t w•ll 
pursue a poliCy of exclusive games 



Microsoft's audience at Game Developers Conference 2004 wasn't always rapt, but even the most 
pessimistic saw the potential of Its XNA strategy. Next stop, executives at Sony and Nintendo ... 

(assuming Kutaragi doesn't have an unlikely 

change of heart and pick up lhe phone), 1t 
will be aggressively onl1ne, have a fat launch 

line-up and will encourage the use of 

peripherals, add-ons and munimedl!l 

applications. And the games? Despite 

Allard's resolve, there's no evidence yet to 

expect anyth ng startlingly creai/V9. Moore. 

ex-president and COO at Sega Of America. 

IS unlikely to encourage the kind of 
non-commerCial brl aance tnat served the 

Oreamcast so poorly. 

Of an the dellelopers we spoke w~h. not 

one I(IJsed a IIOice ag<III1Sl tne prospect of 

rna.<JnQ games Wlthn an enwonrnent 

olfemg g-eater stabilrty. flext>a.ty ao:f 
~ The XNA plan- to squeeze 
Sony out of the market by comemg the 

market 111 developers, not 111 oonsumers­
cotAd not only Wlfl Mcrosoft the next round 

of the oonsole war. rt could end 1t altogether. 

The fact that a1 the next -generation 

consoles Wl l be working from same baSIC 

chip llustrates how the spec war is 

fundamentally over. XNA should offer the 
further possib lrty of smooth ng over the 

transition from one set of hardware to the 

next. Next generat1on. we may no longer be 

taking about 'next generatiOn'. Sony led the 

3D revolution, and now MICrosoft has the 

chance to lead gaming's evolution. 
it's by no means a sure bet, of course. 

First, for XNA to work, Microsoft will have 

to motivate the global development 
community to cooperate under its 

somettmes unpopular auspices. The XNA 

environment will have to be robust and 

flexible - a llfeoett for develooers, not a 
m ftstone. And while it's easy - and accurate 

- to say that t'le banle for performance 
domnanon IS becomng irrelevant, there's 
I10ihrlg to stop manufacturers conbnuing to 

base :her ma1<ellng on such ciaJITlS. Rest 
assured that if MICroSOft does go first to 

market. then Sony Wll find a way to clairr 
that PtayStatiOn3 IS the wOOd's most 
powerltj oonsole eNer. 

As for XNA. AJiard wouid be happy If 

you never hear about rt agah: "Th1s 

announcement wasn't for garners, it wasn't 

even for the press. lt was for developers. 

The customer. the gamer, shouldn't even 

know that XNA ex1sts. All they should 

see is the games." 

PSP's big day is coming 

No hardware was actually on display out 

GOC 200-& aaw Sony laying tile QrOUildwOtl< 
for PSP's E3 um~e~ling SCEA e.ecut,.,.. 
VICe president Ar>dirfNi HouM used the 

opportunity of hos keynote speech on 

encouragong onnovatiOI\ to reveal some of 
Sony's plan$. HolM claimed PSP tlad the 

potential to pock up sales even faster than 

PlayStatoon2 - the best-launching poece of 
consumer electronocs to date 

And tile software support IS firmly on 

place wrth 89 studiOS - 23 1n tile US. 34 "' 
Europe, 24 on Japan and eoght on South 

Koree - already working on gan>M. These 
Include btg names such as EA. THO and 

Act1visoon u well as lull support from Sony's 
internal studiOS. One sutpnSing •ncluslon 
was Star WatS Rogue Squedron developer 

Factor 5. Strongly alogned to Nontendo-on 

recent years rt has only developed for 
GameCube - tile SUpport of compeny 

presodant Juhan Eogebtechl spoke volumes 
about the pyll of $ony. ,_ device 

The first public demo ol PSP software 

rumng was provided by haWldheld spec181.st 

Backbone Enter1al'lment Senior producer 

c:twt. a... eJCPiained the company was 
looi<W1g to .-PSP to launch ongnaJ 
intelectual property on 1l1is c:ae a game 
called Deefll Jr although ft IS worlung 

on two licensed games. too. 
"Poiy9on for polygon, PSP IS better 

then P1ayStatlon2 • Charta claimed "11 s 
a really~ machone but rt's as 
easy to program tor as Gameeube. • 

Some advantages of the hardware 
onclude support tor technoques such 
as skonmng splone patchong and 

hardware hghtlng, whoch allow 
develOpers to ge,.,ate h•ghef-qualoty v1suals 
w th less effort. "We've found PSP hots the 

fronterd 

s-spol., terms ol ~costs • 
Cl\atla said. Backbone ·s PSP teams COOSl&t 
ol around four code<s and up to ten artlStS, 

making d an econormc platfonn to work on 

always assumng rt laL<lches successfully 
and ooesn't become a licence magnet on tile 

same way as GBA. ol course. 
As for tile eese ol dnctly poltlng 

PlayStation2 code. Charta clarned thos was 
techmcally straightforward. takong the 

company around four weeks to pipe o­
an 8XJSting game. However, Issues such as 

controller configuration. screen soze and 
ratiO - PSP is a widescreen device -
obviously take longer to work around, not to 
mention including support for features such 
as PSP's muttiplayer capacity. Clearly thos •s 
an area Sony will be looking to capotalose on 
as rt gears up the hype mach•ne for the 
latest member of the PlayStation lam ly. 
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Nokia unveils improved N-Gage 
The Finnish giant's mobile game deck returns - revamped, restyled and 
reassuringly without the need to remove the battery when changing titles 

Let's recap on theN-Gage story so far. 
Nokia's entry into the market was 

confident, bold and brash. but ~s mach'ne 
met ~h unexpected cynicism from its 
stated target market, 'hardcore garners'. 
Players said the controls were 
cumbersome, but not near1y as obtuse as 
the method of changing cartridges, which 
involves actually taking out the phone's 
battery. They said the games were 
adequate, but unspectacutar and nothing 
they hadn't seen before. They said that the 

"This device is a pure gaming experience. 
This is a direct result of the criticisms that 
have come back about the original device" 

The new N-Gage looks and feels more 
like a gaming device - and it behaves 
more like one, too: games can now be 
loaded into an external slot (above right) 
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screen was curiously oriented, and too 
small. Mostly, however, they said they 
wouldn't be seen dead talking into it like a 
phone. Talking? Sidetalking. 

After that, a sea of new-generation 
handhelds took the headlines. and it began 
to look like the N-Gage was drowning. PSP 
hype, DS confusion, and a glut of 
next-generation palmtop handhelds 
splashed around, while gasping press 
releases from Nokia HQ showed the device 
keeping its head above the water - just. 

Still. it was drifting out of sight, and 
industry insiders saw the Rnnish company's 
capitulation as inevrtable and imminent. 

Behind the dismissive cynicism, 
however, Nokia was working to address 
these user complaints, and so it was that 
we headed to Huntingdon, just outside 

Cambridge. to meet Mark Squires, Nokia 

UK's director or corporate commu~ications, 
and became the first to get our hands on 
the new, improved N-Gage. Not that the old 
model is going to d1sappear, as Nokia 
claims it will be sold alongside the new 
model, which is p1tched at the sort of gamer 
who regarded the first machine as 
convergence gone mad - a feature-heavy 

behemoth that was perceived as a jack of 
all trades, master of none. 

If the Finnish company's first message 

was confused - this is a phone, this is a 
gaming machine, it's both and it's ~her ­

then it's making no mistake ~h what might 
be termed N-Gage 1.5. 

''This device," says Squires, pointing at 
an onginal N-Gage, ·contains an MP3 
player and a number of other things, like 
the radio." He pushes the new product 
towards us. "ThtS devioe is a puce gaming 
expertence. This 1S a direct resu~ of the 
criticisms that have come back about the 
original device. 

"So while we still believe that the original 
N-Gage is something that brings a wealth of 



expeneoce to muftiplayer gaming, the OON 

device concentrates on the gaming s1de or 
things, ard adds a number of changes." 

Slightly smaller rmore diSO'eet,. says 

SqUires) but a lrttle thicker, the OON N-Gage 
has a rubber SlKTOlJ!'ld wroct1 makes t more 
comfortable and offers the dellice geater 
protectiOI'I. While the deep grey and orange 
decal IS sljl unikely to Will the same 
aesthetic acclamation as an 1Pod, rt certa.nly 

looKs beter than be'cxe. More than that, the 

smaller lootpmt makes the saeen seem 
btgger, a psychologically p051trve step 

towards meeting the requ rements of ~hose 
who feel the N-Gage's screen IS too small. 

And wh1ie the screen itself is sti I vertical. 
the technology beh nd it IS slightly different. 
The machine now uses 65.000 colours, a 
significant upgrade from the prEMOus 
maximum or 4,096 and one that provides a 
better oontrast ratio, accord ng to Squires. 
Brought about by technological advances in 
battery life since the N-Gage's launch, this 
won't lead to a two-tier platform- all 
games, new and old, Will be compat1ble 
vllth both N-Gages. The benefit IS clanty, 
and that alone. ·rt has a more naturQl 
texture. • explains SqUires. 

Sldetalking, the word the ll'lternet 
attached to the N-Gage's most ndiculous 
aspect, IS gone. •rt attracted a fair amount 
of ourte amUSing webs.:es.• acl<rlowledges 

SqlNSS. 'VIle watched (the phenomenon! 
with lllterest. • The new N-Gage IS held flat 
on to the Side of the head ike a trad tJOOal 
mobile phone. No more tiding from your 
fnends when you need to make a can. "At 
the time 11 was done for the best reasons -
to keep the screen deal - but somet rnes 
you have to bow to op n10n. • 

A.so gone is the need to take the 
battery out of the rnach,ne to replace a 
cartridge. ·As you probably know. we got a 
lot of criticism for that," says Squires, 

demonstrating the new system. A rubber 
guard masks a thin cart slot at the bottom 
of the N-Gage. Memory cards can be 
inserted and removed by displacing the 
guard and slid1ng them out, fractionally 
more fiddly than the GameBoy's clunk-cliCk 
methodology, but leagues smpler than 
d sassernbl1ng your phone. Along w1th the 
abi lty to autoboot games on 1nsertion, the 
new N-Gage also allows hot-swapping. 
lett1ng users swap cartridges on a whim. 

The key layou1 is the same. with one 
exception: select is a separate button to the 

Side of the 0-pad, ratner than a function of 
pre5SIOQ the D-pad into its socket. 'there's 

one thing the N·Gage Odn 't suffer from 11 
was a lack of buttons, but itS presence s 
hardly a m8j(Y problem. particularly as it 
SOlves the foddly selection di'ficuiU95 of the 
ongonal setup. The buttons themselves 
appear to have been recned sloghtty, as has 
the D·pad. In short, rt feels more l1ke a 
gam ng macl'ine, less lke a phone. 

That leaves one th ng to be addressed. 
The games. While the N-Gage has seen 
several decent cross-platform ports (and a 

£00£ 

few less-than·deceot ones), 1t's yet to own 
an exclusiV9 selling po1nt of 1ts own. That 
looks set to change with the next generation 
of software, which is going to play to the 
mach ne's strengths. "The ma1n reason to 
own an N-Gage is so you can play 
mull player wireless onhne games." explains 
Squiros. "You can have several levels of 
oon'19Ctivity: you play on your own, you play 

wrth Bluetooth w1t'1 people 11'1 the same 
space as you, and you can play With people 

across the N-Gage arena -you probably 
know that's been attractng a lot of praase 
recently- but oow you can go to the next 
stage and play onlne agaiOSI thousands of 
other people." lllustratrve of that. Sega ·s 
recently <nlOUOCed Pocl<et Kingdom: CM-n 
The World w'll appear on the machine 1n the 

thtd QUarter of 2004. 

it's a good stan. but is '' eniOUQh? T1me 
wm tell. because vltl le Nol<ia IS showing 
fight ng sporrt, the Mure of ttle N-Gage w1l 
depend not JUSt on 1ts (much-needled. 
and mostly successfuQ hardware revamp, 
but on the quality of support from 
big-name developers. 

front end 

518' llotn: KOTOR arnerged ~at 

2004's Glme o.velopers Choice Awlwda. 
~cUing lhe a.me OeYelopers 

Ccrlo!nnce. Biowa'e'a RPG ICIOOJMid a 
hat-trick of-.da,lncbllng lhe ..... 

Game Of The ... accolllde. Olhw wirWWs 

included C8ll Of DAy and An:e 01 ,.,_ 
The SwJds Of Tme wllh two -at apce. 
The l.Aalime~ ..tt­
~~Mark Cemy, Cleveloperof 

MowbleMict*l and~. My~ 

c:ansuiJrol on lhe IWr:lrllt & Cllrll< -'-

In rasponse to contnmg financ;al dllliculliea 
Capcom has disaolved its uoldeopafol mi og 
PC depatmenlas wall as Procluction Studio 
6 (a.os IAgion) and lhe NlgOva branct1 

or.» haMd bit 'lblhild Oksnolo The 
C01J1*1Y piln to-a ll8liell of aludoos 
owned ~ but i ldepeo dent of. Capcom itself 

The 1'181 wtl be ao-StudiO. headed by 
l<fewiiAj Jotl creator Alsustu lnaba. The 

studio Is predicted to be developing ttwee 

to foUl' lilies when 11 opena on July 1. 

In a post-«le int...-w wllh GameSpot, 

ax·UGA tou:l Tetsuya M~ w.rt on 

I1ICOI'd to say that he woo*~ like to develop hiS 

.-tide for eilher the PSP or lhe Nlnlendo 

OS. and that • ., hiS rl'inCt' • WOI*I be a Rill 

lollow-i4l. if 1101 in .-. ~ .... traclc 
I1ICOI'd for st)tllland ~ gamea. 
!his WOI*I be a ~for either lw1Ciheld 

Rrll-n.ts-adviled to c:elebr* wllto 

caJbOn, as~ IS slillft the~ of 
estabishing hiS ,_ studio Men ,_ 11001'1 

ARM has not~ its MBX delign to 

Texas lnstrumenls. • - reported In 
E135. Texas lnsln.meniS 8C1Ualy **­
PoweoVR MBX. wt1ich IS an ImaginatiOn 

Technoklgies design dirdy !mm IT -as 
do lntel, SIJr4llus and Reraaa ARM has 

llcenaed PoweoVR MBX to s.n.ung, 
We apologise for the enor. 
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Experimentation excels at Screenplay 
Nottingham's Screenplay festival combined videogaming's history with 
the present, as well as mixing in a dose of game-inspired visual arts 

014 

Held CfiiC( twO days at the Broadway 
anema 10 Nott111Qham. the hfth 1 

Screenplay fesllval proved an apt 
demonstratoo of the breadth ol C\Ature 
currently developtng Wlthon the medium 
of videogames. 

MIXed up W1th tho arcade mach nes, 
C64s and othor h1stoncal paraphernalia 
came a strong visual arts strand 1ncluding 
work from perfonnance artist Stelarc and 
animation by one-time Bell Lab resident 
artist Ulhan Schwart. More trad1tonal game­

or>eoted events •ncluded Cl max 1\Jottlngham 
tai>Q1g about rts fort~ massively 
mllWaYer Warllammer O'*le, a knockout 
contest to find the best garners. and the 
results from the festiVal's •naugural 
design-a-game compel too, Regain The 
Game (see 'Screenplay rega1ns games'). 

"The highpo.nt was the broad mix of 
people who got Involved," claimed the 
event's eo-ordinal()( Rasheeqa Ahmad. 
"Many people came who hadn't been 
before and the resulhng miX of c•nema 
audoences With games ondustry people, 
artos!S, fitmmakerS and Ul'll\lefSily 
researchers meant these f~ ooutd bring 

diff~t approact1es to many Slbjects and 
find out about eacn other's wOO<.· 

Set up as a collaboratoo between tne 
Broadway's educat•on department and the 
Nottingham Trent SchOol of Art and Design, 
Screenplay 1s desogned to focus on the 
subject of future W()(lds, both in v1deogames 
and more experimental 1nterachve modia. 



The performance o1 Stelatc's 'Prosthe:.c 
"'ead project was one such example. The 
Austraf.an artost. who os a pmopal rosoardl 
felow at NottJngham Trent Urwet'Sity's 

Performance Arts Oogital Resecwch Un•, 
demonstrated the CG l/etSIOI'I of hiS head, 

which he knowingly labels a 'reasonably 
111fooned and somewhat ll'ltelligent artJfiCial 

head'. Constructed from off-the-shelf 

components 1nclud111Q an IBM text-to· 
speech engine and a US-located databasa. 

you can type questions which the head win 
answer using realtime lip-sync1ng. In 

addition. it 'pertormed' a specaal 
composihon with a trio ol musicians. 

Another strand of the festival was the 

retro element. Curated by lan Pare and the 

N01ti"Qharll Evenang Post's games r£MffoNef 

Paul Orury, thiS feataxed some playable 

Qd·srhool favourite games from the ikes ol 
Free Radical Design's Daolid Doat< tSuper 

Botrbennarl) and ate eo-creator lan Bell 
(Chuckle Egg) 

"I'm pleased there ·s so rruch cutllng 

edge stuff and art contnbuoons. but I feel r. ·s 

1mportant to remember the actual games 

themselves and the history of the rned um -

that's where tan and I ike to think we 

contr bute,' Drury explained. 
He also held a live webcam intervaew an 

the style of Desert Island Discs, w1th 

adventure game piOneer Scott Adams. 
"Scott is one of my childhood heroes. I've 

Interviewed him before and thought rt wouk:l 

Adventure game pioneer Scott Adams 
hooked up for a live webcam mterview 
with the Nottingham Evening Post's 
games reviewer Paul Orury 

"Where else could you find teenagers in 
Slipknot hoodies watching a giant prosthetic 
head muse on the existence of God?" 

appeal to a wider audience.· Drury saad 
Just for the record, Adarns' choaces for hs 

desert isla'ld retreat included EverO.Jest, 
Rollefooaster Tyroon, Deus Ex, Sm Oty 
and Colossal Caves. 

"The drversrty of the festiVal is 
ampressive, • added Drury. "INhere else 

could you find teenagers in Slipknot hoooies 

watch ng a gaant prosthetic head muse on 

the eXJstence of God, hear bearded 

academics rant about power re!altonships n 

gam ng or see an ne-foot-tall JOyslack urge a 

bemused bar crowd to pelt an effigy of 
Tony Hart wrth egg boxes?" 

£DO£ 

Winner of the first Regain The Game 
competition was Gene Sequencer, a 20 
Flash game in the style of Asteroids 

frmteno 

One of the highlights of the Screenplay 
festival was a performance of Stelarc•• 
CG 'Prosthetic Head.' A type of AI expert 
system, it answered attendees' typed 
questions and also attempted to sing 
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Shades of the uture 
Startup graphics company RTzen claims its RT/shader tool will 
bring consolidation to the fragmented world of realtime shaders 

Demonstrating both its flexibility as 
well as tho power of shaders, these 
RT /shad er screens show how in-game 
material effects can be created by 
blending various textures (car and 
mud} together with reflection and 
normal maps, plus added rendering 
effects such as brightness and falloff 

-
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W hen SIX former employees of 
Discreet. inducing a couple of 

core 30S Max designers. deode to 
start a new graphics company, rt's far 
to assume tney know what they're up 
to. Incorporated 1n 2001, it's taken the 
years since for RTzen to create rts first 
product. Launched at the recent Game 
Developers Conference, RT/shader is, 
as the name suggests, a tool for the 
creatiOn of realtime hardware shaders. 
These sma I poeces of code, which 
alow developers to directly targe1 a 
platform's graphics hardware. are tne 
hottest topics 10 vldoogame graphics 

rl!;fltnow. 

Work.ng at erther the vertex or pixel 
level, shaders enable a wide range of 
VISual effects. from animations to 
complex matenals and cinematiC 
light1ng effects such as soft shadows 
and coronas. The sbcklng poont has 
a ways been the complex•ty of actually 
wntng the shaders As poeces of code, 

the ot:Mous opiiOn IS to et 
programmers deal with them, but as 
111sual effects they also I'8QlW9 an 
artiSt'S eye. And thiS IS wnere 
RT/shader hopes to come 10to play 

'What we've done os create a 
standalone tool that wO!ks on a 
number of levels," explains RTzen's 
Jeremy Hubbell . 

"From the productiOn artist to the 
technocal art1st and the programmer, 
we offer varying levels of compleXIty -

I ___ . ___ .... __ 

'----
tql-level. low-level <nj code - 10 
which you can create ycu shaders." 

This means, for example. that 

artiSts can crea:e the look they're after 
uSing a h1gh·level Vlsualtnterface and 

then pass 1t on to a IJI'09'ammer who 
refines •t at the code level and 
•ntagrates 1t for the target platform 
USing RT/shader's software 
development kit 

Perhaps the biggest problem for 
RTzen, however, as the exastence of a 
gmwng ~of free tOOls wtliCh dalm 
to offer tne same soo of flexibirty. />J 
CG packages such as 3DS Max. 
Sottmage <n:l Maya have their own 
Internal shader creatiOn tools while, 
more confusingly, there are also various 
dofferent .mplementations of shader 
languages available, including 
Mocrosoft ·s Higher Level Shader 
Language, Nvida's Cg and the 
forthcoming OpenGL 2. 

lt's thiS level of fragmentation that 
Hubbel hopes wil cement l=lT/shader's 
usefl.kless. "One of the unoque features 
IS RT/shader's patent-pending method 
of creattng shader code,· he says. 
"This means we can support just about 
any shader language out there, 
because the output is fihered on the 

£DOE 

backend So tor us. the ITUtrtude of 
languages is great. Not only does it 

g ve developers the abiity to select the 
language most suitable for the~r needs. 
but 1t makes RT/shader a much more 
compelling tool. · 

RTzen is working on a number of 
other tools, too. Hubbell won't 
comment directly on them, merely 
ponting out: "RT /shader IS the 
begirnong. We have set out to build 0\.J' 

products on a solid framewOO< where 
tOOls can be developed •ndependently 
but stoU work together. That frameo.liorl< 
debuts wrth RT /shader. but al 0\.J' 

products Will 1ncorporate ftexibttly 

speed. and ease of use Without 
sacrificing power." 

www.rtzen.com 



o Skywalker Ranch, and beyond 
Originally established to service the movies, audio and visual 
specialist THX is now gunning to improve the quality of games 

I t's fair to say THX, fou'lded by George 
Lucas, has pretty good brand 

recognition. Its logo has flashed up in 
front of the 'Star Wars' films, while over 
2,000 cinemas run its self-styled deep 
note crescendo shng before starting 
thetr main features. The company, 
which was set up in 1983 to provide 
quality certification for cinemas, has 
evolved in the inteNening years, and it 
now encompasses the quality of sound 
and visual content throughout the digital 
production chain. 

Independent of Lucasfilm since 
2002, its latest move is a certification 
program for game developers. 

"In broadcast TV, the recording 
industry and film post-production there 
are tightly controlled processes to 
maintain the integrity of sound and 
video content," explains Mar1< Tufty, 
THX's director of advanced technology. 
"From our discussions with game 
publishers, however. we discovered the 

studio environments where audio and 
video content were being produced 
lacked any form of quality standards. 
Monitors weren't calibrated correctly, 
and speakers and other mixing 
equipment weren't installed correctly or 
didn't pertorm to optimum levels. 
Cons>dering the trend for developers to 
outsource work to external teams, it's a 
situation only likely to get worse.· 

THX's solution is its Certified Games 
programme. This begins with an on-site 
inspection of a publisher's studios, 
where THX's specialists check 
everything from the acoustics to 
equipment installation and calibration, 
wor1<station setup and speaker or 
monitor placement. Even the level of 
bac-<ground noise and quality of room 
lighting are evaluated. 

A report is then produced outlining 
any changes requ red. THX's 
eng neering team also tracks the 
condition of the environment through a 

game's development to ensure its 
standards are mainta1ned. Once 
completed, the publ,sher can then 
slap a THX logo on the game box, for 
which it pays an undisclosed ftat fee 
per certified title. 

Unsurprisingly, the first publisher to 
s.gn up for the service was EA, which 
has released five THX-cert1fied games, 
includ>ng James Bond 007: Everything 
Or Nothmg and The Lord Of The Rings: 
The Return Of The King. 

THX is worKing with otner 
publishers on forthcoming games, 
although at present it won't say which. 

And there's more to come, too. As 
Tufty somewhat cryptically reveals: "As 

the program evolves, we will consider 
creating new technologies, including 
tools that could oiler the creative 
community a means to not only 
increase the quality of assets in games, 
but further increase efliciencies in 
the production process." 

www.thx.com 

THX in the house 
As well as 1ts work 1n the content crP-ation area. THX has 

1ts f1nger 1n the p1e of consumer e4e<.."tron•cs_ Working 

with hundreds ot partners. THX CertificatiOfl has been 

incorporated into the design ot speakers. receivors. 

amps. cables and controllers from brands such as B&K. 

Krell. Yamaha. and Proneer as well as PC sound cards 

such <lS Creatrve Labs· Sound Blaster Audrqy 2. 

One rcc..ent advance rn thrs field l1as been the 

release of rts THX lrstenrng modes. Launched at CES 

2004. these arc dcm<1rcated rnto rnusrc. movres and 

qames modes. eact--, of whrch i~ ci~rgncd to rcplw ... 'lte 

the sound experrence the v.•ay rt was created rn rts 

respectrve duhbrng stage. nlrxrnq stud.a and recording 

studro. In terms of the \)c:tme mode. thrs uses THX 

four-speaker adaptive spe~tkcr arr<1y tc-chnOogy to place 

point sources anywhere rn the surround sound frekJ 

These THX hstenrnq modes wrll be avarlable on 

forthr-..oming home theatre components that have 

passed the r-..ompany's THX Uttra2 certtficattoo process. 

Two of the fi rst games to gain THX certification were EA's 
James Bond 007: Everything Or Nothing and The Lord Of 
The Rings: The Retvrn Of The King. Other publishers are 
also working with the company to get on the programme 

0 17 
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Holland: The final-year project of EMMA students at the Utrecht 
School of the Arts, Demor is one of the most interesting game 
projects we have seen in 2004. Developed for the Bartimeus 
Institute for the Blind. the game is 'a location-based 3D a Jdio 
shooting game which is equally enjoyable for both blind and 
sighted players', according to its website. In other words, it's 
somewhat like playing a sophistiCated version of singleplayer 
Laser Quest, where players begin in the middle of a large, flat 
space, and are equipped with a backpaok which contains a 
laptop, GPS module, head traoker, headphones and a modified 
joystick. The GPS modue and headtracker combine to locate the 
player's posdion and direction in the world, while the N3adphones 
provide the game's focus, and the aural feedback that lets them 
know where the monsters are. The joystick then lets them shoot 
the monsters. Ws a neat, clever, intrigu·ng inventiOn. and one we 
hope to see refined (and publicised) still further. Read more at 
student-kmt.hku.nV-g7 I 

ciiil Brave new gir1s 

UK: Edge may not be a lady, but it's part woman. \IVI'ich is why 
we can appreciate the need for a Women in Games Conference, 
one of which is going to be held at the University of Portsmouth on 
June 10-1 1. That said, we're not quite sure about the conference 
trtle, which refers to ' two days of empowerment for women 
working in the games industry'. Speakers will include Climax CEO 
Karl Jeffery, Sheri Graner-Ray from Sony Online Enterta.nment, 
and the ex-'Bits' presenter Aleks Krotoski, currently researching 
games for her PhD at the University of Surrey. There's also a 
chance to join rn a 'networking meal' on the Thursday night, 
which sounds to us like a great way of picking up some super-
hot g rl garnerzz!!! Ow! Kidding, obviously. Everyone knows there 
aren't any. Kidding! Kidding! Ow. Stop it. More rntormation - ow, 
seff-harm, seff-harrn! - at www.womeningames.com 

in poor physical shape, they eat 
, grow fat and suffer insomnia" 

L-..lJIJllagE>:JCOnsumer protester Anne Fdke 
11 Yahoo:'S wondertully t~led <'eNS story 

VIdeo Games Make Kids Fat, VIOlent. Swedish Experts Say' 

"Sept 11 almost reminds me of a bad 
software programmer. You're working with 

this guy and he's doing the software for your 
game and the thing crashes and the guy 

goes: " lt didn't crash." ''Yeah, it did. I was just 
playing the game and it crashed." He's like: 
"No, no rt didn't." You're like: "Yes, rt did!" 

And he goes: "No, you hit the wrong button. 
lt was your fault! Try it again. it's working fine 

now. Look at that..." and starts it up again. 
it's almost like Sept 11 is a software glitch 
where you go: "Yeah, you know, that never 
happened! Ah, nah, forget it." S · f t 
thoughts are just so unspeaka 

scary that you don't want to spe 
wonied about all this stuff. 

Eugene ~ gl(S phl?sof::l1ical 



r:::::J!!I The pen is mightier, etc 

Hyrule: lt started on PlanetGameCube, a 'Cube website that 
breeds a certain type of Nintendo zealot, and ~s story that one of 
~s forum users - one Paul Hantschell, usemame 'Coarse_Umely' 
-owns a replica Master Sword. Hantschel commiSSIOOed a 
ScottiSh blacksmith to produce the replica, and ten months later 
took delivery of the most expensive tribute to A Unk To The Past 
we have ever seen - ~1 ,800 worth of Hyrulian steel. Readers 
responded, awestruck to a man. Except for one. Chrstopher A, 
username 'malbogia', pointed out that he'd done the same th'ng 
11 August 2003. ''Dual ya anytime. winner keeps both swords!" he 
challenged. ''I think I can safely say that my sword would cleave 
yours in twa.n like warm butter," responded Hantschel, and as far 
as we know the two are sbll there, twisting and turning their 
poliShed weapons like hardened roleplayers at a 'lord Of The 
Rings' opening night. Anyway, like we've always said, ~·s not the 
size of your sword that matters, ~·s making sure you've got full 
hearts so you can shoot lightning from the end of ~. 

UK: "Maestro is not a game, it's a lifestyle!" is the tagline for Mike 
Oldfield's game Maestro. Well, setting aside the dodgy PR for a 
moment, it sounds very much like a game to us. Players whizz 
around a 3D world where they must find those most un-gamey of 
collectibles, 'Gravitars', and bring them home to the objectively 
non-gamey 'mothership'. Maestro - not a game, remember, but 
a lifestyle - has other exclusive special features, like 'exclusive 
music'. and 'instant messenger communication', and 
'opportun ties to play onine with Mike Oldfield'. The latter might 
be a massive selling point to fans of ... well, fans of 'Tubular Bells' 
and possibly fans of 'Tubular Bells 11', but we wonder - for 
example- how many Bntney and Justin fans it's going to bring 
to the~ lifestyle? "Mike Oldfield has created the world of 
Maestro from the ground up with NO profit targets to attain," 
says the press release. Ah, right. Gotcha. 

ce Moo-bile gaming 

UK: The need for Sarah Baillie's 'Bovine Simulator Project' will be 
clear to anyone w~h veterinary ambitions. As she puts it on her 
~e: 'Bovine rectal palpation is a difficult procedure for veterinary 
students to learn and requires considerable l)factice to accurately 
identify structures. The majority of teaching takes place on farms 
with veterinary surgeons, but it is increasingly difficult to ensure all 
students develop skills adequately by the time of graduation'. Or in 
other words, you don't get many opportunrties to put your hand 
up a cow's arse, so when you do you need to make it count. The 
BSP uses SensAble's six-degree force-feedback haptic device, 
the PHANToM, along w~h a PC and a fibreglass model of a oow's 
rear end, to reproduce the conditions vets face in the field. That 
means more students can be 'trained to orientate in the three­
dimensional anatomical environment. to develop the correct 
exploratory technique and to identify key structures, such as the 
uterus and pelvic brim'. Excellent! We· re hoping that the next 
version of HBNesl Moon offers full support for the device. 



Riding bareback on a panda is cruel, kids, and should 
not be attempted while outside o f a Japanese RPG 

Once upon a time, coin-op cabinets looked futuristic. 
Well, in a sort o f 1970s-vision-of-the-future kinda way 

cm:. A Square deal 

Japan: Can you read and Wlite Japanese? Do you have plenty of 
time on your hands? Ne you a mecfJOCre Wliter with a fetish for 
overblown nonsensical fantasy stories with paper-thin 
charactensation and plot twists stolen from M Night Shaylaman's 
bins? Then Square-Enix's 'Wiite a Anal Fantasy novel' 
competition is for you. The generous conglomerate is offering 
lucky fanboys the chance to sctipt a novel using rts own 
characters - creations as diverse as a schoolgirl, ()(a goth 
schoolgirl. or a dark-yet-interesting hero-to-be. Prizes on offer 
include cash, comic and novel deals, and the thrill of seeing 
your creation m•lked for all its worth by the creators of box -office 
smash 'Final Fantasy: The Movie'. Entries must be postmarked 
no later than April 30, bvt you're allowed to send in as many 
ideas as you want! lucky old you. 

t:r7 Hip to be Square-Enix 

US: Sticking with Square, we hope that those devotees about to 
put pen to paper have managed to get tickets f(J( 'Dear Friends ­
Music From Anal Fantasy', a symphony ooncert at the Wall 
Disney Concert Hall in Los Angeles. On May 10 the LA 
Philharmonic will pecform 'some of the most rneln()(able music 
from a wide range of Anal Fantasy videogames', all of which 
was scored by the series' musical director, Nobuo Uematsu. 
We first read about the concert on his site (www.square-enix­
usa.com/uematsu), and we recommend a visit, n only for the 
section devoted to The Black Mages, Uematsu's rock band that 
cover Anal Fantasy tunes riVe. "Six chefs have cooked up some 
Anal Fantasy music for you. • Wlites guitarist Tsuyoshi Sekito. "I'm 
sure you'll find it quite tasty!" Oh, we do, we do. 

CEI A blip on the radar 

US: In 1989, the knerican Museum of the Moving Image held 
the W(J(Id's first exhibition of videogames, and 15 years later it's 
at it again with BLIP. offering the chance to play I ke you're in a 
washed-out seafront arDade 20-odd years ago. Cabinets 
including Asterods, Defender, Frogger, Galaxian, Missile 
Command, Ms Pac-Man, Space Invaders, Space War, Tempest, 
and Tron will be on display, so it's not a bad excuse to viSit NYC. 
providing you can make it before the thing finishes on April 25. 

(I continue D 
GDC 
The show-cycle begins again. Roll on E3! 
Touch-screen gamtng 
Erotic Photo Hunt for the Nintendo OS? Yay! 
Toothing 
Everyone's doing ~. apparently 

Quit 

GDC 
it's all happening again! Urgh, and rt's E3 soon! 

LucasArts 
Cancelling Sam'n'Max. Not enough 'Star Wars' content. we bet 

JasonRubin 
He has, and good luck to him 
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CUT t-l&pq 
L MEDIA .J 

CEI Cloud Atlas 

There's something of the palindrome about David Mitcholl's 
Cloud Atlas. Starting with the journal of a 19th century PaCific 
traveller, rt JUrnP cuts into the tile of a rTlUSICal rake, hoping for a 
fresh start wrth a redusllle OCli'JllOS9I' .n 1930s Belgun. Then •t 's 

oo to an i"Nestiga:tllle reporter sieuttWlg trouble at a nuclear 
power staton n Gerald Ford's Amenca then a book ptblisher n 
a~ liei'SIOI'1 of the UK before IN!l're lai.J1Chect nto the 
future as c:Miisaton slowly hollows itself out and colapses 

owards. And, as palindromes do, the book then l.KliMnds the 
way lt came, concluding the characters' stones before end•ng as 
the near-death traveller finally makes landfall in Hawaii. 

Wh1ie interesting as a narrahve device - it certainly provides 
the author wrth plenty of opportunities to demoostrate literary 
flourish -this structure isn't easy for the reader. uttle of 
substance~~ the dJSParate characters, alth<lu!;tl Mr.chell plays 

with notions of coot.nuty and determnism. The JOUmaist, Lusa 
Rey. orders the rake's rare masterpiece. The Cloud Atlas Sextet, 
and then WClllCb's >Mlere she's heard " before, for eJCan1Pie. AI 
the ch<Yaclers also possess a sma1 cornet -shaped bl1hmark. 1t 's 
not dear l'loiMMlr what mearw19 he wants us to denve from tis 
mutt•-faceted cast, but pert1aps the closest he comes to a d.rect 
manifesto is via Adam EWtng, who when viSit1ng a rnssionary 

settlement is bought face to face wrth the raptorial effects offered 
by progress. Whether Cloud Atlas IS more than the sum of rts 
beautifully written parts is a question never really answered. 

::LCJ 1he Queen Of Sinister 

How to deal with the CM:irWhehilg irltlJence of The Lord et The 
Rngs is a problem fantasy Yvl'lters have had to westle with for 
yecws. The success of Peter Jad<son's &ns has orly 

compounded the ISSUe. You can't COf11)ete wrth rt, of course, but 
can you build upon Its themes, lWaOII19 them for a 21st 
century audl()nce? On ooe level, Mark Chadboum's Darl< Age 

trilogy fl rts alarmingly w1th Tolkien. The Queen Of S.n1ster, the 
second book of the plamed three (although you doo't need to 
have read the first), has passages strongly rem•n1scent of Moria's 
deserted grandeur, not to mention a menaong, 1mplacable foe, 
the Lament Brood, rid ng 111 the wake of the NazglA. 

Set .n an England where CMiisatiOn has cn.mbled back into 
the dar1< ages, even this prtJflA existence is put nto queston by a 
plague wtich sweeps the land. The amva1 of Crowther, a 
professor traned n the way of the drUds, nto a sma1 viage 
suffenng l.llder the plague's c:use marks the start of CartWI 
Shepherd's 01'0111aton nto the ways of magiC. Pursued by the 

Brood, they escape, CI'OSSlng CNer 1nt0 the underwol1d of Celtic 
mythology, searching for a cure. What raises this above the mass 
of other copyists has noth,ng to do with the nature of his fantasy 
world; with a background in investigative journalism, Chadboum 
can offer a more cynical, even hard-bitten edge, to hos creation. 
Sure, ~ 's not great l~erature, but nevertheless ~ remains proof that 
even in the most barren genres, r.evv shoots can break through. 

To all the ~tll ond womll\ tuvtng in ow ar!Md for(c.s --You or~ fTVy our 
fu'lut, thank you for tcrv1ng ~d blc.u you. thank you.. andcom.c ho.m& .. ,. 

Everyone knows that the orty real way to play 

gcmes IS hln:hed up aganst a cabinet, Ogarette 
Sf1'l()(jdering on the control deck. jostled by kJds ~~ 
the queue tor chips, legs tll'ing wrth every extra 
credrt. Everyooe also knows that the generic 
arcade mach1ne IS a dying beast. sort's up to you 
to tx.ild yoor own. and ·o~o~e can't th111k of a better 
place to start than here. The srte may be 
rudrnent.ary n appearance but ns cootent IS 

coo !pleheiiSM! and shoUd set you oo yoor way 
to electrocuting ycuseH v.ith an U'lShelded 

catrode ray 1\be n no trne Good luck! 

..lllpm: HoiN to make a Nnlendo ad srnply hire ll'l 
0\lel'aCing pen$IO(Iel' and ask lwn to gape at tos 
galdchidreu's 'space-age',_ toy while a jaUlly 
llTie plays 1n tt-e backgo.m. The Legend Of ZllitM: 
Four Swords+ acfleres stnngently to ltle formula. 

"My~ is playing quile a l1rWlge gawne.t 
Speak tor yotnell. What's wrong with~? 

~ I 
.. .. 

\~ \ 

"' 
·'-"J .. 

~ 

"Vel, the TV is calng her by her name!" (a~ 
to Four~· sin1Jie text-to-llolce 1\n::tion) 

"That~ yotr~ ill 'MY twnoual" Ho ho, 
what a cad. 1he pensioners chuckle along politely 

Old you notice tt-e cllww synchlonidty ~the 
runber of plddads and the runber of kids? 

"1'hnne ways to er10Y the link game experience." 
GlmeCube links with GBA. Old you get that7 

And, hey. don't folget GlmeCube links with G8A. 
1he Four Swords logo nallnly ~~oil 
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T 
he city has sex with itself, RedEye 
supposes, stealing words from Conor 
Oberst and twisting them around to suit 

his own purposes, just as all overwrought 
emotional softcore demands. He's walking down 
the river with a friend, silently, and thinking 
about ... what? About the lights nicking off in the 
apartment block on the other side? About lovers 
young and old? About how our envirooment 
morphs without us even noticing? He's thinking 
about the Mu re, but then he always is. 

His companion? She's thtnking, too. 
Edge arrived today, littereo with reminders. 

like that Out There short on the apparently 
imminent advent of holographic technology. as if 
it hadn't been advented decades ago with the 
risible Time Traveller. lt's a cliche of Murism, ike 
the flying car, infinitely desirable, obviously 
flawed. lt says, hey, finally the future's here, and 

we can ... uh .. . play that 'Star Wars' chess 
thing, and ... um ... watch the 'Big Brother' 
house from every conceivable angle. lt may be 
that holographic 1V fails to provide much 
advantage over flat screen entertainment. but 
just removes artistic control from the director -
takes away their ability to provide a window, and 
turns sweeping cinematics into static, all-angle 
stages. Why would we want lhat? And then 
Science Girl speaks, and RedEye remembers. 

RedEye has known Science Girt forever, and 
in some respects they couldn't be mOfe sunilar, 
but while RedEye's mind skips from one subject 
to the next, stumbling through logic, reasoo and 
getting way too bored before the end, Science 
Girt dissects conversations l1ke she dissects 
insects in her lab. There are pauses for thought. 
infinitesimal accuracy, procedures followed at an 
unstoppable steady pace. Titles are underlined, 
diagrams drawn, methods detalled. At the end 
of each conversation there is a conclusion. 

(For the record, this is also how she deals 
with boys. Science Girl is delicately pretty. She 
attracts the science boys and beyond, but if 
they knew what was going to happen - if they 
could see the mantis, if they could see the 
shrivelled husks by her side they would stay 
away. She dissects, takes them apart, strips 

them down to elements, consumes and 
destroys. Mostly with ego-shattering disinterest. 
She has never taken Red Eye apart, but perhaps 
she's just playing with her food.) 

This evening, Science Gu1 is considenng 
something. She pauses, stops walking. 
RedEye stops with her. eyes fixed on the tide. 
"Ne there erotic videogames?" she asks. 
RedEye pauses for a beat. to allow her to refine: 
"Not that Japanese adolescent wank-fantasy 
bullshit. Proper erotica." 

The gentle river wind catches the last two 
wOfdS of that sentence and spins them, 
twisting, into the dark purple sky. SOfnewhere 
across town, a 15-year-old boy lies on his bed, 

mind pacing through a COfnplex plotline 
involving alien schoolgirls and tentacles. 

"I know you do violence. • she says, jamming 
RedEye forcefully into the hideous col'ective 

noun of the games industry. "But do you do 
g rts?" If RedEye was looking at Science Girt, 
he'd see her smirk. He's not, he's staring at the 
nver, trytng to look deep. 

"I'U rephrase." She rephrases: ·Are there 
Adutt viOeogames, with a capital A?" No, thinks 

of violence means nothing. How many times has 
I sex even been considered, let alone been 

handled properly, across the whole history of 
videogaming? lt is ignored, Of dealt with by 
emotional retards, becoming like scratchy 
sketches from the inside of a slow fifth-fomner's 
biology notebook. Crass, but ultimately 
harmless. RedEye doesn't object to filth, but for 
God's sake do it properly. 

"Not sure," says RedEye. Science Girl tms 
her head to one side, robotic consideration. "So 
you know sex sells. And you have all these 
virtual actors who die over and over again. And 
you've got an aud1ence heavily weighted 
towards young men, the same demographic 
that gave Warner a reason to pay Halle Berry a 
m111ioo dollars to get her tits out in 'Swordfish' . 
But you daren't show so much as a pixellated 
nipple, let alone two imaginary consenting adutts 

stnppng down to their wireframes and getting it 
on like God-mode Intended?" Pause. 
Conclusion: "We<rd." 

Even if consoles still can't recreate the 
imperfections of human skin, they must be 
capable of titillating just a little. Perhaps previous 

Sex is ignored, or dealt with by emotional retards, becoming like 
scratchy sketches from the inside of a slow fifth-former's notebook 

RedEye. Sam Fox Strip Poker through Leisure 
Suit Larry to Sexy Beach 11. No. there aren't. 

"No," he says. 
"Why not?" Science Gut continues. 

"Pornography sold the VCR - it made moving 
images wildly and cheaply available. Porn sold 
the internet - it took away the cost, took away 
the shame. Pom even sold DVD players -
multiple angles, htgh resolution, interactive 
entertainment. Isn't that your thing? So why 
aren't your people doing any1hing about it?" 

Well, they're not RedEye's people, but it's a 
good question. When the hologravision- or 
whatever- finally arrives, it will not just be a low, 
low price that persuades people to get involved, 
but the opportunity they have to see some fine 
teen ass in a brand-new way. Adult 
videogames? Gaming's reliance on the science 

attempts, if there were any, sold poorly. Perhaps 
they were weakly constructed. Perthaps the 
subject's a dangerous taboo: if Janet Jackson's 
right tit is elevated to the status of a national 
threat, capable of causing thousands of middle­
American children to grow up all wrong in the 
head, then polygonal booty is nuclear war. 
Perthaps no one wants it? Red Eye doubts that. 

So: "Mmm," agrees RedEye, and the pair 
pick up their walk. Fade back to silence. 1t lasts 
for 100 yards, enough lime f()( RedEye to go 
back to thinking about the future. Then Sctence 
Girl stops again. "I've had fantasies about 
Eye Toy, • she wh•spers into the wtnd. "What?" 
asks RedEye. She doesn't elaborate. 

Red Eye is a veteran videogame journalist. His 
views do not necessarily coincide with Edge's 
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T
he setting Blood Gulch, a multiplayer map 
from Halo. Tho characters: two Master 
Chiefs. one red, one gold. "You ever ·.vonder 

why we're here?" asks Red. Gold replies: "lt's one 
of t'e's great mystenes ISil't n Are we the proc:U::t 
of some cosmc COinc:iclenee, or is there realy a 
God watching ev8f)'thlng, you know, wrth a plan 

for us and stuff? I don't know, man, but it keeps 
me up at nrght." "What?" splutters Rod. "I mean 
why are we here, in this canyon?" 

The war against the Covenant is over, but the 
Red and Blue teams are stuck in a canyon with 
nothng to do but spy on the other side and bicker. 
r.s ~the WOI'derfiA 'Red Vs Blue' series cl cornoc 
shorts (Www.redvsblue.com), made using Halo. 
They are an exarrpte of machinima: uSing game 
engrnes to make films, with edihng and dialogue. 

Although a I the character models aro Master 
Chiefs. the wnters have imposed a hierarchy. 

Characters arg.Je, JOke and lament their postl1g m 
the mrddi9 of nowhere. it's ike ·sernfeld' in space, 
and aims at a real rnetaphy&cal poignancy. In 
many ep•sodos 'Red vs Blue' ach eves exrstentlal 
comedy, a sort of videogame 'Waitrng for Godot'. 

In this context. the hmrtations of the Halo 
engine become strengths. We never see the faces 
of the solcfoers. so they rema.n generalised 

emblems of the hlrnan condmon. Each Master 
Chref model os Everyman - ~you. In the sense that 
each of us expeoences a troubled, vertig nous 
relationshrp wrth the unNerse, we are allrn our own 
Blood Gulch. from wh•ch there is no escape. 

Arguably, the ·Red vs Blue' writers have 
notrced, and very creatrvely elaborated. a spar1< of 
absurdost melancholy that was latent n the game 
in the fo'st place What does rt mean to have a 
self-contar.od space designed J)LI'ely for frg"ltrng? 
V'Jhat good does •t do you to capture a base rn a 
place that has no communication with the wider 
unrverse? What can you do 1n such a place if thoro 
is no fight•ng to be done for long penods of trrne? 

You can read nto many games an eXIstentral 
subtext - the notiQrl that human exostence os 
absurd and there s notl'llng external to ourselves, 
a'ter the rroctl-amounced death of God. that we 
can grab on to in order to gJVe I fe mean ng. Thore 
has always been someth ng nherently absurdrst 

about gam ng's cycles of cheap death and rebirth, 
failure condemning us to repetihon and success 
condemnrng us to nonexistence at the end of the 
game. The more conplexly representatJOnal game 
worlds become. the more strongly this feef.ng may 
assert nsetf. Does the necessity of wandem9 
down miles of odentiCa corridors not lfl some way 
m rror the meanrngless rat race most of us live rn? 

Whether scriptwriters and designers 
del berately put these ideas into ga'Tlos or not is 
beside the po~nt - because Vldeogames. like 
everythrng else, are cu~ural artefads that reflect 
the preva.l!f1Q phrlosophy of the age This ~ one 
reason why so many games have structures that 
mmoc earning a wage and Shopping - get Elf10U!t1 
credrts for your next gadget or biornod- beca~ 
consumerism has replaced God as a defence 
against the absurd in modern western society. 

In videogames, things used to be srmple. lt 

used to be the case that games wo.Ad c"er you a 
comfortrngly uncomphca.ted command structure, 
so that your supenor olfrcer rn effect became God 

and your ex•stence was meanrngful to the extent 
that you successfully earned out h s rnstructrans. 
Now, thrs srmple scheme rs tJ.,corning 

played by Dennis Haysbert, incornuptible President 
Palmar from lV's '24', makes thrs injunchon lo 
cold-blooded murder al the more shocking. 

lt sounds as though I am comng penlously 

dOse to the argument that story matters 11 

videogames. In fact rfs a sightly different po11t. 

I shn don't care about the plot of Pandora 
Tomorrow, about what kind of threat needs to be 
neutralised, about 11ow the world will be saved. 
it's about scenario 1nstead. Story is a sequence of 
events that make up a narratl\/8 progr8SSIOn from 
one state of alfa~rs to another. and we are driven 
by a deSire to know what happens next. Scenario, 

on the other hald. is just one srtuatiQrl wrthln 
whiCh we are able to 8)Q:)OI'Iment wrth different 
actions and observe the consequences. Pandora 
Tomorrow, like other vidoogames, glues together 
scenarios with an overarchlng linear story. A 
scenario can be purely spatro-mechanical. such as 

a room wrth guards patron ng rn d~tinct patterns 
and a certan arrangement of rghtrng and shadowy 
alcoves. Or it can, increasingly, be a more 
dramatised srtuation, such as the one above. 

In such scenarios, games have just begun to 
explicitly nvesttgate existentra: questions such as 

\AJ!:Int'loriing down m es o aentical coma rs 
ea g raCP- most of us n? 

problemaltsed. The defence of I was Just following 
orders' os mcreasrngly unavrulable. as games bring 
a sophiSticated strategy to the table that rnvites 
you to consider the consequences of your actions. 

t was espeaaly 111'11)ressed by two nstances of 
this idea on Splinter Ceil: Pandora Tomorrow. The 

fr-;t C>CX:~XS d you k.il a harniess informant 
cowenng 11 a lab. Your commander explodes with 
rage, but Sam F~ responds sarcastrca ly: "Fine. 
I won't kill h m next time." That lrne works two 

ways: rt expresses the near-psychOtic 
functronalism of Fisher's personarty. rmplylng the 
retort: "Why are we even argu ng about th s? Ws 
already done. get over it.· Of course. 11 also refers 
to the fact that f you reload yo.x save there wi oe 
a next tome. you can ChoOSe not to k.il your VICtrm. 
The second comes when your cornmander orders 
you to k 11 a defenceless woman. The fact he rs 

DG£ 

man's freedom to act and hrs relationship wrth trme 
and the cosmos. These are still hny baby steps, 
and I am not claiming that Splinter Cell is worthy to 
stand alongside the work or Sartre in this regard, 
but there os scmethrng rn the nature of the 

11teractille form. I think, that gives rt a unique way 
to present such ossues and force us to ttn< about 
them. A much-repeated cntosm of videogames 
by those who want to deny their potential as an 
artfom1 is that, for all their flash and wonder, they 
don't tell us anything about the human condition. I 
suggest that, in a quiet way, scme of them already 
do, and the Mure potential may be !irntted only by 
the philosopt'ocal imag' natiQrl of designers. 

Steven Poole IS the author of 7ngger Happy: 

The Inner Ufe of V'tdeogames' {Fourth Estate). 
Email: steven..JX)Oie@mac.com 
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U 
biqu1tOUS. I'm sure you've heard the word. 

In Japan 1t's pretty much a buzzwoo:l at 
the moment. and I'd lke to talk this month 

aboUt the age Of UbiQUity. 
Let me explain. In the past, households used 

to have one communiCation oevice that they 
shared. These days, evoryone 1n the household 
has a device of their own, or at least wtll have in 
the very near future. During rrlof childhood there 
were no computers, no such thing as the internet. 
There was only one phone per home, and this was 
just how it was - no one envisaged a time when it 
would change, or a reason for rt to change. If you 
had two phones, you'd be the talk of the town. 
People would gasp: "Two phones• Are they that 
nch?" lt was reaity back then. but tmes change. 
Computers and mobile phones have spread 

across the WOI1d incredtbly rapidly, and they've 
tnggered the age of ublqu.ty because they are 

everywhere. it's extraordinary- the change has 
come so quickly, rt's I ke liv1ng 1n a science-fiction 
wor1d, the kind you'd dreamed about for years, 
like going from hclVIng JUSt one car per household 
to fam,lies owning floats of ftylng vehicles. 

So why has the pace of change in 
commumcalion dev1ces outstnpped development 
elsewhet'e? I th nk the reason comes from need 

and desire. As comms technoloogy has mproved 
and c6mmun1Catlon speedS have •ncreased there 
has been less and less lag on antemational calls. 
Everyone wanted that, and roN you can have a 
chat wtth someooe on anothel' conttnent as easdy 

as you can With someooe 111 the next tO>Nn. W th 

mobile phones you can caN or be caled wherever 

you are- but not juSt that, because you can also 
check your lJPIXltlltments for the day, or even surt 
the tntemet at artt tme 

Again. these are obvious dellelopments when 
you thnk aboUt rt - 1t's just what people want to 
do- but other th1ngs have happened mat we 
could not have 1magined. The nternet and 
peer-to-peer file trariS'er have created new 
business models that nobody had thought of. 

Because they were such new 1deas, no one 
imagined the scale of the effect they'd have on 
society, and they were accepted wtthout question. 
Then, suddenly. people felt a change. Peer-to-peer 

software has changed the value of 8\'0iylhll19 has 
made people question whether they should buy 

things at such hogh costs. That IS a type of change 
we may end up regrett1ng, and ObjOCtoos to 
peer-to-peer software are big news these days, 
but •n the case of •nformation exchange and 
communications, no one has ever objected to 
developments 1n this area. 

Perhaps th•s is because they don't affect 
people in obvious negative ways, or affect large 
companies •n harmful ways I ke file shanng can. 
Perhaps it's because there was no need to build 
a nuclear power plant to make them happen. 
Perhaps it's because the cost of development 
wasn't olaced upon the consumer. but supported 
by the industry and the governments of countnes 
that needed rt. mean<ng the end users felt 
no financial pressure. 

I believe all those aspects are mpottant - but 

even if the impact on soc10ty seems so negligible, 
that doesn't mean that people uSing the devices 
shouldn't sit up and take notice of what is 
happening. The consumer has the power to 
change things by showing what they ncod and 
what they desire. 

The important thing. though, and the thing 
that I thinK .sa lesson we can all team. 1s this: 1 

you don't need to know the wooongs of~ 
feature on your mobile phone inside out. ;ust the 
ones you want to use. There's no obstacle to 
using rt, no prior knowledge needed, and the 
d91/1Ce does not discrim nate. There IS no 
generation gap, and this is 1mportant d a device is 
to achieve a broad diffusion among soc1ety. 

I th1nk the same applies to videogames. The 
main issue for devices developed 1n the age of 
ubiquity is the problem of creating the perfect 
interface. Creators must somehow reconcile their 
incred ble, bountiful feature sets with the varying 
competence of each and every user to make the 
expenence friendly to everyone. That means that a 
user who uses two features must be as 
comfortable as one who mao<es use of ten. 1t 
means that even I! there is something I can do that 

I haven't noticed yet, my lack of knowledge must 
not be a barrier to me. That is something I'm 
tesllng 1n game development right now. I'm 
absolutely sure it's important, and that it uHimatoly 
wtll offer many advantages. but rt doesn't come 
Without risks. 

Is the snake trick in F-Zero GX a cheat, or something that enriches 
the experience, and best left for garners to discover for themselves? 

lt 1S the consumer. after al , not the creator. 
who dictates the usef..~lness of any technologiCal 
development. 1t may seem a SJmple statement, but 
rt 1s a huge ISSUE!. Let's go back to the example of 
mobile phones. Some people use their mobile orly 
as a phone - they make calls and rececve calls. tx.t 
wouldn't tl'll'lk of usng 1\ for anythil19 else. Others 
use rt as a phone, but also take adVantage of the 
emai function. Some go still fu1her and take 

pictures Wlth t"- phones, then attach the pictures 
to emaJ s. There are thOse who watCh news on 
thetr phone, and people who follow the stock 
market pnces .n reanme on theor phones. 

And then, of course, there are the garners and 
the people who use their phone as a gateway to 
handling bank transf9"S. The range of th1ngs you 
can do these days on evon the simplest mobile 
phone is just incred ble. 

£DO 

kry new concept or idea can have a negatiV8 
moact on your game, or change the game into 
somethflg else entirely. Concepts which aren't 
fuly thought out can be abused by USElfS - or 
eyen used poslllvely to create tedYliques that 
creators wouldn't have CClOSidered dunng the 
game's development. 

Is the snake trick in F-Zen; GX a cheat. or 
somethtng that emches the player expenence, 
and best left to be dlSCOVel'ed for themselves? 
More than ever, we have to put a stupendous 
amount of attent1011 into what we think., what we 
create, and what we deliver. 

Times have changed, and we must be more 
ubtQurtous than ever. See you! 

Prior to Saga's recent restr1.1cturing, Toshihiro 
Nagoshi was president of Amusement Vision 
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bffoV1sion 

I 
have to confess that over the past year and a 
half I have fallen in love with a PC. No, no, you 
ludicrous poltroon - not Police Constable Pulip 

of Scotland Yard, but a personal computer. Yes, I 
know that sounds as likely as NASA d•scovenng 
Mars is a big ball of wool, but it really happened. 

Uke unearthing a hitherto unsuspected 
sensitiVe side to a long-temn partner, or - more 
accurately - being forced to confront why you 
stayed with your previous lover for so long, this 
PC's will'ngness to cooperate with Call Of Duty, 
Freelancer et al convinced me that perhaps it 
wasn't a spiteful little ingrate l'ke all those other 
bitches. 1t switched on and off. lt hardly ever 
crashed and rarely slowed to a crawl. Basically, it 
played the games, man, and was a joy to spend 
t me with. And then, somewhat inevitably, it all 
went horribly. horribly wrong. 

Having been someth>ng of a fan of Deus Ex, I 

rushed out to pick up the sequel upon the day of 
its release That's nght - I bought the bugger 
without even oonsutting as ngle reVIew, such IS my 
love of the orig nal. Not to mention my utter 
disdain for all game reviewers who, let's face it, 
soore games based upon who took them out to 
lunch most recently. Nevertheless, tust to be on 
the safe side, I browsed a COJple of magazines on 
the way home. They assured me that - after a 
dodgy opening level or two - I'd be treated to a 
quite spectacular experience worthy of the Deus 
Ex trtle. By the time I got home I'd whipped myself 
up into an unsightly fervour. My legs and parts of 
my chest were spattered with a ghastly paste, 
which pulsed erratically from my excitement duct. 

Game goes in drive. Autonun. Game installs. 
Game doesn't start. I was faced with the blankest 
of screens. Heck, I couldn't even do that 
CtrVAIVDel thing, and had to switch the computer 
off. The same nonsense happened twice more, 
belore I thought to compare the mnimum 
specifications on the packaging with those of my 
hardware. Processor and RAM-wise all was fine. 
The problem: I had a GeForce4 MX card and it 
didn't have a pixel shader, wlhatever that is, so 
even though I only bought the thing 13 months 
ago for 1::1,000 and it had run every other game 
perfectly ever since, it was suddenly obsolete. The 

only PC game I'd wanted to play in the last four 
months wouldn't nun. Because of my hardware. Or 
rather, Ion Storm had chosen to exclude a large 
percentage of game buyers from playing its latest 
title because it made development easier. 

Resisting the urge to ram a chair through the 
screen (or, at the very least, up Warren Spector's 
bottom), I oonsidereo my options. I could take the 
game back to Safeway Qn the real world people 
do buy thBlr games alongside their groceries and 
wetwipes) and lose a 30-minute argument at the 
customer services desk. I could ftog it to 
Computer Exchange, or go and buy a compatible 
graphics card. I figured, what with Doom 3 and 
Half-Life 2 comng along, that now was as good a 
time as any to upgrade. Three-and-a-haft hours 
later (one hour in traffic, 15 minutes installing the 
card and the rest on the phone to PC World's 
premium-rate support I ne) I had a brand-new 

GeForoe FX card 11'\ my mach•ne. The guy at the 
shop ASSURED me it would work. 

Incredibly, rt looked like the sunken-eyed twerp 
may have been nght. This time, instead of being 
confronted wrth a sneering message telling me my 
graphiCS card was a pi'e of steam•ng horse eggs, 

it's now Sunday night. After a long week of 
work, I'd hoped to have taken this weekend btt 
and spent much of it glued to a game I'd been 
really looking forward to. A £30 game I can't take 
back because, apparently, there's not actually 
anything wrong with it and f might be an evil pirate. 
That's £30 I could've spent on scotch. Or bloody 
loads of pick 'n' mix so I could sprawl on the rug, 
filling my awful gob with junk, for 48 hours. 

The thing that really scared me wasn't that I 
had problems with Invisible War, or the fact that 
the folk on the 8dos forum had problems with it, 
but the fact that in Safeway the game was number 
one in their PC chart. Potentially, it had been 
bought by tens of thousands of gamers. Ordinary, 
massmarket gamers who, like me, had a basic 
machine with the wrong graphics card. Who, 
because they'd just spent nearly 30 quid on a 
game they couldn't return, went out and bought a 

new graphics card, costing 1::160, and then 
invalidated their warranty by installing the card. 

Then the game stlll wouldn't work because, 
basically; Ion Storm and Eidos had rushed out 
something unfinished to meet some sort of 
deadline set by the financial markets and their 

That's £30 I could have spent on scotch, or bloody loads of pick 'n' mix 
so I could sprawl on the rug, filling my awful gob with junk, for 48 hours 

the game loaded up. Here were corporate logos! 
And menu screens! And an almost bearable 
opening animation movie thing! And then a blank 
screen. A screen so blank and black and 
cancerous that rt could've been laughing at me 
hard enough to feel the spittle flecks on my 
buttocks. I tried installing again, to no avail. I tried 
downloading the latest drivers from Nvidia with no 
result. tried ringing 8dos' customer support, but 
after 14 minutes I learned they had all gone home 
for the weekend. lt was only when I went to the 
Invisible War message boards that I found any sort 
of solace, in the company of my fellow garners. 

The thread titles spoke for themselves: 'Really 
bad problem!', 'Sweet Jesus, help me!', ·crash 
problem!', 'Big problem!', 'Why can't I get th>s 
game to nun?!', 'Game crashes as soon as it 
loads!' And so on and so on. ad infinitum ... 

accountants. They couldn't take the card back, as 
the shop wouldn't accept rt after they'd opened 
the anti-static bag, or something. Maybe they'd 
only bought the sodding game in the first place 
because some 14-year-old reviewer in 'Super 
Spaz Games Monthly' had given it 9/10 purely 
because Richard from Spunk PR said he might be 
able to get h'm over to CES this year if he did. 

lt sucks, friends. it's an insult that the games 
industry works in this unsightly, incestuous fashion 
with one purpose alone: to ruin our liVes. Oh, all 
right, that's probably a bit melodramatic. The one 
consolation in all this IS that. for once. I'm not 
blaming my hardware. In fact, I'm having 
unnatural, repulsive sex with it even as I type. 

Mr Biffo is a semi-retired videogame journalist. 
His views do not necessarily coincide with Edges 





Sudeki 
Spit and polish is all that's needed to complete Climax's fantasy adventure; 
it's been a long time since a UK devco produced an RPG this sparkling. 

Magic and mossile attacks look spectacular. 
Interestingly, projectiles are aimed and 
launched from a f•rstperson perspective 

~ og-breasted ......omen. lt's what the 

8 kids want. Or at least 1t"s what they 
.._________, say they want. 'Mlen CWnax prtched 

thos projeCt to Mocrosoft. before tile Xbox was 
even out on the shelves. focus testlllg was all 
the rage. You can magone the sessoons. 
notepads and cook•es and copiOUS amounts 
of caffe1ne-nch pop. tt's probably why some of 
the characters took part an me and part 
WI/I/Es Trish Stratus. 

The 'tits and asses' we referred to 111 our 
preview {E118) are not going to go away so 
we can only hope the demographic SudeiO 
was focus-tested on enjoys the flesh 

The game's opening location, a courtyard 
full of market stalls and bustling with activity, 
sets a confident tone for the adventure 

Every character gets their own set of 
devastating special attacks but these, as 
tradition decrees, must be used sparingly 
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spectacle. O'laracterisallon aOOe, SucJe/4 IS 

looking marvellous. 

The WOI1d is instantly ikeable and coated 
w.th riCh wne gt.m colours. The games 

opening loca!lon, a castle's tnner oour.yatd M 
of mari<et stalls and bustling With actMiy. sets 
a confident tone IOC' the adventure. lt's a 
majestic scene: treetops wave in the breeze. 
shadows dapple the cobblestones and 

townspeople greet you as you wander past. 
The sense of scale is impressive as further 
exploration takes you onto the castle's 
crenellation OC' through mazy corridors. But 

£DGE 

this ~ WOI1d does not stay safe fOC' 
tong The 'llSt rTII$SIOil IS to hunt down and ki• 
a QI'Cq:l ol marauding creatures threatentng 
the lives of llillagers outsode the confines of the 
castle. As a humble sold1er, Tal, 1t's your task 
to take out as many as poss1ble, but this also 
~as a conven1ent combat tutorial. 

lt s here where Sudaki as likely to 
dist ngu•sh 1tself from nearty every other RPG. 
Project leod T uomas Plnnen says he was keen 
to fuse elements of Soul Calibur with 
trad toonal RPG combat mechanics. The resu~ 
as not as grand as Capcom meets Anal 
Fantasy. but 1t's anstantly reward ng and 
gratifying. As creatures lumber towards us the 
·p.; and the ·x· buttons delover shOC't. sharp 

anacks and the enemies recol under the 
batterng The right tngger puts up a shield 
and even dunng these early bouts the fighting 
IS Simple and pleasing. 

t.klsurpnstrlgly. combos ~ against the 
tougher opponents The hrnng rrust be 

spot-on. but there's a combo gauge at the 
bottom left of the screen to help you judge 

thiS. The system w011<s well against one ()( 
two opponents but is a ~ttle less WOI1<able 
when you're bullied by gangs of creatures. 

This is where the specoal anacks come n. 
Each character can COllect several of these 
and they can only be unleashed if enough 
spell points have been accumulated. They are 
varied, devastating and boaut•ful to behold, 
and also prove to be a neat Introduction to the 

nuances of the realllrne combat. In fact, 
r~ime •s a m~omer, because pressing 'Y' 
talkes your chosen character onto a menu 
where special attacks, •terns and AI states 
can be selected. Meanwhile. the actiOil 

in-game slows to a crawl, Wlth spell effects, 
creature movements and party tactiCS played 

out n a graceful pantomme. 
~ ·s an ntellogent way to solve the 

problems of CNerty frenetic realtrne combat 
and the clockwoO< drudgery of some 
tum-based systems. lt"s also necessary 
because once you have a ful complement of 
four heroes on yov team the actiOn can 
become very complex. Though you are an 
direct control of ore character, the others can 
be assigned AI states. These 1nclude miSSile 
attacks, defence, heal ng dut>E!S and magac 
attacks. Just how well tho party dynamic 
works in practice. especially aga•nst 



ct1ambers full of creatures. rema.ns to be 
seen. We are confident Ctmax can pu I it all 
together. If there's one minor d1sappo.ntmont. 
rt's that Sudeki dredges up a lot of traditional 
fantasy RPG motifs. 1t would be brutal to 
condemn a game for this alone, but lt's hard 
not to glance cyr.cally to the sKJeS when you 
encounter another game With chests to 
pk.llder and urns to brea.<. Surely these 
symbols have had thetr day? 

Puzzles. too. are centred on character 
skills. One character can push blocks (sigh). 
another has a Jet pack to cross chasms, one 
can dispel magiCal barners or reveal invisible 
obtects and another has claws enabl ng her to 
climb spec.fiC scenery. On papef, rt sounds 

Jl<e the conundrums aren't 1Pf'l9 to provide 

many epphanie moments. but the fact these 
Skil s can be combined could provide scope 
for creative puzzle setting. Sudel<t's greatest 

asset is smply that a pas510081e team has 
crafted ~. There was I19V9I' any smct deadline 
for the game it's such a big RPG hOpe for 
M1crosoft that the attitude was always 'it's 
fimshed when it's finished.' Thankfully, Sudeki 
has also undergone stringent test ng, bUt not 
the kind conducted solely by obsessive bug 

htxlters lt has gone ttv"olq1 the Redmord 
testng oopattment played by fresh-eyed 
volunteers. and Chmax is confident 9Ye1Y1hing 
from save point placement to combaVpuule 
balance tS now finely calibrated. 

The developer reckons the adventure Wlll 
take a bare minimum of 20 hOurs to 
complete. bUt prom1ses side quests, secrets 
and mini-games for thOse who ke big glossy 

game guides lt's certany heartenng to frnd a 
game so polshed and exuberant. but the 
best th ng about Suclekl is that ~ could 
conceivably be out by the end of May. 

EDGE 

Format Xbox 

Publ•sher: Microsoft 
Oevelope<: Climax 

Oog<n: UK 

Releas~ 2004 
~~~~~----------------------~ Pre-no. , n e •t - . E1'3 e· 2::. 

There are some 70 different kinds of creature populating the Sudeki universe, so variety is 
unlikely to be a problem. When we last visited Climax a sequel was already in the pipeline 
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Olimusha 3: Demon SiEge 
Having finally gone hands-on with Capcom's third Onimusha outing, 
we can talk of a game that carries on the grand tradition with style 

[!] 
ou won't often find many garners 
watch ng an 111tro sequence twice 
the first Ume a new game is loaded, 

but On1musha 3's open.ng sequence (the 
result of a collaboration between CG specialist 
Robot, Hong Kong action sequence king 
Donnie Yen, Japanese d' rector Takashi 
Yamakazi and a significant amount of 
Capcom's cash) genuinely deserves a 
second v1ewing. The senes' penchant for 
running at the front of the CG anematic race 
is well documented, of course, and on the 
strength of its first sequence th1s latest 
instalment certainly won't be the one to drop 
the cut-scene baton. 

Takeshi Kaneshiro returns as Samanosuke, while Jean Reno plays Jacques Blanc. Although the 
characters are in different t ime zones, it is possible to teleport certain items from one to the other 

The series' penchant for running at the front 
of the CG race is well documented, and this 
instalment won't be the one to drop the baton 

The developer has had plenty of inspiration 
for locations in which to place the main 
protagonists, often with impressive results 

At the beginning of this third PS2 
Onimusha, we encounter Akechi 
Samanosuke, the samurai star of the first 
game, as he launches a solo attack on a 
Genma ship leading a considerable amny to 
Honnoji Temple where Oda Nobunaga, 
previously defeated by Onimusha 2's Yagyu 
Jubei, has re-emerged as the Genma King 
and iS awaiting reinforcements. Instead, he 
gets a visit from an army-thrashing 
Samanosuke intent on permanently 
concluding Jubei's work. 

However, before one of Nobunaga's finely 

rendered hrurs is even touched, our samurai 
finds himself transported to present-day Pans. 
There, policeman Jacques Blanc, having 
barely survived a harsh introduction to the 
Genma hench-creatures that have descended 
on the French capital, has scarcely had ttme 
to acknowledge Samanosuke's arrival before 
he in turn is teleported to 16th century Japan. 

The garne is therefore spent controlling 
both characters in their respective adoptive 
locales, and those controls are probably the 
first difference Onimusha veterans will notiCe. 
No longer ernpfoying a mechaniC borrowed 
from Biohazard, Onimusha has finally adopted 
a screen-relative systern that clearly better 
suits the game's action-heavy style of play. 

Dealing with enernies is now achieved in a 
rnore fluid rnanner, and this proves particularly 
apt as you often find yourself in circumstances 
where you're surrounded by foes. Besides, in 
temns of your actual surroundings, it rnakes 
navigation far easier, too. 

The backgrounds are also now in 30 
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rather than prerendered, and although the 
camera angle is still specifically set to enhanc 
dramattc effect it often now tracks the 
protagonist, thus eliminating the type of 
potential frustration sometimes encountered 
in early Biohazard titles when trying to 
examine objects furthest from the camera. 

Indeed, playing the Japanese version of 
Onimusha 3 (see 'C'est moi, Jacques') has S• 

far proved almost painless. The source of the 
chief irritation comes from the behaviour of 
helper characters (particularly Blanc's 
colleague and fiance, Miehele, who assists 
Samanosuke in his Parisian adventure), 
whose behaviour is disappointingly 
mechanical, and they appear remarkably kee 
to get in the way when environments becomE 
more confined. Sfll, it's a minor point. 

As for the rest, there's the typical lack of 
radical change that we've come to expect 
from a Japanese sequel. The different types 
of soul orbs return for you to collect 
mid-battle, and the dynamic remains as 



pleas1ng as 1t did •n previous iterations, 
allowing you to replenish your health and 
magic gauges; exchanging the more 
common red orbs for weapon and armour 
upgrades conbnues to occur at the 
generously scattered save statiOns 

In add•hon, you continue to have the 
ability to transform tnto demon fonn once five 
purple orbs are obtained g WlQ you 
momentaly •nvutnerabollty. n·s a particUar1y 
usefU skill duling some of the I'110Ce tenacious 
boss encounters. 

And though the emphaSis on act1on 
thankfully relllaJns, the puzzle-solving element 

of the senes is st 11 here to provide the 
necessary level or balance. while the 
tradrtlonal to-and-fro nature of the genre 
cont1nues to artificially increase playtime (and 
is tolerable 1n Onmusha's case). 

lnrtial play doesn't reveal any real 

SUC'pnses, then. nor for that matter any areas 
of ma,oor ooncern. Rather; rt WOI.Ad appear ths 
IS a soldy crafted and systemabcally honed 
rteratJOn for the popular ser-es' last expected 
appearance on PlayStatiOn2. 

Nevertheless, final JUdgement IS obVIOUsly 
reserved tor the Engl sh-language 
version. due out 1n September. 

£DO£ 

Format . Playsladon2 
P\A)IOSI>e(· capcxm 

___ ___;Oevoopgr:..: ln-OOuM (Pmclucbon Stuc:lo 2) 

Ongin: Japan 

Release: OUt now !Japan) September (UK) 

Pre1110usly In E 123. E 125, E 134 

While combat is essenttally t1ed to just one button, 
Simple combos are still poss1ble and rely mainly on 
assiduous timing. There IS still no jump command 
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Format PS2,Xbox 

ROO Ninja: End Of Honour --~~ 
-------------------------------------------------------------------------------------

Trailing more deadly wire than our gammg room, 
this could be the best ninja game no one's heard of 

The now-obligatory wall-running requtres the 
player to gauge angle and momentum, but it 
appears the steely hand of realism relaxes its 
grip once Kurenai gets going. She can also kick 
ou t from one surface to the next to gain altitude 
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n object lesson tn the importance of 
timing in the ninja business. Red 

Ninja had the misfortune of debuting 
during the zenith of Ninja Gaiclen's pre-release 
hype. [)esplte beng a qurte obviously drffetent 
arimal to Tec:mo's game, its faiU'e to compete 
on a graphical eve1 saw rt dism1ssed out of 
hand by many garners. 

Though hardly a fa1r contest -Rod Nmja 

was at that stage less than 40 per cent 
complete and Gaiden had the benefit of ftve 
years .n production - rt may never be a 
gaphical sl'lc:M'CSSe T ranj's considerably 
more ambctoous ntenbon 1s to meld the two 
IJ(elliOuSiy opposi1g camps of nonja game 
design - action and stealth - into a cohesive 
and unique expec-ience. 

Though the revenge-driven stO!Yiino is 
fairly conventional (its dehvery, however, could 
be elevated by the involvement of 'The 

Pmcess Blade' dtrector Shinsuke Sate). the 

In addition to using the w1re to zip-line around 
level architecture, Kurenai can hang in wait for 1 
passing enemy and perform a vertical stealth kit 

game's major play mechanoe IS anything but. 
Antiheroine KurenaJ wtOids the Tetsugen, a 
multipurposo wire weapon that serves as a 
combination of g~ong hook, garrotte and 

harpoon. tt can be WOIJ'ld arotnd enemies 
and constncted to lop off ~bs or Sl.llder 

torsos. Once attached. a tension meter 
1ndicates the wire's ocre<~S~ng tautness. while 
Kurenai can continuo to scythe it through 
other opponents. or loop 1t around 
overhanging scenery and lynch the onginal 
unfortunate target. 

Stricken enomi9S will struggle to close in 
on Kurenal and keep the Wllll from tighteong, 
and t'le protagorust's refreshng lack of 
tradi11onal weapon.y becomes much r101'9 of 
a habihty 1n a straight fight. The scouts, archers 
and swordsmen will all react drfferentty to a 
confrontation, requiring the player to prioritise 
att~ and choose advantageous 
enwonments for those tJmes when an 
effiCient surpnse kill becomes ~ble. 

Ths emphasis on measured but visceral 
combat recalls Matk Of Kn, as do the pastel 

tones of the enwonmonts and the savagery ot 
the bloodletting. But Red Ninja promises to be 
less forcibly I near, with intentionally confinod, 
vertiCal levels encouraging the player to ut1l se 
KurenaJ 's athletiCISm and the unique 
propertJes of the Tetsugen. The game's 
success or faJt.xe ~P uitlmatety hnge on 
Tr~i's ability to 1mplement a contro scheme 
that achieves movement and combat INith 
graceful, predatory preciSIOn. 

Red Ninja's lirst western shcwing at E3 
shOLAd give an indica\ion of whether it's a 
great game or JUSt a great idea. Either way, 1ts 
timtng rem<IJI1s4ess than deal: 11 wil certainly 
be cornpetlllQ aga.nst K2's Tencllu side-story 
Tenchu Kuret181, and there'll be an t.r~foounate 
irony if Tornonobu ltagaki chooses E3 to 
finally unve I his Kasumt-Oen prOJOCI. 



PSOps 
Guns and ammo are all well and good, but what if you 
could use your mind as a weapon? That's the spin here 

ou are Nick Sayer, and Nick Sayer 
is a unique individual, to say the 
least. Psi Ops puts you in the army 

boots of a man with a mind of considerable 
power, set with the task of overthrowing The 
Movement, a shadowy international terronst 
group w~h the usual sights set on the usual 
wol1d domination. 

We've all done that before. What we 
haven't done is had access to the ra11ge of 
powers Scryer can command, nor had 
access to the world in which to make use of 
them. Blessed with some impressive physics, 
almost everything in the world has mass and 
can be moved or destroyed. Fire spreads 
from object to object and those objects can 
be damaged just by smashing them together. 
it's not all just there for show, either. 

What impresses at this stage is the 
freedom on offer to the player. Obtectives are 
utterly simple, and even the most cursory 
glance at the levels presented so far will 
tnstantly start sparking off multiple ways of 
reaching a satisfactory conclusion. The 
physics defining the world of Psi Ops, 
alongside the carefully considered range of 
tools at Sayer's disposal, make taking on the 
levels a genuinely creatve experience. 

Your powers are initially limited, but will 
eventually grow to include telekinesis to move 
objects, pyrokinesis to set them alight and 

mind control to use the guards for your 
nefarious ends or for remote viewing. These 
skills can be combined as you see fit, 
meaning that you can lift a guard with 

That pyrokinesis in action. Scryer's talents must 
come in handy when he can 'I find his lighter 

telekinesis then set him on fire with 
pyrokinesis before throwing him at his fellows 
and setting them alight in the process. Shoot 
the door from a locker, stand on it and then 
use telekinesis to surt along, holding yourself 
aloft and shooting up the bad guys as you sail 
past. This combination of excellent physics 
and the tools with which to manipulate them 
leaves the player with little choice but to 
tmprovise tn ever more imaginative ways. 

While pre,iew code consists of a handful 
of short levels, if the design is kept as open 
and the objectives as simple as those we've 
seen this should prove to be a special game, 
JOining the slowly swelling ranks of titles giving 
players a toy box of gamng tools and just 
letting them play. We can only hope that the 
level design and objectNes of the finished 
product are as intelligent and open as t:if? 
the game so clearly deserves. s--

£DO£ ~ 

Format: PS2, Xbox 
-----------P,:-,ublisher. Midway 

Developer: In:;;;;;;; 

Ongin: US 

Release: Som"* 2004 

lt's the way that Scryer's powers can be 
combined that really impresses. Crates, that 
symbol of videogame mediocrity, can here be 
set on fire and then flung into soldiers as a 
weapon. lt's creative and highly satisfying 
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The Saga Of Ryzan 
For once, it really is a saga, some four years in the making 
and with eight years' worth of online gaming content planned 

more aggressive at night, while others are more 
curious by day. it's worth learning all you can 
about them before embarking on a hunting tnp 
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Experience poonts can be spent with traoners in 
villages who can teach you new spells, combat 
techniques or even tips for successful foraging 

£DQ£ 

e don't want to trigger any lraumohc 
Sunday School flashbacks, but 
Ryzom's world- called Atys -•s a 

little bot hke an onion. The sky is domnatad by 
gogantic roots that ntertwine and thiCken as 
game years pass Eventually, they mat 
together to form a complete shell, plungong 
the world's old surface onto darkness and 
forcing the population to climb up to the newly 
formed layer and rebuild the<r civilisation. 
Beneath the currently-occupied layer, the 
whole planet os constructed cl a series of 
abandoned strata. nested inside each other 
ii<e RtJssian dais: dank and subterranean. 
overrun with whatever creatures have 
adapted to theor hosti e aJr. 

lt's a concept that shapes the commerctal 
plan tor Ryzom as each new layer forms, ~ 
brings the possibility of a sequel or an add-on 
- but rt's also a fasconatong wOOd on which to 
found a game Its rllabrtants, the Homons, 
are civided onto tour races. and choosing one 
will detennine the area from whoch you start 
out. The geography of each differs, and 

weekly seasons Wll blanket the land in 

Format PC 
Publishe<· TBC 

Deloeloper: Ne11111X 
Orig n: France 

Release Stmmer 2004 

Prev'ously in E108 E 1 

snowdrifts or cherry petals. These cycles, 
along with those ol n~ght and day, aff!kt I he 
natural resources e\18Jiable and the behaviour 
of Atys's wild lfe. PICk your appearance and a 
!Ob. and you emerge ready to start your quest 

for glory - sonce glOry IS what Nevrax beloeves 
woa dnve players through the game. 

Ryzom's complex reputation system os 
wtlat governs where you can travel to 
throughout Atys, and wi I affect the way NPCs 
relate to you. Gain enough glory and you'll 
attan Hero status. W0!1<ing your way into 
Ryzom 's history books and oblalllllg access 
to specaal. story based quests. The hope iS 

that this complex devejopment win ease the 
repetition and level caps that can sap players· 
enthusiasm for such open-ended gaJmes. 

However, Ryzom is also built to encourage 
group play aJnd oo-ord nation. Beyond the 
chores of day· to-day MMORPG life, 
gathering resources. vosrt111g .nstructors to 
learn new skiDs and axpenmanting With the 
rnodtAar spell system, Atys is at constant nsk 
from two natural dosasters: the Kobns, an 
insect01d nightmare race who penodica,ly 
invade from deep Within the abandoned 
layers, and the Goo- yes. Goo -which 
spreads across the anvironme<nt, corrod ng 
Atys s natural beauty and fertility. Only by 

jonng rari<s tor mass battle CM the Homins 
hope to preseMl their paradse. 

Nevrax osn 't yet rt..~dy to annoJnce a 
publisher, but is oonfident of a summer 
release. Anyone who shares the company's 
confidence can sign up for the beta 
onllne (www.ryzom.com). 



Red Dead RevoWer 
There's a stranger in town with a score to settle. 
Rockstar resurrects a long-lost cowboy caper 

Kills earn you cash to spend on new weapons and so on, 
with higher premiums awarded for headshots. They also 
build up your specials bar. Red Harlow's special is the 
'dead-eye aim', a slo·mo mode that allows you to empty 
a whole cylinder of bullets into your enemy without reply 

Horse riding is a major feature of the game, providing welcome variety. Here, you're armed 
with Molotovs and required to raze a rival's property before galloping off into the sunset 

Format: PS2, Xbox 
Publisher: Rockstar 

Developer: Rockstar San Oiego 
Origin: US 

Release. May 

Previously 1n E112. E121. E134 

espite its incredible and as yet 
unexplored potential, there Ain't 
much in the way of Wild West spirit 

around in the 111deogame trade nowadays. 
LucasArts' Outlaws gave some indication of 
what could be achieved with such a setting, 
but in 2004 fantasy and sci·fi nffs dominate. 

So, bar the shoddy Dead Man's Hand 
(see p 1 07). Red Dead Revolver IS the lone 
ranger in its field right now. Rockstar might 
have expected some decent competition in a 
genre with such a nch cinematiC history to 
draw from but. as the only gang in town, its 
San Diego studio has been able to indulge its 
wildest and westest fantasies. 

Attentive readers will be aware of Red 
Dead Revolver's disputed parentage. Back 
when Rockstar San Diego was still Angel 
Studios, the game was due to be published 
by Capcom but was shelved indefinitely 
following a disastrous showing at E3 2002. 
Rockstar spotted the game's potential and 
stepped tnto the breach, providing a more 
mature focus for the title, especially in terms 
of the story1ine and an accompanytng 
Morricone-esque soundtrack. 

Thankfully, San Diego has also fixed the 
camera and control system since we last 
viewed the game two long years ago. In 
essence, this is a straightforward thirdperson 
shcoter that lets the context do the hard 
work Any fence that looks l1ke you can vault, 
you can vault; any bale of straw that looks like 
a barrier you can crouch behind is a barrier 
you can crouch behind. 

Red Dead Revolver is all about quick 
draws and sharp shcoting. Dtsceming lock-on 
eradicates the ambiguities while a 'dead-eye 
aiming' feature- similar to Max Payne's bullet 
time but harder to earn - promotes style over 
skill. it's not complex but, assuming those 
petty camera gripes don't recur, Red Dead 
Revob;er should be thoroughly entertaining. 

While main character Red Harlow's levels 
are of the classic lone gunslinger variety, the 
story lets you wear the chaps and spurs of 
five others. Playing as General Dtego in the 
midst of a battle you're required to tackle 
enemy soldiers ma110-a-mano while 
launching flares that reveal the position of 
their cannon emplacements. 

Other levels take place on horseback or 
moving trains, in saloon bars or at the rodeo, 
and in every other gloriously cliched spaghetti 
west em scenario you can think of. Dare we 
suggest that a tense stand-off in the vein of 
Butch Cassidy or The Wild Bunch 
would make for a tilting finale? 



The Suffering 
After announcing its bold intention to dominate the 
mature market, Midway goes on an offence offensive 

Your alternate fonn (above) allows you to 
unleash particularly violent attacks, but 
you' re hardly a pushover in nonnal mode 

LfJ 
he Suffenng's hero, Torque, has both luxuriant Sldeburns and 
a troubled past. Arrested for the brVtal miXder of his Wife and 

chllclreo. he has no memory of the event 1t moght be ea51er to 
beoeve., his nnocence rf exposure to CfliZII'18SS didn't tum hrn 11110 a 
12-foot blood-gargflng gargoyle. Handy. though, when you're locked up 
in a prison overrun by ghouls With synnges tor eyes. 

it's not. however, a case of all schlock and no substance, as The 

Suffering shows 1ts maturity in other ways Throughout the game you 
can toggle between first- and thirdperson control, choosing wh1chever 
best su1IS your playing style and the environment you're in. The 
gnuesome appearance of the enemi8S hes in to their attack behaviour, 
making massed battles a welcome change from the drip-dnp scare 
taches of the sui'VIVal horror games that 
The Suffemg superfiaaly resembles. 

ScriptJng a-lCf IIOICe actng are \11811 above 
the standard you m~ expect, and the 
sense of moral freedom is far more immedl8te 
than ., more carefully calibrated uniVerSeS 
such as Deus Ex's. Shoot a friendly 1nmate lull 
in the face. and your dead wife will whisper 
her appalled shock into your ear. it's an 
unexpectedly appealing re-invention of the 
scare 'em up: fear not lnght, achon not 
antiC pation, strength not vulnerab1 ity. 

O<lg1n: US 
Release: May 14 

Previously '" E 125 

Midway is focusing on matuna content, and 
The Suffering illustrates this w1th gallons of 
blood spilled over both the environment and 
Torque himself. The game Isn't as dumb as 
its appearance might suggest, however 

Format PCIXbox 

Shadow Ops: REd Merrury --·=~ 
--------------------------------------------------~~---~---

Halo famously made this magazine swear. 
Zombie's game seems in rude health, too 

ark Long, the ex-army CEO of Zombie Studios, has a filthy 
mouth. "If we could ever capture the feeling of that movl8, • 
he says, 1ntroducong Shadow Ops as garn ng's take on 

Black Hawk Down', "that would be !he shrt tor me.· Then, on the 

game's 11tro sequence, which ttYUsts the player straight nto the actoo: 
"'ne thirig I fud<lng hale IS being told 'AI!tlt thumbstJCk to wal<'." A 
hush descends across the theatre. And on the pens of beong placed 1n 

hectic actoo stl'lllght from the off: "I'm gonna cheat, or 1'1 never luckln' 
make it.· He's got a poont, albeit a rather colourful one. 1t does look 
awfully dangerous out there. 

Shadow Ops is a firstperson shooter based on the Unreal 2004 and 
Karma physics eng1nes. If you close your eyes, you can probably 
1magine what it sounds I ke, orchestral scores 
and the rat-a-tat of bu lets JUSt missing your 
skull. There are 22 Slnglcplayer miSSions, 
which take the player through a handful of the 
vogue v.oar hotspots from the past decade, 
aiongsjde ten co-op and ten mulbplayer 
missions. We have some concerns about the 
Al - combat seems to depend less on Halo 
smarts and more on tra.n ng your crossha.r on 
a spot and warting -but the game seems to 
be JUSt as handsome and cinematic as 
the effusive Long wants it to be. ;;. 

t!DGtJ 

Long claims that Zombie naverse engineered 
the controls of Halo, although we don't know 
whether that's a figure of speech or a 
reference to actual code espionage 

Like Bungie's shooter, the game will appear on 
Xbox and PC. The console version will offer 
both splitscreen and System Link options 
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Panic Maker 
And now, from the creators of Biohazard and Devil 
May Cry, it's time for something completely different ... 

[JJ n a recent inteiView on prospects for 2004, Capoom MD 
Haruhiro Tsujimoto promised some 'surprising titles', and 
Panic Maker is certainly one of them. Its skewed eel-shaded 

design is Viewtiful Joe does Jet Set Radio; the high concept is State Of 
Emergency with random wackiness replacing random violence. 

The player controls Cozumi, a young alien out to inflict practical 
jokes on the population of Coco Town. Cozumi can mimic the 
appearance of human characters, which allows him to travel unnoticed 
and grants him access to the cloned character's abil~ies. 

These abilities are used to play practical jokes, ranging from off-key 
karaoke to bodily functions to 'dangerous' stunts (apparently involving 
plenty of explosives). In the aftermath of a joke, the victims are bnefly 

Coco Town's environments seem to provide a 
mix of wide streets, tight alleys and secluded 
areas for 'wackiness' to inevitably ensue 

stunned and shed red nngs, the collectable 
item du jour. These must be harvested before 
the crowd recovers, at which po•nt they will 
pursue Cozumi, who must quickly assume a 
new identity to escape the mob's wrath. 

Further complications ensue with the 
addition of other aliens out to steal Cozumi's 
rings or expose him to the baying crowds, 
and this dynamic also forms the basis of the 
twoplayer mode. lt remains unclear if 
westem audiences will get the joke, or e:e·· 
indeed a release. "~-

Ape Escape Mega Stadium 
Mario Party for PS2? Well, not really. But 
multiplayer monkey business is assured 

he latest outing for SCEI's mascot franchise has left the core 
character designs and dual-analogue mechanic untouched, 
focusing instead on an inevitable (but eye-catchingly sharp 

and fflting) eel-shaded makeover and a more surpnsing genre shift. 
Mega Stadium appears to be an amalgam of Nintendo and 

Capcom multiplayer senslbilities, alternating themed arena free-for-ails 
with specialised stages. One such stage sees players rafting down a 
river, with both sticks assigned to furiously thrash•ng the oars. 

A cast of 11 - each with unique weapons and abilities, of course ­
and the prospect or more to be unlocked should provide enough vanety 
for all tastes, and a lengthy list of medals, power-ups and secrets 
(delivered via letters, postcards or mobile phone messages from 
approving simians) rewards obsessive replay. 

With support for up to four players, SCEI 
has fastidiously ticked all the boxes for 
muHiplayer success: a presumably 
slngleplayer Story mode is also included for 
those who would prefer to be alone with the 
monkeys. As with any party game, the test 
will be in the playing rather than the list of 
features - allhough there seems no reason for 
Ape Escape fans not to remain enthusiastic. 

Cross your fingers for Monkey Scccer's I "F:_ 
return, just to be sure. ~-
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Satisfyingly cartoonish gadgets, bright primary 
colours and repeatedly striking monkeys with 
batons remain the order of the day, but now 
there Is scope for infighting among both sides 

_________ ___;F...::;.ormat: PlayStation2 
Publisher: Gapcom 

-------~~-e~lo-~-r:~~~~km~4 

Ongon: Japan 
Release: TBC 

Streaking, breaking wind and even a spot of 
good-humoured electrocution - the system 
encourages cascading combinations of 
pranks to maximise scoring (above). The 
multlplayer screen Qeft) shows Cozumi and 
a female competitor in their true forms 

Format: PlayStation2 

----------= - P:-'u:::b.:li_.sher: SCEI 
~eloper: In-house 

Orlg n: Japan 
Release: TBC 

Though the rafting sections require both sticks 
for movement, overriding the standard move­
and -fight setup, rest assured that the shoulder 
buttons are used to launch torpedoes 



Pl'ffi)'OOl Alptlas This month's announcements and updates ... 

Ace Combat 5 

FO<mat: PlayStation2 

Publisher: Namco 

Fifth iteration of a rare credible flight si m - sorry, 
air combat - series on consoles. Diehards will be 
wowed by the detail of over 50 licensed aircraft, 
but don't hold out for anything revolutionary. 

Pocket Kingdoms 

Subtitled Own The World and touted as the 
world's first global massively multiplayer mobile 
game, this potentially groundbreaking title could 
significantly raise N·Gage's middling reputation. 

Vib Ripple 

Format. PlayStation2 

PubliSher: SCE! 

The welcome return of Masaya Matsuura's 
line·drawn bunny. Jumping around photo· 
mapped levels reveals bonuses and booby traps 
as relayed by vibrations of the DuaiShock pad. 

Pariah 

This firstperson actioner from the team {and the 
engine) behind UT 2004 has been in development 
for two years, and it's looking like a supremely 
ambitious endeavour. Expect more on it soon. 

Tribes Vengeance 

Fonnat: PC 

The creator of System Shock 2 has been 
recruited to add a substantial singleplayer mode 
to Tribes' traditional multiplayer action. Expect a 
plot that shifts between multiple time periods. 

KOF: Maximum Impact 

FO<mat: PlayStalion2 

Publ.she<: SNK 

Deveoper: In-house 

Is the first 30 King Of Fighters game a necessary 
leap forward for the ailing series, sacrilege on a 
grand scale, or could it be just an excuse to 
render lian with more believable breasts? 

Sly Raccoon 2: Band Of Thieves 

FO<mat: PlayStation2 

This underrated platforrner- known as Sly 
Cooper in the States - always deserved a second 
outing. The abandonment of linear structures 
could ensure an older audience this time out. 

Leisure Suit Larry Magna Cum Laude 

Is that an intentional pun In the title? With 
conversations conducted by steering sperm 
through a maze, we can't be sure. AI least US 
college jocks will welcome the series' return. 
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Final Fantasy XI 
The thought of taking FF XI online in Europe is enough to get many PS2 

owners salivating openly. Wrth more than a million characters and looks that 

still impress after two years, it's time for us to pay another visit to Vana'diel , 

1 D \ egular readers or Edge 
_, < wll remember a certa•n 

J u columnist who found both his 

life and his wnting invaded by the 

charms of a particular MMORPG. At 

the time, lupin Kojma's obsession 
was greeted with a certrun justified 

scepticism. Would the words 'Rnal 

Fantasy', 'online' alnd - ·..vh sper n -
'PtaySta!Jon2' evef come together 

outside of Japan? NO\v, as Rna/ 

Fantasy XJ ~jumps ~he Pacific on 

to American PS2s. 11 could be t1100 to 

diQ out those back ISSUe$. 

tn May, 11 will be two long years 

SinCe Flflal Fantasy XI was launched 

on Japanese PS2s. Since then the PC 

rteraOOil has appeared. first r1 Japan 

alnd then, last year, •n the US, allowing 

thousands of North American PC 

owners to begin mixlng it wrth the 
experienced Vana'd eo locals. There's 

no dMsion between the groups, 

howevef. An in-game text translat()( 

function allows communiCBIIOil 

between US and Japanese players, 

and the game •s platform agnost•c -

there's no way to ten a PC player 

from a PS2 one. 

And the game has proved Wildly 
popular wrth both sets of users, wnh 

Square-Enix recently an'lOuncing that 

the total number of actl\'e characters 
across North America and Japan had 

broken the mi ion mark 

Visualy, FF XJ is rarely short of 

beautiful. Charactef designs eschew 

the buckles and adolescent spunk of 

FF X alnd X-2 drav,ng more on 

medieval leathelwort< ana muddy 

realiSITl. Slabs of soft armour interlock 
r::Nef fitted jel\<ils. alnd female 
dlaracters sport leather trousers cut 

Foomt PlayStation2/PC 

Pub<ISI'e': SCEA 

OeveiOOer: Square-Enix 

Ongo· Japan 

Release Out now (US, Japan) TBC (UK) 

£DOE 

lt's not all about the levelhng - sitt1ng and chatting is also a good way to obtain 111fonnat•oo 
and techn.ques. Here a high-level Tarutaru ninja Oeft) shares his knowledge round a cosy fire 

at the thigh that are a recognisable 

evolutlOil from the hosiery of Flna/ 

Fantasy TactiCS 

Your character's sk•lls alSO How 
from this dii'9Ctl01l. IndiVIdual abtlllies 

alnd stat•sbcs are decided by a JOb 
system - tans of Final Fantasy V and 

TOCIIC$ Wl 1nstantly recogn•se the 

roles of Monk. Thu:~f, Warrior and Red, 

White and Black Magas - with a 

choice of five races adding more 

character depth and development. In 

this way. more spiritual players can opt 

to play as a Tarutaru V\'h~e Mage - a 
dmnutNe race that makes up for rts 
physical weakness with a huge MP 

allocation, ()(a Galka WarrV:x- a 

tUking hermaphrodrte race who use 

their strength~ but are weaker as 

magic users. 
Jobs can be swapped at wi I so 

long as you are •n a I'T\Bin clly. of whch 
there are four. Each is home to a 
pnvate 'Mog House' where your 

personal Moogle w•l attend to sud1 

tasks as storage and del~~~ery of Items, 

Job and equ1pment changes, as well 

as gardening and feng·shui. In 

FFX/'s environments are visually striking, 
and never fail to impress, whether you're 
Quadav-spotting in Rolanberry Flek:ls 
(top) or healing in West Ronfaure (above) 
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adOII()fl. the ~se ot the Zilart 
expansoon pack, 0011 buncled with 

the game, bmgs with rt szx reN areas 
to explore and opens up the more 
advanced roles of Samurar, Nlllja 

and Dragoon, bnnging the total to 

nine. for players as they reach level 
30- enough to keep most players 

busy for years to come. 

Every area IS populated with a 

vaned and exqu1sitely modelled 

best.ary- rede51gned Final Fantasy 

stalwarts such as go06ns and ores nb 

~with goant gwaf'.es. pr1k 

bwds and eVil. evil rabbi's. The gmd of 

random barJes has no place 111 this 

onhne paradise- creatures are always 

VISlble, freely wandering across the 
landscape. These monsters, or 

'mobs', are either 'aggro' or not - a 
player rurnng past the line of SIQht of 

an aggro mob will be targeted by 1t 

and have their day viOlently ruined. 

Mobs also become aggro based on 

Busy areas such as San d'Orla boast a wide range of interesting and talkative NPCs, many with specifoc quests to impart (main), while Jueno 
(top right) is the place to gawp at higher level characters. Meanwhile, members of the Albion linkshell politely pose for our camera (above right) 
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SOllld. smell and rnysterous moo 
whims - certain types of bat, for 

example, wil anack af¥lll9 heaing on 

their VICII'Iily. Many of the d1stinctive 
features of Fl()8f Fantasy XI are a restAt 

of this aggro system - once targeted, 

a player can only hope that their 

attacker is weak, or that <hey wH be 

able to 'zone'- run for the ex~ of the 

area they are tn. 

Fleeing a pursuing mob through 

an area populated with enemies is of 

course not without its consequences, 

and the s.ght of a hapless player 

dragging a 'tran' of five or six goblins 

ts a common one. 
The party system, however, 1S the 

reallynchp'n of all the social 
interactiOn. For the first few levels a 

payer can 'solo' qu~e eaSlly, gong 

one-on-one wrth the easier monsters. 

New payers wil not10e that the ~amiiar 

turn· based system of fighting nas 
been abandoned 111 favour o' a more 
immec:iate system. Play9(S lock on to 

theor target and select attack to mate 
a fight: melee attacks proceed 

automallcalty. MagiC attacks, weapon 

skills (th nk rapid turnover Umit 

Breaks) and other job-specific skiDs 

must all be 1nrtiated VJa menu systems 

\'ihile the f1Qht oont nues. 

Defeat your enemy and you 

receive experience potnts, oontribut•ng 



The auction houses of major cities are the prime locations for buying and selling. Characters sporting a purse ICon 
are running bazaars to turn a profit, often sitting in their underwear to free up valuable inventory space for stock 

towards you' next level gat'!. The wide 

spaang of player levels (the current 

cap is 75. still a distant dream to 

players playing on the Nonh American 

PC \IQ'SIO(l) and the use of the classiC 

Ftnal Famasy fanfare as you level up 

make t a real event. wtth other players 

often congratulating you with a typed 

'gratz' or '/cheer' as they run past. 

However. solo play IS rrt'j feasble, 

and fldAed pleasurable unt around 

level 12. At th s point even easy 

monsters become more of a 

cha'lenge, and the quiri<s of each job 

class beg n to marvfest themselves. 

White Mages will fllld theor hearlfYJ 

magiC no match for the hit strength of 

enemies, and warriors wi I spend long 

downtmes healing (players can kneel 

to slowty reburld HP) between 

monsters. Patr the two classes an one 

party, though, and you suddenly have 

both bases covered. 

Now add a Red Mage to cast 

debuffs - Slow. Poison. Snd -and a 
Monk to increase your moloo strength 

and your party is really starting to 

come together Maybe add a Black 

Mage to nuke from the back and a 

Thief to hctease your chance of 

finding good items, and it'S lime to 

settle down for a few hours of 

exh!tarating full-team gam ng. 

That Square-Eno< has placed such 

emphasis on the SOCial aspects of 

Final Fantasy XI IS the key to rts 

strength_ To play woll you must play 

well with other people. and a party 

can fail due to one player's fat >ogs or 

soar thanks to a good leader. 

And as a result. Final Fantasy XI 

is an exceed ngly courteous and 

anruistic place to play - there is no 

player vs player. no mugg.ngs, and no 
con artists. Players low on HP wil 

often find themselves healed by 

passing M ages for no other reason 

than to be helpful, and White Mages 

wrth 'RaiSe· v.tl rOUI.f1ely tra'J€1 for 15 

mnutes to bnng a player they have 

never seen before back to tlfe 

High-level players W>tl enterta n others 

wtth tales of how they got their 

amaZI'l9 hat and level-<lf'lE! noobs <:a'l 

often p.ck up free swordS or armour If 

they ask nicely enough. 

Sony still hasn't confirmed PAL 

releases for either format, but the PC 

verston at leas shoiAd be a fairly 

straightforward undertaKing Europeatn 

gamers have already waited tong 

enough, and elsewhere in the world 

FF XI has boon 11'1ducing inappropnate 

somnolence an lll1l)r9SSIOila 

tournalists for nearly two years. 

Perhaps now asn't too soon to start 

checking out how comfonabte 

rt IS under you' desk. 

£00£ 

Taxing imports 

European players wishing to get on line with their PS2s will face a set of hurdles 
lam laJ' to most import Phantasy Star Online veterans. The PS2 internal hard 
dnve launched an the US in Marcn. and comes wrth F~nal Fantasy XI and the 
R1~ Of The ZJ/art eltpansion pre-1nstal ed and included 1n the price of $100-

plus a $12.95 per month subscription. The results of oombining a chipped 
PlayStation2, network adapter and HOD are untested, but European players 
partlCipating in beta tests on NTSC PS2s report few problems. 
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Thief: Deadly Shadows 
Fashionably late but still dressed to kill, master sneaker Garrett returns to 

provide closure for fans and hopefully win some new friends in the process 

h dear god. if the game IS 

anything ike deus ex: 
nvislble war. you're a1 

dead.· Hel hath no lower case Ke a 

gamer scorned, and the Stngle line of 

text on fan-registered s1te 

www.th~ef3.org ind~eates the weight of 

expectation - and trepidation- ton 

Storm Austin is perform1ng under. 

Pend00u5 SWingS Of oponion have 

~every detail of Deadly 

Shadows' deveklpment. even before 

the InviSible War backlash began. 

"Because of some of our more 

radical decisions, t 'm sure there wilt be 

hardoore fariS who Wltl never be 

satiSfied with the game," admrts 

pr0J9Ct director Randy Smrth. 
·t ttn< the vast mapnty of former 

Thtef fariS wi be very pleased that the 

core appeal and gameplay have not 

been compromised. That's not to 

understate how much attention we've 

paid to ncreasong the appeal of the 
game for new players.· 

HIS lath may not be rnsplaced. 

Even the lllC001Piete bc.ild. played 111 

less than ideal condotiOOS and runtling 
Without the benefit of a full sound 

treatment, has Th~efs unmistakably 

suffocating atmosphere. The series' 

col ision of medi8Vai, ooustnal and 

magical themes remaros ntact and 

Wllfuly unexplallled A subclJed colour 

SICheme nforms the envwonments ­
indoors, wann yellow firelight fades to 

sep1a tones, and moonhght streams 

through the windows icy blue. Out in 
the squalor of the nameless crty, the 

streetlamps' wan grey IS broken by the 

gold glow from shut1ered Wlndlows. 

Of course, rt's the use of shadows 

that defines the game, and the new 
per-pixel effects are stnking, both 

Format PC, Xbox 

• Publisrer Eldos 

• Oel;eloper Ion Stonn Austin 

• ()ngon: us 
• R<>oase: TBC 

£DO£i 

A fringe benefit of the lhirdperson camera is the ability to adm1re Ganett's striking 
in-game model. Note his artificial eye, whreh provides a hazy teleseop1c lens view 

visua'ly and in tenms of the.r 1mpact on 

gameplay. Once relrable, darkness is 

now fleeting and easily disturbed by a 

patroarng guan:fs torch or a door 

openng from a w~ area An 

unexpected resident's Shadow 

looming m the doorway you were 
about to enter triggers a thn I of paniC 

and, by degrees, Garrett's own 
shadow fools painfully exposed as rt 

sips along the walls and floors. 

Though a huge development for 

the senes. t may be ~ impressille to 

a post-Sp/lnter Cel audience. Deadly 

Shadows also lacks the theatncal 

splendour or the latter's lighting 

effects. Sm1th stresses that it had no 

d rect innuence on development: "We 

defn•tely evaluate other garnes to 
l.lllderStand their successes and 

faAures and 111 the specifrc case of 

Splinter Cell we fOlXlO that we were 
head ng '" some of the same 
d rections already. • 

The most controversial of 

these directions has been the 

mplementation of a th'rdperson 

camera. Smrth recalls: -we considered 

some t::$Wf c:Jesi!11s tnat WOlAd 

attempt to preserve Thtefs aesthetrc, 
The unique cut-scenes return, courtesy 
of US animation stud10 Rustmonkey 
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One last heist 

Edge quizzes Thief: OS 

d rector Randy Smith. 

How different is the game's 
current incarnation from 

what was originally planned 

for Thief 3? 

We started designong Thief 3 
(as ot was called then) at 

Lookong Glass ear1y 1n 2000. 

Back then, Terri Brosius and myself were the eo-lead designers 

and pretty much the only people assigned to the proJect full 

tome. The onginal design was a clear extrapolatoon of our 

company"s goals for the first two Thief games. and to the 
extent we had details on that plan, pretty much all of 1t survoved 

and still exists in Thtef; Deadly Shadows today. Sonce then, 

Lookong Glass folded. Thlflf 3 moved to Ion Storm and Tern and 

I got hired to be lead wr•ter and proJect dorector. respectovely. 
Overall, the core spont of the project follows the legacy started 

at Looking Glass. 

Would you agree that the series' ontellogent datk fantasy 

theme and amboguous nanabve have h•ndered wider 
commercial acceptance? 

Yeah. I would have to agree w•th that. For better and worse. the 
game ·s atmosphere and narratove are considerably more 

sophis!Jcated than a more standard videogame plot. Thief •s 

morally ambiguous - there are no clear heroes and vtl runs. The 
static story elements are much more focused on d a1ogue and 

developments than on action. because we prefer to let the 

player use the emergent narrahve on gameplay to tell the act•on 

part of the story themselves. I'm sure marketong would rather 
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Garrett l'lltaons the blackjack and most arrow types from previous games, but 
a dagger has replaced the longsword -making a fair fight even less desirable 

we had used a more brte-slzed digestible and sellable plot. 

but I also think that, for players who 8r'lJOY slightly deePer 
narratives n the.- games. thos one will proVIde a 101 of appea 
and involvement wothout fomng them to worl< hard to 

understand the overall story. 

Is there potential for the ongonal games to be rebuolt woth the 

T:DS technology and re-released, or do you see that as a 
project for the mod community rather than Ion Stonn? 

I doubt it would have a lot of m1leage w•th the powers that be. 

With some justificatoon, too: there's enough fresh ideas and 

creative energy in the world to continue makong forward 

progress. Why backtrack purely for the sake of technologocal 
evolution when you can make an amazJng new th•ng on a 

similar creative space? The past served us well-let's let ot be. 

As tor the mod community, I'm personally 1nspored by theor 

dedicalton to crazy new odeas and exper1ments that we could 

never sh p in a commercial project I would be honoured to see 

the previous games upgraded w•th modern technology. but 1 
wou d JUS! as soon see them pour their creatove energy •nto 

new, nsky ideas. That's a pretty somolar response I've had to 

developers working on remakes ... I guess I'm just more 

onterested in seeong new creatove wor1<s than rehashes of 

older works. 

Are the Looking Glass alumno wori<Jng outside of Ion Storm 

still keeping up with the game's progress? Is there a sense 

of it being a Looking Glass legacy? 

We'· the other ex-LG'ers are st l•n touch With me and the r 
other former eo-workers at Ion. Many of them have v soled the 

studio and taken the I• me to rev ew our work and provode 

excel ent feedback, for which we are extremely grateful. Tim 

Ste lmach, the orig1nallead designer, IS a constant source of 

valuable input. Doug Church has v s1ted to help us out of ugly 
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development spots from time to time. Greg LoPICCOio - the 
ong nal project Cl rector - and Josh Randall - the onginai 

associate producer - are now at HanmoniX MuSIC, and those 

guys are really ant101pating the new Thief and are a constant 

source of support and insp ration. Laura Baldwin. one of ThieFs 

orignal writers, has actually done a ton of contract writing for 

T.DS. So, yeah, the Looking Glass alumni slllt have the1r 

fingerprints all over the game. 
I should qualify that statement to say that the vast majority 

of the creattve effort came from the Ion Auston team. many of 

whom never had anything to do woth the f1rst two games, other 

than being fans. 

You've been involved with the Thief cycle for six years now­

has it been a happy relationship? 

Absolutely, rt 's been a major part of my life, the vast majority of 

my career, and a set of accomplishments that I'm very proud to 

have part1copated in. I really love the Thief senes and think that 

it has a lot to offer the world of gam1ng. tl's been a privolege to 

work on these games with all their risky high concepts. 
advanced d8Signs, arty presentation. and deep narratoves: 

that's a rare opportunity in the profrt-d'lVell games industry. 

Furthennore, I've benefited from leamong from and workong 

With some amazmg people on three dofferent teams at two 

different studios. There have cerla!nly been some ups and 
downs, confliCts. unhapp ness, develOpment tnbulations, 

m ssed opportun t•es. failed goals, and all of that as well. but 

overall rt was worth rt. 
I'm happy to say that this Will be the last Thief game I ever 

Ship- the series will pass into other hands after this, and I'm 

confident that 1t will take off •n new and exerting directions. I've 

been the•e to help see the senes through the tr1logy, as rt was 

orig•nally conceived at Looking Glass, and now 1 feel I've done 

my part and am ready to move on to new things. 



Archery flicks to firstperson regardless of camera, and uses the Xbox triggers to satisfying effect: squeeze to 
notch an arrow, then release. Lockpicking is similarly tactile, using a system somilar to that on Splinter Cell 

such as the thirdpefSOO camera 

reh.$1g to ITlOIIe to a lOcation wnere it 

wood show you something you 
couldn't also see on firstperson, but 

u"imately we realised tha' we couldn't 

pull them of' Wlthout underrnonlng all 

the posrtive qualotoes the Vtew bnngs to 

the Thief gameptay." 

And Thief on third perSOn is a 

rOIIelatoon. Feeling tradrtJonaist. we 
swotched to firstperson ommedoately 

krf advantage the remote wm 
affords looks to be a small mercy 

when faci1g the 0\'erhauied Al. 

Though sti I endeanngly uncertaon 

when faced woth a thief on the r midst. 

inhab.iants are considerably more 
aware o' t'leof enwonment. M open 

door. doused torch or missing 

valuables (especially of said valuables 

were coni<Wled n the purse on thel' 

~~will spur guards to search the 

Thirdperson benefits from Garrett remaining a compelling 
character, and to see the master thief at work - from catlike 
prowl to warily confident sbide-adds weight to the game 

(the default Xbox VlfNIIS thordperson; 

on PC it will be firstperSOO), but were 

quockly seduced back by how 

confidently both perspectives are 

supported oonng play. T'lirdpetson 

benefits from Garrett rema1ning an 

enormously compellong character, and 

to see the master thief at woO< - from 

crouch to cat Ke prowl to wanly 

confident stnde adds weight to the 

game, rather than doffUSing rts 

ommediacy. Compared to how 

haltongty firstperson VI9WS have been 
Introduced into thirdperson stealth 

games, Deadly Shadows is 

surpnsongy assured Wlth the reverse. 

area or non-combatants to rush off 

and return with the guards in tow. 

Characters stroll, hunt and g1ve chase 

Wllh expressive Mma.tion. and 

Invisible War's ragdOI physics ensure 
bludgeoned guards can be arranged 

in cornprormsing positions, as is 

Tlllef player tradotoon. 

Would-be pacifists wjl be catered 

for woth a custom diffiCulty settong, 

allowing self-imposed lirnrtations on 

how often they can waylay. and 

extreme stealth players can even 

pun•sh themselves for being detected. 

it's easy to be excited by the 

promse of Deadly Shadows, and 

Bright lights, big city 

Thiefs metropolis plays a central role, servong as a link between missions and a 
hunting ground for players. Valuables from houses, apartments and stalls can be 
fenced and used to purchase equipment, but overzealOus ransacking of an area \VJII 
heighten secunfy and AI parano<a. "The crty has been in development since the 
Looking Glass days. I'd say it's midway between the interactive, living c1ty on GTA/11 

more difficult to guess how close it is 

to tu.: filling that promose. There ·s st 

much to be done: not least 

•mplem9!1ting the near-sublim nal 

foreboding of the soundtrack, and the 

natrati\19 that wl weave the game's 

elements together, hopefully achieving 

the pay-off fans have been waotong for 

Sance The Metal Age's diffhanger. 

However, Wllh Ion Storm Auston ·s full 

staff dedicated to the proJect and 
determined to learn from the mistakes 

in their preVIOUS totle. the death threats 

may be a ttle premature. Rea.y !As 
os Th~ef+-., a massive upgrade to 

graphics and feature set, not a 

cornptetely reconceived game," 

Smth ma.ntaons. What's especiaJy 

thn I ng is that Deadly Shadows looks 

to be as fresh and important 

now as Thief was 111 1998 

Uncharitable gamers may find the wall-hugging move a little Medieval Gear Solid, but lt 
proves useful for ensuring patrolling guards do not blunder into Garret! In tight corridors 
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from acute radiatiOil sickness. Some 
50.000 workers and fam1lies lill1ng 1n the 
surround1ng areas were evacuated on 
buses ovef the next two days. These are 
the only statiStics we are told about. 

Of course, the full extent of the human 
:ragedy could only be assessed years 
afterwards, and for ObVIOus reasons the 
government played down the death toll. 
Greenpeace Ukra1ne. however. suggests 
that over 32.000 people have since d1ed as 
a d1rect result of the accident, some 7,000 
of them from the crew sent to 'clean up' the 
site. ThiS does not even beg1n to cover the 
hundreds of thousands of people made ill 
by the resulting fallout. On a couple of 
occasions STALKER developer GSC 
maintains that the game respects the 
memones of those who died following the 
explosion, but th1s nngs a little hollow. For 
the record, we're no more troubled by this 
game's prem se than that of EA's 11ngotstic 
MOH: R1smg Sun, but GSC IS clearly 
worried about accusations of insens1ttv1ty. 

"We were slck and t1red of people 
saYing: 'The game looks beautiful and 
reatistic, but where's the rest of 1t?'" begtns 

Sergey lvanov. the Russian developer's 
founder. "Today, you Will have a chance to 

see what the game is all about." 
lt's a one-'level' demo created 

specifiCally for th1s press event. The word 
needs to go 1n inverted commas beCause 
one of STALKER's most Impressive 

game universe is d1v1ded into 18 z~nes, 
while some zones will not be access•ble 
from the beginmng, GSC promises that •t 
will be possible to find multiple entry ways 

into each zone. 
Many goals will be g1ven to the player 

at the outset, but most will be picked up 
along the way, some from NPCs and 
othefs from fellow stalkers scavenging the 
land for artefacts. A simple goal m1ght be 
locate a radiation suit that allows 
exploration closer to the power plant. 
Another might be to locate and kill a 
powerful nval stalker. GSC is vague about 
mission specifics - merely conf rmtng that 
one of the pnmary goals is to get the 
biggest haul of artefacts from each area. 

We irnag•ne it11 be ltke some warped 
versiOn of 'Treasure Hunt', one clue 

lt takes two hours for the game to move from light to dark, and the gradual effect is both 
and unnerving. Don't admire the sunset too long, because the nocturnal creatures will be stirring 
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Abandoned towns and cities have always provided strong settongs for survival horror games, but 
STALKER's premose is far from fictional. GCS has photographed and folmed the area extensively 

to another until the final destination, and 
ultimate point. of the game is revealed. 
CPU-controlled stalkers search for the very 
same artefacts as you, so getting to a 
location too late can change the outcome 
of the game. Seven different endings are 
mentooned by one of the GSC team, and 
eight by another. lt's a seductive idea. but 
unfortunately there's no evidence of any of 
thiS goong on in the demo we played. 

Instead we're given a simple objective: 
find an enemy stalker. take the artefact he 
holds, and hand ot m to a trader. A short 

cut-scene introduces the scenano. A pack 

of rabid, mutated hounds chase you and a 
colleague across a bridge. He goes down, 
caught and mauled by the animals, but you 
manage to get hom into a small out-building 
just as he dies. 

As we play through the demo. a GSC 
member excotedly points out his favourite 
features: "You can shoot the light fittong," he 

and wood decomposes whole trees and 
shrubs grow out of control. Indeed, it's the 
juxtaposition of the living with the dead that 
goves the game 1ts unoque atmosphere. 

Throughout the day, GCS proudly 
shows pictures of the team 1n and around 
the Chernobyl sole. There are areas in the 
game drawn from omagonation alone, but 
mostly the landscape reflects the changes 
that have occurred over the 1nterven ng 16 
years. The following day, we are taken to 
the Chernobyt plant otself and the adjoining 
town that housed all the workers and their 
famlles. lt's the archetypal ghost town, like 
something 001 of a Stephen King novel. 

Wth nch source matenal ~ke thos, ot's 
understandable that GCS wanted to 
reproduce everything in fine detail. A Ferris 
wheel peeks over some hogh-nse flats. 
We're told that a newly built faorground was 
due to open a day or two after the 
explosoon took place, and you can bet that 

STALKER's realism and attention to detail 
are remarkable. Textures are rich, but there's 
also a haunting quality to this universe 

offers. as we're about to exit the building. 
Indeed, the bullet pongs off the shade and 
the light swings around the gloomy onterior 
castong pretty shadows. lt's a clever effect. 
but probably not enough to turn today's PC 
garners' heads. it's going to take more than 
realtome loghtong to realoy make an impact. 

In the OU1side world, STALKER's much­
talked-abOU1 realism and attention to detail 
are remarkable. Textures are rich and the 
landscap.ng panoramoc, but there's also a 
hauntong quality to this universe. The game 
os seton 2010 on a klnd of parallel future, a 
VISIOn of what might have been. 

Electncity pylons tower over the honzon 
addong a famohar look to the 'andscape, but 
they also contnbute to the sense of 
deterioration, of a world scarred by 
technology. Industrial buildongs crumble 

ot woll make ot into the final game. The area 
we are confined to 1n the demo IS clearly 
some distance away from any of that. 
Raolway tracks overgrown woth weeds and 
corrugated build1ngs are the onsporation 
here. The mutant dogs from the cut-scene 
can be seen scavengong around. but they're 
not nearly as fnghterung as GCS wants us 
to beloeve. They attack Wlth a Senous 
Sam-loke s•nglemll1dedness. but a few 
rounds from an automatoc weapon deals 
woth them quickly. And this is where we 
begon to have doubts. 

These are compounded when the rival 
stalkef IS approached. Exh1bol1ng some 
rather erratoc Al. he begons to shoot at us. 
We shoot back. Roval stalker does. If these 
enemies are anything to go by, then GCS 
has a bog-standard FPS wrapped up in one 
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The GSC team visits the fairground that never 
opened. You'll be able to do so In the game 
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Throwing bolts will reveal anomalies, though 
this part of the game feels a little random 

< 064 

Though helicopters could be seen patroll.ng the skoes on the demo, it's still unclear what purpose 
they woll serve. Though ground-based vehocles can be driven, ll's not possoble to take to the skies 

of the most atmospheric game universes 

ever concerved. And while that rrught 

appease PC gamer.; the world over, it's 

disappoontong that enemy behaVIOUr os by 
this demo's standards, mono-dynamiC. 

We quoz the proJect lead, Anton 

Bolshakov, about the current state of the 

creature Al. "Today you are only seetng the 

most somplostoc monsters and there os st1 I 

much balanceng to do," he defends. "later 

on the game you wl11 encounter m1 itary 

lt should be noted that dunng th1s 

demonstration we only encountered four 

creature typeS: a stalker, a humanoid and 
two typeS of hound. However, ot"s clear that 

tf the combat IS to match up to the 

atmosphere generated by the haunting 

enwonments a great deal of effort needs 

to be spent omproV1ng the look and 

behaVIOUr of these assailants. 

"Th1s IS only a short demo," reassures 

Bolshakov. "In the f1na1 game there will be 

"There will be mutants with mind­
controlling abilities. These can see and 
hear through the eyes of other creatures" 

stalkers, for instance. They move in groups 

and there will be a squad leader. If you take 

out the leader then the group w111 not work 

aga1nst you so effectively. 

"Also, there will be mutants w1th mond­

control abilities. These can see and hear 

through t'le eyes and ears of other mutants, 

so they can organose a:tacks on the olayer 

using several other creatures. • 

later in the day it's rumoured that the 

creatures 1nhaboting the STALKER demo 

have been 1mported in from F1reStaner, a 

Senous Sam clone also made by GSC. We 

only hope there's plenty of tome for all that 

extra 'balancing'. Another disappointment 

is the way the creatures react to gunfire. 

There are no discernible body JOlts when 

bullets hit home, and the animation IS of 

a generally l1mited standard. 

!nendly stalkers who you can co-operate 

and trade w1th. Not everything you meet will 

attack and it's important that the player 

rema1ns open to every poS$1 bohty." 

The gravity of the situation 
A game world populated by adversanes 

undertakong the same quest as you? lt's 

STALKER's most attractive feature. There's 

no f1gure on how many other stalkers are tn 

the game world. but swift artefact gathereng 

1s Important for another reason: many can 
be combined together to produce spec1al 

1tems arid effects. lt's something we drag 

out of Bolshakov woth more 1nterrogat1on. 

"There's a grav1tat1on glove," he f1nally 

reveals by way of an example. "11 g1ves the 

player telekonetoc powers." 

We probe further. So, the p layer can 
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move objects around W)th hiS mtnd? "No, 

not QUite. it's like an tnvisible force that 

comes from the glove. You can target 
objects and throw them around. • 

He doesn't seem to want to gM! rmK:h 

eJse away. Asked for an example of another 

artefact power he decltnes, only hinting that 

saentists can be persuaded to help you 

work out how to harness them to best 

effect. There are many secrets here. 

However, Bolshakov does promtse that 

the game's day/night cycle wtll alter the 

pace and mood of the game. Each stalker 

has three key life gauges: health. endurance 

and a radioactivity level. RadiatiOn sickness 

can be cured, amaztngly, wtth vodka; 

endurance levels restored w1th sleep; and 

health with a combination of rest and 

medi-packs. Because everything runs on a 

24-hour clock (approxtmately two hours in 

realt1me) the player must f1nd safe locat1ons 

:o sleep. Of course. you are entirely free to 

hunt at night (GSC htnts that events alter 

after darkness falls) but the wildlife Will 

dramatically change, too. 

We ltnger 1n the demo long enough 

to see the sun d1m behind some 

Constable-esque clouds and eventually fall 

beneath the horizon. Ths landscape IS 

creepy dunng the day, but even Without 

'inlshed creatures the STALKER world IS 

absolutely territytng by mght. A small torch 

can be used to light the way. but 1t affords 

scant comfort agrunst the shadows and fog 

clustenng around. 

lt would be unfair to JUdge STALKER by 

thts demo alone, because so much of what 

will make it unique is absent. The creatures 

may lack dynamism, but when darkness 

falls any slight movement or distant growl 

gets the heart ractng. And let's not get too 

cntical: the enem1es that currently populate 

the world are not temble, they just don't 

Match up to the rest of the game. 

Another feature we aren't so sure about 
IS the •nclusion of 'anomalies'. These are 
tnVtsible radtoactive wh1rlwinds that are as 

fnghtening and tnitat•ng as they sound. A 

standard Geiger counter can p1ck up traces 

of these phantom killers, but one step in the 

wrong direct•on ensures you're sucked up 

and torn apart, lead1ng to an instant death. 

it's poss1ble to throw metal bolts around to 

pinpoint these anomalies, but it still feels 

hke you're playing a retarded version of 

Harry Goes Home. 
lt would be a pity if the vast and 

complex landscapes could only be 
traversed on foot, but GSC promises that 

later 1n the game vehicles can be 

commandeered, includ1ng an APC and a 

truck. Though Hind hefJCopters can be seen 

patrol'ng the skies- and, again, we are told 

they play a rr~ore significant role later .n the 

game- no 8Jf vehicles can be piloted. 

Unsurpns1ngly, Much of STALKER at 

this stage IS potential, but the demo 

certainly giVes us reason to be eve that it 

will, at best, be a moody and interesting 

FPS. However, the mult1ple enchngs, gra111ty 

gloves, military stalker squads and 

mind-controlltng mutants are the big 
vanables that will decide STALKER's fate . 

W1ll1t be one of the most innovat1ve btles •n 

recent memory, or an over-arnb•llous 

three-legged turkey? 

Trading artefacts and information w1th other stalkers should separate GSC's game from most other 
FPSes doing the rounds. However, these elements ho.ve yet to be implemented into the experience 
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KOJIMA VERSUS 
THE BIG ROBOTS 
In which 'big robots' are metaphors for a mad dog, a 
soulless movie industry and the Japanese games press 
as we find Mr Metal Gear Solid on ebullient form in Tokyo 

D I the age Of 40, I'm tt)'lng to screen off 
rAJ the business aspects of gam'ng and 
concentrate on developing great games. I 
shouldn't say this in front of the management 
at Konami, but in the future I don't want to 
pay attention to money, demographic data. 
etc - I want to become freelance and create 
the games I always dreamt of. CreatiVe~ 
needs strong finances, but the btJsiless 

aspects of the game industry are slowly 
tx.mng me out. • 

Hideo Kojima is speaking frcfidy as he 

relaxes n hs office. Situated Within a 
skyscraper., Tokyo's Roppong• HaBs area. 
Only a few years ago, ths part of the City was 
lllfMlOUS for thrOWing up the seeoer side of 

Japanese life, with its drugs, prostitution and 
hostess oars, but the dazzl ng chrome and 
glass surfaces it bears today give it a cleaner, 
mora futuristic edge. lt is a fitting environment 
for a man committed to pushing consumer 
gam1119 technology, a pursuit continuing with 
Metal Gear Solid 3: The Snake Eater, the 
latest \let"SIOI1 of which we will see later today. 

But first some background. Kqma may 
be one of Japan's foremost game makers, 
but not rruct1 is known about tls motivation. 
Today we're goong looking tor some answers. 

In the beginning 
H.dtlo Kqma was was born 1963. We ask 
hom of hs earliest memones,lookilg for was 



that led him to create some of the most 
ambitious videogames of all time. "The most 
intense memories from my childhood deal 
with death," he says, smiling brightly 
nonetheless. "I almost drowned in a river 
once, I was attacked by a savage dog, and I 
nearly got run over by a train when I crossed 
a track. I dealt with several life-threatening 
experiences growing up." 

At a very young age Kojima moved with 
his family from Tokyo to the small city of 
Shirasaki, where he enjoyed the ocean and 
the nature surrounding his home. Then his life 
took a different tu m when his family moved to 
Kansai. Missing nature. he became 
withdrawn, and began playing on his own. 
Then he tumed to television. "My parents 
foroed me to watch teleVIsion since they 
didn't have time for me, • Kojima explains. 
"I watched everything obsessively: 
entertainment, cooking shows, nature and 
wildlife, anime- the subject didn't matter." 

Being left home alone had a significant 
effect on the young Kojima. "There are keys 
in Japan called kagi-ko, home keys, which 

are plaoed in a string round the neck," he 
explains. "I used to get these, since no one 
was home when I finished school. lt was 
tough. I came home first, and had to spend 
the time alone -which I hated; the house 
was silent and empty. I still remember those 
feelings of solitude. I sbll feel strange coming 
home to my own fami y and find.ng out 
there's someone already at home. Each time 
I travel and stay at a hotel I put the 1V on as 
soon as I enter the room, just to deal with the 
feelings of loneliness." 

Going to the movies 
As a child, like many children Kojima 
dreamed of becoming an astronaut. As he 
got older his interests changed from science­

fiction to thrillers, and rather than an 
astronaut he thought about beoo~n~ng a 
policeman or a detective. All the while, 
though, he really wanted to make things. 

"As a child, I wanted to be an artist or 
illustrator. But I was held back by a relative 
who was an artist. He had financial problems, 
and that discouraged me. The common belief 

"My most intense memories deal with death. 
I almost drowned in a river, I was attacked by 
a dog, and I was nearly run over by a train" 

The percentage meter reveals how well Snake is blending into his surroundings thanks to his current 
choice of outfit and type of face paint. In this instance he's chosen to go 'naked' from the head up 

in Japan, at the time, was that fine schools 
and proper education led to safe and well­
paid jobs. Tilis was the Japanese ideal - a 
reg'mentation which had consequences for 
everyone who tried not to follow the 
mainstream. My dreams of beooming a 
movie director or book author came into 
conflict with this unwritten rule of society. lt 
made life harder for me, and made me feel 
alone and rejected." 

Nevertheless, Kojima began writing his 
own short stories, maintaining an ambition to 
become an author until high school. "Miy own 
novels, if you can call them novels, were my 
hobby," he says, explaining that he sent many 
of his efforts to Japanese magazines in the 
hope of getting them printed. ·Alas, I was 
never published. The magazines wanted 
1 OQ-page stories, but mine used to be 
around 400 pages long. • 

Kojima moved his attention to movies. 
diligently working with a friend who owned an 
Bmm camera to produce short children's 
films. Still his parents discouraged his creative 
urges. "lt made me feel even more 
desperate," he explains. "My family never 
understood my ambitions. I knew this deep in 
my soul, so I didn't share my creative hopes 
and dreams. Mly friends concentrated on their 
education and spent most of the time 
studying. We had a pop band. but it was only 
a simple hobby project. Mly friends never 
shared my dream of being able to support 
myself within the framework of a creative 
work, neither in music or on film. • 

Getting into games 
On leaving college, Kojima's friends went to 
work in banks or insurance companies. At 
the time, the videogame industry wasn't an 
especially fashionable pursuit in Japan, and it 
didn't sit well with a man who'd focused on 
economics for his degree. 

"I remember it very well," says Kojima. 
"Everyone said: 'Don't do it, don't do it'. 
Shortly after I joined Konami I went to a 
wedd1ng where I was asked to make the 
celebration speech. In Japan the speaker is 

always thoroughly introduced, and the master 
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Snake's Fire outfit is hardly a good choice when 
running around verdant jungles (top) - something 
reflected by a 0% reading on his camouflage 
meter. Tree Bark is a much more sensible option 

of ceremonies told the audience: 'This is 
Hioeo Kojima, a man of great talent, which 
he's throwing away at Konami'. I also met a 
former friend from college on a train who 
simply asked me: 'Wh'{?' while shaking his 
his head. But people have changed their 
opinions since then. Nowadays they greet rr 
with great admiration. I don't think my moth~ 
has ever told anyone that I work in the 
videogame industry, though." 

Kojima's first job at Konami was as an 
assistant on the follow-up to the company's 
massively successful Antarctic Adventure on 
the MSX family of home computers. "I 
presented tons of ideas!" he recalls. "My des 
was crowded with papers and drafts. I was 
so stressed and wanted to perform so badl~ 
that I hardly ever went to the toilet. I was 
working hard as bone. from early morning tc 
late at night. My colleagues worried 
themselves with my obsessive workforce, b~ 
never paid attention. After a session. I could 
feel empty, but during the night I dreamed 
about the project, and in the dreams came 
new ideas, and the day after I was full of 
powerful new visions. Eventually one of the 







bosses stepped forward and said to me: 
'OK, Kojima, take it easy. We have a new 
project for you'.· 

The budding project leader worked on a 
clutch of other 8bit titles throughout the 
remainder of the '80s, including, of course, 
the first two Metal Gear games, both 
successful for Konami but not as big a deal 
as the likes of, say, its Castlevania or Contra 
senes, whiCh accounted for many millions of 
sales during their peaks. He went on to 
produce work on the PC Engine and 3DO, 
but it would be a while until he really arrived 
on the scene from an international 
perspective, with Metal Gear Solid on PS1. 

Nuclear power 
Hideo Kojima's most recent games focus 
energy on dealing with the threat of nuclear 
weapons. Despite the violence which 
surrounds such themes, however, there's 
always an ongoing strive for peace. This can 
be traced directly back to his childhood. 

States and accepted, and finally fell in love 
with, American culture. I believe that I share 
this tightrope ambiguity with my father. • 

Kojima believes that his father's age at the 
time of confliCt was a catalyst for embracing 
America. If he had been born a few years 
earlier he would have hated the Americans 
even after the war, goes his reasoning. We 
talk about how Japanese people felt about 
having American troops stationed in the 
country for several years after the conflict. 
"The Srnithsonian Institute in Washington DC 
made an exhibi;ion a few years ago about the 
atomiC bombs over Hiroshima and 
t\agasaki," Kojima begins. "The exh'bition 
focused on the consequences for the 
Japanese people, and it stirred up a lot of 
emotiOns in the US, since most Americans 
believe that the bombs alone ended the war. 
Most Japanese don't share this opinion. But 
public opinions change over time. The tragic 
and undisputed fact is that the bombs killed a 
lot of innocent people." 

"With Metal Gear Solid 3 I want to tell a story 
about a short time in history where two 
superpowers almost destroyed our world" 

My parents were born in the 1930s and 
experienced the war," Kojima explains. "My 
father used to tell me stories about the 
bombing of Tokyo, how he was running the 
streets searching for shelter from the bombs 
and fires. He told me he carried wounded 
children to safe places. His stories had a 
tremendous impact on me. 

"I believe my father inspired me to more 
than I can imagine, despte the fact that we 
never shared similar interests. He was too 
young to join the army, but he had wanted to 
pin the navy and fight for his country - he 
even carried the navy's uniform occasionally. 
At the same tirne he was opposed to the war. 
He lost a lot of friends and could see all the 
terror and suffering the war brought down on 
Japan. 11 was like walking a tightrope. He 
hated the Americans for the war, but when he 
got older he made contact with the United 

Though much of MGS3's early publicity has 
focused on what Snake gets up to in jungly 
scenarios, there also exists a selection of more 
familiar environments. Expect explosive action 

The MGS series has been one of the p ioneers of stealth· based action, and it 's being taken to a new level 
with part three. Enemies have improved AI, but Snake also has more complex means to avoid detection 

Metal Gear Solid 3 continues to 
demonstrate Kojima's obsession with nuclear 
weaponry, but from the perspective of the 
cold war: "During the cold war, USA and 
USSR developed more and more fierce 
nuclear weapons. The two superpowers 
stood against each other and the whole 
world feared for human existence. This has 
changed today, of course, and Russia and 
USA have improved their relations. But it felt 
so awfully stupid that the Mure for all 
mankind rested in the hands of only those 
two countries. With Metal Gear Solid 3 I want 
to show this duality, and tell a story about a 
short tirne in history where two superpowers 
almost destroyed our world." 

Thus the game has a distinctly yesteryear 
feel. Could the Metal Gear Solid franchise be 
adapted to the political landscape of the 
'OOs? "If I will continue working with the series 
in the Mure, and if oo new and young 
powers takes over, I want it to be more at 
pace with contemporary life, but I don't think 
this line of thought would be appreciated by a 
younger game management." 

Control freak 
it's a well-known fact that Kojima likes to 
have total control when developing his 
games, getting involved in every part of the 
process, from scripting to cut -scene 

direction. By having such a hands-on role 
he believes, understandably, that his 
personality is more accurately reflected in the 
finished article. He has written most of 
MGS3's script on his own, and explains 
where his ideas come from: "I read a lot of 
contemporary history and socio·ecooomical 
literature in the job, and in my spare time I 
read a lot of fiction. 1 really read a lot. I use to 
team up with Fukushima·san, who creates 
scenarios for the games when I write the 
scripts, and we push each other forward. I 
often have trouble finding enough good 

material from the cold war to get rne going 
and be creatively inspired. But I read a lot of 
fiction from the time period, and try to 
imagine how the agents lived. lt's impossible 
to get tt 100 per cent accurate, but it gives 
me a good picture of the 1960s. 

"When I work with the Metal Gear Solid 
games I have to become a tight unit with 
Snake and put myself into his position. At 
those tirnes I keep away from influences that 
can be distracting. lt's hard screening off, but 
necessary~ I want to keep the original ideas.· 

EDG£ #136 073 > 



A new 30 engine is powerlng the outdoor environments. It'll have to go some to outperfonn Melbourne 
House's Transformers code (see p94), but Kojlma claims to relish the challenge of reinventing technology 

"Japanese game media is shit. Most reporters 
who come here for an interview haven't done 
their homework; they haven't done research" 

lt looks ll<e the thlfd MGS 'NI feature at 
least as much d>alogue as the seoos' 
previ()JS outing, whiCh IS only go.ng to fuel 
the fires of those who Cl8 m that KOJoma 
should be making fllOVIeS rather than 
tnteractrve worl<. "it's exactly as the cntics 
say!" Kq1ma blurts. "The games include both 
aspects. I could remove the story and create 
a pure hode-and-seek game, but I am 
convinced that the aud;ence wouldn't enjoy 
it. You need to keep the player's attenbon and 
create a sense of respons1b hty towards the 
characters and the worlds they inhabit. If I 
took away the storyl n;e, much of this magoc 
would be lost. If the player gets a missoon 
there smply has to be a story to mot1vate 
the player to act 1n certain ways. • 

What about a proper Metal Gear Sold 
film, then, with Snake up there on the btg 

screen? Kqoma considers this for a monnent. 
"it's not that I don't want to see a blockbuster 
based on the game,· he says, "but I must 
adnrt that 1 have trouble tmagii'Wl9 a fim 
dealng with the st~ of Metal Gear Solid. 
A fihl would have to be about a gigantoc 
robot and a great nuTiber of bosses . . • 

And what about the general trend for 
turning game propert;es into movoes? "I have 
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seen Resodent Evi' and both of the 'Tomb 
RaJdec" films - the latest on;e, by the way, bUy 

sucks." grimaces Kojina. •t guess HolyY.ood 

lack good ideas and wants to capttalose on 
famous brands. That's the &mple reason why 

we have all those films based on games. 
Unfortunately the game industry seems to 
have the same problem find.ng new ideas. 

The game and film industries are cyniCal­

everything's supposed to be made for the 
masses, often without any trace of deeper 

meaning added from the creators: 
lsn 't thos just a reflection of modern 

society in general? Kojima agrees: "Every 
artifact produced nowadays is much more 
commercial sed. The soul has really varlshed, 
there are only empty boxes. shaped after dull 
bluepnnts. Let's blame greed, because fs 
poisoning the SOLi. Greed can k.il anyttwlg. 

The urge to create or te-1 stor;es IS the base 
for the soul, the core. and without the core 
there s nothing. 

.I don't mild seeing games becoming 

films, but I don't Ke licensed games. Take 

Enter The MatriX, for example. \Woere the 
game de'.lelopers ptCked something here, 
and something there, from the film, only ll'l 

Older to make a poor game: 

Something's rotten in Tokyo 
VVhile we have him n a combative mood, we 
decode to ask Koj ma about a story we've 
heard about a rift between him and one of 
Japan's bog videogame magaztnes. 
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"Japanese game media IS stlt," he says, 

plainly. Woost Japanese reporters who come 
here for an tnteiView on Metal Gear Solid 
haven't don;e theor homework; they haven't 
donle their research. and you can hardly 

COOSider them being 1ntel igent creatures at 
all. You can pnnt that • 

We're tempted not to delve further, but 
do so anyway. "I am certain that most game 
reporters in Japan are not really journalists. 
they are useless Idiots,· Kojima continues. 
"it's easy for us to compare the quality of 
reporters from Japan and other parts of the 
wor1d wnen we visit E3 or ECTS, and this 
fact makes me mad." 

T1rn;e to change tack, perhaps. What 
about the not,on of a single-platform 
videogame industry, where technology 
stabiliSes and we have a level playing field? 
"The game 1ndustry IS dependent on 
technique- and I fike it that way." says 
Kojoma. "Personally, 1 enjoy the concept o' 
games as fresh goods. I don't want to play 
my old games - I actually don't want to see 
them There wit never be the perfect 

har'dw<w. There wll eNiays be new rnac00es 

crd new plat:orms- these evokJtions push 

the busoness forward." 
How about motlllation - after 18 years at 

Konaml, os~ still there to the same degree? 
"Yes. the motovatiOn's still:he same as 
before: says K011ma. "but I don't think my 
fellow colleagues share my passoon, they 
probably consider themselves as ord1nary 
white-collar workforce in an International 
corporatton. That's a logical result in a 
bus1ness wh1ch constantly grows and 
becomes more and more mainstream. • 

And so we prepare to leave Kojima, 
hav1ng enjoyed a refresh1ng few hours in his 
company. it's rare for such a sign1ficant 
player to talk so openly and honestly, but 
perhaps he feels like he deserves to be 
able to, thanks to his accomp oshments 

Before we go, we ask what he thll'lks wl 
happen With niS legacy. "The DNA I created 111 

Metal Gear Solid wil continue to live on 1n 
other games." he says. "You can already see 
11 111 Spinter Cel crd Syphon Ftller- they're 
parts of my legacy.· We wonder rt their 
creators are qute so outSJX)ken. =-

Konami is carefully orchestrating its PR campaign 
for Snake's second PS2 adventure, its latest mov1 
being to painstakingly illustrate the differences in 
his selection of outfits. lt's comprehensive stuff 
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The Center For Computer Games research, based 
at Copenhagen's IT University, Is an impressive 
modern facility that churns out masters students 
with a strong holistic education in all aspects of 
the production, design and culture of videogames 

The international videogame industry is likely to take notice 
of a city where a large number of students are graduating 
with skills directly relevant to game development 

have a certain advantage when targeting the all· 
important US and UK markets thanks to the high level 
of English spoken, but they are still isolated from the 
game industry's traditional heartlands. 

"The answer is to establish Copenhagen as a 
recognised regional centre for games research and 
development," argues 80rensen. Publishers are more 
likely to take notice of an integrated scene than of 
developers working autonomously. This united front is 
one of the aims of the Danish Producer's Association -
an organisation similar to TlGA in the UK - to which all 
Copenhagen's game developers are affiliated. 

In addition, the international game industry is likely to 
take notice of a city where a large number of students 
are graduating with skills directly relevant to game 
development. The IT University processes masters 
students through its Center For Computer Games 
Research, where programmes combine technical and 
cultural studies. From September, a new Game 
Education postgraduate programme, which 
amalgamates resources from ITU and three other local 
universities, will offer units that correspond to actual 
jobs on a game development team. However, assistant 
professor Troels Degn Johannson is quick to add that 
their courses are educational, not strictly vocational. 
While many graduates will find jobs in the industry, he 
feels it's equally important that the research they 
contribute to during their time at ITU can accelerate the 
understanding of what makes a great videogame, and 
applying this to new forms and concepts. Naturally, 
Copenhagen's developers are watching closely. 

Get the party started 
There is a definite feeling that if the Copenhagen 
government doesn't have funds to plough into 
development at a base level, then at least it can raise 
the profile of the city's game scene (already an 

impressively integrated entity) through marketing. "We 
know they have the budget, • says S0rensen, indicating 
the involvement of Kontrapunkt in this project. 

Many of the major players we speak to call for an 
event of some kind to celebrate locally produced 
software and raise the city's profile. The ideal nature of 
such an event is disputed, however. A trade show like 
ECTS is unlikely to be supported by international 
publishers, while, conversely, publishers would be the 
only direct beneficiaries from a consumer show. 

Launch events for games created in Copenhagen, 
such as the recently released Gangland from Media 
Mobsters, would seem to be a decent compromise. As 
Sony demonstrates with its regular 'million sales' parties 
in London. the promise of free booze and good music in 
an exclusive location is enough to bring the game 
industry's movers and shakers together with luminaries 
and Jiggers from other spheres, adVancing the 
recognition and acceptance of the PlayStation2 brand 
and serving to forge contacts between creatives in 
different fields. No single Copenhagen game company 
would be able to underwrite such an event, but with a 
little local government aid, voila: the profile of the game 
industry within the city, especially in the Danish mass 
media, could be heightened at a boozy stroke. 

Copenhagen already has an ideal base for 



Games In government: 
we set the agenda In 
Copenhagen City Hall's 
historic debating chamber 



The major players 
Who's who on the Copenhagen gaming scene 
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10 Interactive Deadline Games Interactive Media Mobsters Pinkfloor Boom town The IT University Of 
(CEO Janos Flosser) (CEO Chris Mottes) Television Smaller development Startup developer with Denmark's leading chain Copenhagen (ITU) 
Denmark's only premier- Copenhagen's second- Entertainment outfit which recently a mission to produce of gaming cafes. with Academic institution 

league developer and a largest development (CEO Soren Sorensen) released mob-themed games, TV shows and four branches across the that runs a series of 

shining example for house in terms of staff Copenhagen's oldest RTS totle Gangland multimedia products for country including its masters degree 

what independent talent numbers, Deadllne has development house, thtough WhipW teenage girls. impressive flagship store programmes thtough its 

can achieve in any previously concentrated ongonally a TV lntef3Ctlve. in Copenhagen, whoch Center FOf Computer 

country. FOfmed on 1998 on offbeal PC adventure productiOO company houses over 100 top- Games Research. 

woth seven employees, games for the responsible for creating drawerPCs. 

the successes of the Scandanavian market Hugo, a cartoon International expansion 

Hitman and Freedom but is close to character. Hugo games has already begun with 

Fighters games now announcing its new on everything from PS2 the opening of a Zurich 

support a staff of 140. massmarket action to mobile phones are branch. Boomtown.net 

Eidos bought 10 fOf title, tn partnershop now the company's os also a successful 

£23 mo ion in March. with Take 2. maon business. online gaming POftal. 



Denmark's tough stance on immigration and the city's 
high taxes, underlining that anything preventing creative 
people from migrating to the city is an issue for the 
politicians to address. 

The knowledge 
Copenhagen's game scene IS in a great posrtoo to 
expand. Supported by sympathetic academiC courses 
and a strong consumer base, the potential is evident. 
Most of the city's developers (Including 10, ITE and 
Deadline) have a background in TV or film production, 
meaning that crucial process management sk1lls are 
already in place. A contrast is drawn with the current 
state of UK game development, in wh1ch several 
companies are struggl ng as a result of naiVe buSiness 
structures, with the guy who once programmed code 
finding h mself at the head of the boardroom table. 

Th1s awareness, and a willingness to learn from 
successes and fa ures elsewhere, is also to 
Copenhagen's credit. While the UK game 1ndustry has 
grown or) a spontaneous, haphazard fashiOn, Denmark's 
has the opportunity to develop more strateg,cally. w1th 
(local) government interest and support. The mere fact 
that City Hall has instigated a debate about its potential 
role in the industry speaks volumes. Governmental input 
at any level into British videogames, especially when 
considering them in terms of a creative industry, is rare 
Still, discussion at the hearing inevitably returns to 
financ1al concerns The toughest part of game 
development 1s gett1ng a project through to demo stage 
n order to attract funding from publishers cx 1nvest()(S. 
Serensen sees the only truly effective solution as a 
£50,000 mun1C1pal development fund for exc1ting new 
game proJects, to help them over the initial hurdle to the 
point where they can attract investment independently. 

In terms of startups, there are barriers to surmount 
before companies can even begin thinking about 
programming that first line of code. Videogame 
designers, like artists and musicians, need cheap studio 
space. They also need a broadband infrastructure; 
access to knowledge and advice both in terms of 
games design and small business operation; and the 
ability to share development tools and ideas w th other 
games companies and with people worKing lfl related 
disciplines such as design, an'mation and film 
production. Currently, Denmark is not regarded as a 

country or a culture that encourages entrepreneurism, 
and this state of affairs is certainly w1th1n the local 
politicians' remit to address. 

Kontrapunkt's aim is to produce blueprints for 
'practical utopias' that Copenhagen's government can 
work toward for the good of the C•ty. One of the 
agency's more idealiStic suggestions is the creation of a 
'virtual Christiania' for game deSigners: a physical or 
virtual space where visionaries from different 
backgrounds could exchange some of their more 
expenmental deas. The hope IS the next Eye Toy, Sim 
City or Rez could emerge under these free-thinking 
conditions, but th1s dream seems more utopian than 
practical at the moment. 

At least the politic1ans seem energised by the 
debate. After the hearing at C•ty Hall, one of 
Copenhagen's politicians was overheard promising new 
funding initiatives for videogame startups. With regard 
to the city's existing development houses, Deadline's 
Chris Mottes hopes that the l1nes of commun1cation 
now established between the game 1ndustry and the 
politJcians remaJn open: ·we are cxganised, we meet 
regu arty under the auspiCes of the Producer's 
Association, and we have lots of ideas. All we ask 1S 
that the politicians consult us.· 

Kontrapunkt's Rhp Lau was pleasantly surpnsed to 
see how the debate opened up everyone's thinking. "it 
seems that the specific rules and conditions for the 
games industry are not as relevant as having a vibrant 
and cool city to live in and be in," he says. 

"The concluSions deal more with the overall crealive 
ambience in the city than industry-specdic laws and 
regulations. lt is about being open to reN thougnts 
and ideas on a human - not buSiness - evel. • 

Elisabeth Kongsmark, obselv\ng the pro,ect on 
behalf of City Hall, felt there were tour ma,or Ideas that 
gained the attentiOn of the pol ticians: the dea of 
creating space fcx experiment1ng and .eamng; the dea 
of combining computer games w1th educat1on; the need 
to put Copenhagen on the International videogame 
map, perhaps with some kind of festival or event; and 
the idea of nurturing a creative environment in the city. 
"What the politicians will decide to act on 1n the end, 
I do not know. Time will tell ," she says. 

The videogame 1ndustry at the beating heart of a 
creative, fcxward-lookJng European captai oty? 
In today's cfimate, that's senous progress. 
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Boomtown is a thoroughly modem, dedicated gaming 
cafe in the very centre of Copenhagen, ita facilities and 
atmosphere putting many similar UK efforts to shame 
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The new back 
One moment a single hyped game boasts an eye-catching new coding 
or stylistic technique, the next you can't strafe an inch without bumping 
into it. But how do these revolutions happen? Edge seeks the answers 

M 
ax Payne wakes to find hmself n hospital. Clamoemg out of 
bed. he seocts a tray of medical eqLipment flyilg. As he staggers 
through the wards the destructoon cootJnUeS. wrth screens and 

machones Claltenng to tile floor. 
it's an arrest111Q begiMong. The breakthrough Slmu1ated real-wood 

physics 1n Max Payne 2 1mbue Payne's woozy return to conscoousness woth 
an immedoacy that an onan mate 3D world could never mar age. 

However, even when Payne recovers his senses, the world cont nues to 
lose it. Max can pick off thugs from 50 paces, but lle can barely cross an 
office wothout a potted plant tal ing over. The ragdoll system that has bodies 
cartwhoolng through the air from grenade blasts provides some 

much-needed v.nlty for this reler::Jess d remorseM killing machine, but 

Max"s parcv101a seems juStified 'vhen whOle warehouses appear piled hgh 
wtth stur. JUSt tor him to knock d<M/n, or when his foes banter obliviously in 
front of sw~ch-actovated and physical1y ITlOdened battenng rams. 

Even of befuddled Payne could somehow Slop from thos dystopoan wOOd 
to take his chances on another 1..poornng shooter, he'd find no release. 
This is the year the physics cost/benefit equatiOn is finally resolved, wrth 
Half-Life 2, Halo 2 and Doom Ill all showcasong new physics systems­
and no doubt equally labounng the point (id Software is already demoong 
Doom Ill whh a butchered man ne reaJostically swinging upside down Jrom 
a rope, spurtong blood). 
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In short, physics has amved in games 1n tradrtional fashion. The 
technology is almost overnight becoming standarcl1ssue, and in many 
cases it will be inappropriately or sub-optimally used - just as everyth ng 
from parallax scrol ing and bi'mear ftltering to eel shading was when it 
debuted. Sornetmes. as 111 b<Unear fi~enng. tne amvai1S down to rteN 

hardware that makes the tectYlique computationally nmstJc or even 
effortJ6SS. In eel shacing's case 1t's as much a tasnon thing, albeit aided 

by more powerf1.A hardware. Very occasionally, as With pnys.cs, a key 
software vendor plays a role - Max Payne 2, Halo 2 and Half-I..Jfe 2 al 
incorporate the off-the-shelf Havok physics API. 

"it's often only a perception that things appear overnight, • says Chris 

Kingsley, techn cal d rector at Rebellion. "How many t:mes have you heard 

that an actor is an insta"lt success. only to ~nd they've been plying theor 
trade for years? lt is no different With games. Loads of ef'ects seem to 
appear ovemoght. OUt <n realrty tney've taken many years to go from the 

first groo of an idea to appear on the shellles 10 a sh pped game." 

The underly1ng power ava1.atlle to programmers 1s typically the crucial 
determinant. Many graphics techniques, for example, are first pioneered by 
academics -often not even in realtime. Eventually the same effect is 
ach'evable on consumer· !evel entertainment hardware. ·once the hardware 
technology has certa.n features or reacnes a certain level of power, then the 
doors - or perhaps floodgates- are operJ," Kingsley adds. 

Loads of effects seem to appear overnight, but in reality 
they've taken many years to go from the first grain of an 
idea to appear on the shelves in a shipped game. 
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Big break: eel shading 
Mark Baker, lead programmer, Climax (but worked on PS2 eel Shadmg at SCEE a few yeatS ago) 

"Ce shadmg IS 1nlere5\1ng beCause n seems IO have beWI 
developed ndependently by a 'lUmber of peopie at the same 

t.me, a~houg~ rt's possoble that they were al inspired by 

Soggraph papers and shaders for Max and Maya. 

·Jet Set Radoo was one of the first games to make heevy 

use of eel shading. although Zelda The Wllld Waker IS probably 
the best known, for Its departure from !Pe previous games. 
Certoon-«ique and stylised rendenng have long ~ 8lttaC!Ive 
goeiS for developers, and the InCreased power of the 

PS2-genera!IOO consoleS expended the developer's creatrve 
freedom to encompass them. There have been a cocple of 

refinements to the orig•nal Shading techniques, but the ma1n 

improvements 1n eel shadong have come from a greater 

understanding of the d1ffenng styles that can be created. As with 

all visual effects. eel shading must be carefully taolo<ed to 
enhance rather than dettacl from the v sua1 sty1e. 

"Uttmatety, I'd like to drtch the term eel shadong"" favour of 
the more general 'NPR' - non-photoreaJIStlc rendenng. NPR os a 

more accurate desetipbon of what games requ re. For games 

""e Splrnt~K Cell, reahsm is appropnate and mproves tne game 

experler>ee. For many olhe<s, a more stylised rendenng is 

desirable. Th1s should not mean s1mply apong cartoons, but 

rather developong a unique VISUal •dent1ty for each game. 

• XIII and Teenage Mutant Nin}a Turtle$ are both exce<lent 
examples of the maruraoon of NPR tec:Moques. In both. the 

rendering tectnques ate -QUite correclly - secondary to the 

overall style end 'look'." 



While new hardware is typically a factor in such debuts, Ws sometimes 
as much a 'craze', aloeittechnologically supported, that sees a particular 
·look' take off. "One example that springs to mtnd is lens ftare on the N64," 
recalls Steve Ellis of Free Radtcal Design, who first noticed the effect tn 

TLXOk. "At one time it seemed that fN9f\j new game had to one-up a1 
previous games by ll'lCreaSing the complexity of their lens ftare ellect. • 

Nowadays. lens flare is more suotly employed. The tectnque was 
aways somewhat bizarre, an effect replicating one whoch OCCU'S 1n canera 
lenses sitt1ng oddly wthin firstperson shooter games. Over lime. dellelopers 

nave toned rt down to become a more real.siJc ·sun glare' effect. 
Another effect that Ellis says has gone through the same trans,toon 1s 

mollon blur. which first made its presence Clear 10 the ear1y PlayStat10n2 
trtJe IQ Remix. This is typical of new effects- once they've spread through 
the current flock of games faster than Asian flu and are. 1n marl<eling t8!'ms, 
more a 'tick box' item than a unique sel ing point, developers can start 
5guring out how to sens1bly employ the new effect rather than just 
squeezing it In regardless. 

The CD-ROM example 
Perhaps the classic exarrple of game deveopers losing theor senses wt1en 

gifted wth new technology came With the advent of CD-ROM ra the rrlld­
'90s. Suddenly freed from the storage IL'Tlitallons that '"i8d previously 

dogged games, developers rushed to 'exploit' the med•um by stuffing the 
diSCS with extraneous rubbtsh - not so much a case of throwtng the baby 
out with the bathwater as drowning it in a swimming pool. 

"it's interesting how the industry feels the need to max out on any 
storage space, or exploit any new technology, before asking if it's actually 
necessary for the art's sake,• says James Hannigan, the BAFTA· 
nominated composer currently scoring 8ix;r StudiO's Ev7l Genius. 
"In tenms of game mUSIC, thiS might mean 'filling' the CD- or rcw OVD­
by reccn:fng the largest unaginable orchestra or moong muStC tn 5.1 -
....nether or not this IS reely erllancing. • 

Now ln2Games markettng director, but formerly MD of mid-"90s 
developer Pure EntertalrYnent, Hany Holmwood wel1 remembers the 
debolrtating effect that CD·ROM's amval had on games: the COt and 300 
console shoot 'em ups where the prerendered backdrops streaming off the 
CD looked gorgeous until you realised the enemy sh,ps were part of the 

Big break: texture mapping 
Glenn Corpea, techn•cal d1recto.-, Climax London 

"After mov•ng from the Amiga to the PC around 

1992, I was play•ng w1th polygon routines- the lovely 

byte-pet-pixel modee on VGA cards made it so easy 

-and I worked out how to ach•eve Gouraud shad•ng. 
"I was feeling pretty smug about thtS until I saw 

screenshots of Uf:ims Underworld that completely 

floored me- they were wrapping textures around 

everything. That seemed I ke an incred ble 

achieYement at the tme. even an !!'at t.ny w.ndow. lt 
took me a while to realise that ~ was. in a way, juSt 

20 Gouraud shad•ng. Ultima Underworld went on to 

inspare me to create the graphic eng ne fo.- Magic 

Catpet which •n 1ts own sma I way featured a few 
innovat•ons of rts own hke vanable translucency. 

Magic Carpet (PC, 1994) 

£DG 

an1m.1t ng geometty, reflections and, errr, rather 
too much fog ... 

"Texture mapp1ng enabled a huge tump ohend 

•n the r1chness of early 30 games. PC hardware 

startocl support1ng •t directly by around 1995, and at 
was the only sensible way to get anyth ng look1ng 

good on the PlayStat<ll'l. 

"The power of those macrur,es meant that 

developers were woMn9 w.m :lny numbers ol 
polygons- A spac:eshJp :ha: was barely more than 8 

few tetrahedrons stud< together looked o hell of 8 lot 

better w~h a brt of detail drawn on the sides. 
''I'd be surpnsed if there as anyth ng that wi I 

make the •mpact that texture mapp ng dd aga,n." 

0 
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Big break: slow motion effects 
Chris Kingsley, technical d irector, Rebellion 

"I have seen many techniques that get used in a lot 

of games once someone pioneered them first. One 

that spnngs to mind, and Ws close to my heart, is the 

slow mobOn effect. 

·we first used this in Alrens Vs Predator on the 

PC as a bonus for good players- we called rt John 

Woo mode in tribute to the master filmmaker who 

insp~red us. We used it principally because the game 

speed of Aliens Vs Predator was so fast that often 

the player would miss something. We had !acral 

expressions and character emotrons, and the player 

could shoot off ondividual body parts from the Aliens, 

but a lot of people did not appreciate them because 

of the game's relentless pace. 

"We were pleased to see the effect appear later 

in other titles, with some games even focusing their 

whole gameplay on it. The growing popularity of 

Hong Kong-sty1e action movies made by the likes of 

John Woo and the Hollywood movies they inspired, 

such as 'The Matnx', have made slow motion effects 

popular everywhere. 

"I am pretty happy that we got 11 nght first time. 

Not only did we slow t •me visually but we also 

slowed time sudrbly. We slowed time when the 

player came face to face with an enemy; later 

developments have seen slow motion more under 

the control of the player with a few more effects, but 

not srgnrficantly modrfied from our init ral work." 

Saturn Virtua Fighter. Instead of generating true 30 polygons, Sega's 
console twisted 20 sprites to the required shape. This used less processing 
power, but was not a method 30 programmers were familiar with at the time 

backdrop too, with explosions simply being drawn over them as they 
scrolled off-screen; or the peripheral-based game Mad Dog McCree, when 
your brain had wait to wait for the nascent technology to catch up. "In 
McCree you used a lightgun to shoot a cowboy: remembers Holmwood. 
"Only problem was that when you shot him the disk wh'rred for a few 
seconds, and then you'd see him clutoh his ohest and fall over! it rather 
ruined the i'lusion. • H seems ridiculous now, but in the days before huge 
textures, developers didn't really know what else to do wrth -or indeed 
have much need for- the CD's capacity. 

"I worked on what started off as a floppy disk game but was later 
ohanged to CD-ROM- the latest thing," Holmwood says. "lt was an 
incredibly dull hardcore naval warfare simulation - all radar screens and 
'blip!' noises, designed for the obsessive war nut. 

"Once rt became CD-ROM we had another 649Mb to fill. As well as the 
radar screen - where absolutely all the gameplay took plaoe -we had to 
enab'e you to walk around your ship, go to your cabin, have a cup of tea­
seriously- and then walk back to your screen and start looking at the lrttle 
boat icons again. Then we had to add cut -scenes, so that when a ship 
launched a missile, a little window would pop up showing it launching. 
Then we added story cut-scenes. 

"All this stuff was very pretty and rt probably added to the sales as 
people just wanted pretty things to show off their CD-ROM drives, but it 
added absolutely noth1ng to the game. lt was like having a line of monkeys 
danong around the speedometer on your car.· 

Even worse is if a new teohnology or craze stifles creativity, especially if 
it becomes embedded in hardware or software such as Microsoft's Direct)( 
API. (The latter was a particular conoern for id SOftware's John Carmack in 
the late '90s.) While Glenn Corpes, technical director of Climax London, 
unde,stands, partook in and applauds the rise of hardware texture 
mapping, he also sees the downside. Artists quickly started using fewer 
polygons and turned to bigger textures instead, aided by a new generation 
of 3D modelling packages that were increasingly targeting game character 
design. By the time 3D had irrevocably taken over from 2D 1n games, 
almost every 3D game used texture mapping. 

"In some ways this was a shame," Corpes says. "If texture mapping 
had never made it into hardware, we'd maybe have more innovative 
graphics systems today as programmers could use more creativity. We'd 
be seeing far more sty1ised games, rather than everyth,ng being an attempt 
at photorealism apart from a few eel-shaded exoeptions." 

"I remember being at the event when Sega announced the Saturn 
and descnbed how it oould only draw warped sprite things rather than 
textured triangles. A gasp eohoed around the hall. I was amazed that 
there were so many 3D programmers in the room who instantly 
grasped the significance of this. Of course, a little later the details of 
the original PlayStation were released and a lot of people loved the 
way rt worked because it was fairly familiar. I have a theory that this 



Big break: isometric 30 
Pholop Ollver, CEO. Bl.tz Games 

"One thong I remember kickong off on a bog way"' the early 

Spectrum and Amstrad days were osometnc games. Once 

Sandy WMe and Angela Svthenand broke rt on on Ant Attack, ~ 
popped up all over the place in games I ke Head Over HtHJfs and 

Match Day, and on a lot of U~omate's output. 
"We used ot on our Sp1ndizzy-clone tncredoble Shrinking 

Sphere and we e0SO made the most of rt on GhOstbusfet'l If 

"The I&Omelnc perspective gave 3r' lllusoon of 30 that we'd 

somply not ~ before. There were so many techniCal im!nliOnS 

back then tnat of anyone worked out how to do someth.ng new 

we were all us ng rt The only problem was that eNery new game 
for a whale looked the same, and rt got bonng very quockly. 

"The other problem was that it just made everything run so 
damn slowly- that and the fact that the 'attribute clash' 

problems on the Spectrum meant that the whole room would 
have to be one colour. and your marn character would be really 

difficult to see. Controls were tricky too because rt takes a bot of 

getting used to pressmg 'up' when you act ..ally wa'llto go 

'up-and·iett'. The aovent of the s~ and the Amoga brought 

;oystrck control as standard. though, so movement around an 
lsometroc 30 level became much more rnturtove. Add to that an 

rncreesad colour range and a little more processong power and 

we were all able to make it work a bit better. 
"Wrth the advent of the PiayStatron and 30 graphics cards 

for PCs, lsometnc level desogn largely came to an end as we 

reel Md we could do 30 for real. lt lives on on some Game Boy 

~. but otherwise rt's now a faorly obsolete idea." 

was a factor 1n the relat111e successes of the two rnactunes. • 
Much more common than the whOlesale shifts nlliated by texture 

mappong or CD·ROMs are faddish examples of H<:Hmwood s 'dancong 
monkeys'. For example, to play certarn early P1ayStation games like Loaded 
and Tunnel 81,or PC titles loke Terracide or Forsaken, IS to enter a funfair of 
red and green hghts emitted from seemingly every waU. vehicle and 
weapon. Programmers could suddenly implement Gouraud·shaded 
polygons. so they did Repeatedly. 1: was also around this t.l"l9 that 
numerous game menus turned 3D- unbl develOperS realised such menus 
adcled nothing but development ume to their projects. 

The promise of something new - even just eye candy -
is one of gaming's core engines. Without tempting 
fireworks, hardware manufacturers would struggle to 
upgrade garners to new generations of hardware. 

Similarly. the rnage bloom effects of Pnnce Of Persia· The Sands Of 
Troe and Wrecldess OCltAd look rather i'1ackneyed in a ffNI years tome. 
reckons Argooaut's senor programmer Warrick Buchanan. as wtJI the 

overuse of enwooment mapping. "The vendong ~ nes n Soldter Of 
Fortune stock out in my m nd." he says. "They were predomonantly flat, and 
due to the approximation that environment mapping uses to work they 
looked crap - it is best used on surfaces that are far from flat." 

To be so aware of the transitory impact of groundbreakong specoal 
effects is not to dende them. The prom1se of somethrng new - even just 
eye candy- is one of gaming's core eng nes. and today's danang monkeys 
are tomorrow's stalwart frontiEll'-expanding rnuniOOns. Besides. Without 
gaudily tempting firewor!G. nardware 1'1\Clrufacturers would struggle to 
upgrade garners to new generations of uttmately suoenor ~. 

HaVong created sufficiently powertU siicon, console lrd 3D cnp 
manufacturers rrJy on game prograrnmers to sell their feature-sets to 
garners. The best example of this call"e with the 3D accelerator boom 1n 
the mod-'90s. Unimately. the w.nners tnumphed due to a comb1naton of 
courting develOper support and hardware supenonty - 3Dfx's Voodoo 

Prince Of Persia· The Sands Of Time's lighting effects and 'smoothed-out' 
look could appear tembly dated once the techniques employed become 
commonplace throughout the industry, reckons Argonaut's Warrlck Buchanan 
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Big break: CD music 
John Broomhall, independent audio d>rector. A veteran of several dozen games, he recently worked on Pop Idol 

"The abilrty to replay CD tracks on games was an 

ovemight phenomenon brought about by the 

introduction of disc-based dehvery. Arguably. it 
constitutes both a blessing and a curse. 

"Suddenly, high or even medium fidelity was 

king. compared with the foibles and limitations of 
hardware replay- the so-called 'chip musoc'. And 

yet that FM sound in games past did, somehow. 

seem to belong. 

"In the wake of Wipeout, marketing directors 

across the ondustry hounded audio directors to 

include licensed tracks. Meanwhile, wannabe film 
composers with•n games were able to show off theor 

musical and production chops. 

.. 
"Did we get better game musoc? Well, for sure 

we got bette<-soundong game musoc. However, the 
application of linear tracks in an interactive medtum 

has presented some fundamental conundrums that 

few have really had the patience, vision, tome and 

budget to address. 
"Over time I expect musoc composition and 

delivery to become more sophistocated. This ts still a 

relatively new medoum, and I am intrigued to see how 

composers will address the challenges of a non­

linear medium: linear tracks have served the r 

purpose; interactive MIDI based systems don't 
sound good enough to the OVO generation; and all 

our references are from film - the previous 'artform. '" 

Graphics having not just the hardware bilinear finering that wou'd-be rivals 
like Videologie's PowerVR PCX 1 lacked, but also being much easier for 
coders to show off on thanks to its much-loved pre-DirectX API Glide. 
"The hardware guys go to great lengths to make their technology enable 
cool stuff, but they need games programmers to bring this to the wider 
gaming public," explains Kingsley. "I attend a lot of technical conferences 
for graphics and sound, and I often see the same techniques demonstrated 
almost simultaneously on new hardware from different manufacturers. This 
acts as a catalyst for many effects that will appear later in games." 

There's plenty to look forward to - the evolution of game technology will 
continue I ke this for the foreseeable Mu re. Kuju's technical direct<lr Adrian 
Hawkins foresees the standardisalion of anisotropic and other filtering 
techniques in hardware, and also looks forward to the maturation of 
programmable hardware pixel shaders and custom l·ghting techniques on 
next -generation consoles. "Look oJt for decent BRDF lighting, high 
dynamic range and spherical harmcnics," he predicts. 

"The Doom Ill sty1e of generating bump maps from high polygon 
models looks set to stay for the foreseeable future, even though it increases 
the scale of content production somewhat," reckons Buchanan. "You can 
see this being extended into genera\lng displacement maps and various 
other things for nice per-pixel self-shadowing surfaces, and view dependent 
parallax effects with more complex lighting functions." 

Developers are also busy maximising the technological breakthroughs 
of yesterday. Audio channels, for example, have exploded during the past 
five years and 3D audio is now common. but the resun has too often been 
a thoughtless cacophony as the soundscape has been s<mply stuffed with 
muniple effects and music. "In development terms, there is less of a 
problem and more of a solutoon -but arguably enough rope to hang 
ourselves with eteatively," is how audio veteran John Broomhall puts it. 
"I can't help feeling that the potential artistry of game sound that goes way 
beyond the literal is largely yet to come. • 

lt a similar story with programmng -the big changeover to 3D is far 
behind us and the programming template is set. for now, but developers 
continue to push it. Remember when Shiny boasted of (and attempted to 



Big break: bilinear filtering 
Adrian Hawklns, technical director, KuJu Action 

•e inew f,ltenng In Mrdware appeared n 30 games 1n around 

1996. and has been used 1n Just about every 30 game ever 

s1nce. lt came about w1th the advent of 30 accele<ator cards on 

the PC. These cards perlormed the fi~enng operahon 1n 
hardware, ot httle or no extra cost. and gave a marked 1ncrease 

1n v1sual quahty over point sampling (as seen 1n software· 

rastensed games of the trne), wtuch lyplCally had a very 

p1xelated look. 

"Video RAM was lim,ted, uploed costs we<e h1gh and 

therefore textures had to be low resolution. Over time, increased 

texture resolut1on- through compree.s1on techniques or just 
more memory-has led to less of the 'blurry' effects that are 

common w1th I near fi!tenng. Better texture mappong tools and 

art techniques have also enabled more even and opt,mal texel 

resolut1ons- for e><ample, d,stant scenery wh1ch the player 

cannot get closa to can be of a lower resolution, whereas the 

fO<"eground needs a h~gher resolution. A more unique look to 
games has also started to emerge through better lighting." 

''We'll see des1gners being able to throw down huge 
forests, scatter debris on the ground in a ruined city 
and build objects out of truly textured surfaces" 

patent) the realtme tessellation 1n Messiah? Now level-of-dota'l schemes 
are just the latest technology to shift 10to the background as a crucial and 
ubiQUitous engine~: "We'll see desiQners being eble to throw 
down huge forests, scatter debris on the ground 1n a ruined c1ty and build 
objects out of truly textured surfaces, al of wtl1Ch WIP use thousa'1ds of 
polygons 10 the foregrot..OO wn.e using Of't.J tens of them n the distance.· 
explainS Corpas "Of couse very few people wl realise it's l'lapp(ring -

wtl1Ch JS as rt shoiAd be. • 
Utmately. technology that debuts with a bang ends not Ill a whomper 

but n asSirTlllalion. The physics of Max Payne 2 are obti"USIV6 now partly 
because they are somewhat overused, but also because of the novelty. 
Reviews 1n a few years' tme are un:ikely to mention tt>e more mundane 
aspects of physics. except where it goes wrong. 

"If older entertainment industries are anything to go by. the term 
'artform· only tends to get used when any associated technology or 
production tools have become so Widespread. and their use so 
transparent. tnat they become merely a means to an end." says HaM.gan. 
·A parallel With the film 1ndustry m~t be the rnroductJon of Cinemascope. 

leading to the creaoon of runerous bibical epocs whoch were. 10 some 
cases, cynocal anerTlltS to exploit the new technology. brought nto 
exJStence because the studiOS were womed about the widespread 

introduction of TV. 
"Most of those f lms aren't exactly conSidered to be the best 'n film 

history, and I th1nk few of us would even th nk of the film industry as 
an industry of 'technology' any more. Will th1s happen 1n games?'' 
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Three become one 

The firstperson shooter is dead. The thirdperson action 
adventure is dead. Long live the new genres. free from 

clumsy double-barrelled classification. it's not that simple, 
of course, but there's a movement afoot in videogames -a 
movement you can view from the angle of your choosang. 

Last month, we reviewed Metal Gear Solid: The Twin 
Snakes, which saw Snake return to Shadow Moses with 
fresh eyes provided by MGS2's firstperson mode. Thos 
month, the trend continues, w•th Thief: Deadly Shadows 
(p59), The Suffering (p41) and Transformers (p94) all 
offenng a choiCe of play perspectives. 

Wh•ch as nothing revolutaonary an Itself driving games 
and flight sims have provided pla~ers with a choice of 
an-vehicle flfStperson and third person chase-cam views for 
years. Elsewhere. the presentation of a videogame has 
becoMe entwllled with our understand•ng of it, They 
urgently need a new taxonomy to tease out assumptions 
of old styles and accommodates new inventions. 

Sensable vtdeogame cataloguang sees perspectiVe as 
dtvorced from play style - first/thard/topdown as a 
separate cons•derabon from the game's main focus of 
shoottng, explonng or negotiating. For our tenth 
anniversary, we did away with the category of FPS 
altogether, spreading the standout titles across adventure, 
shooter and strategy whatever the viewpoint. 

Now, more flexible and informed game design as 
forcang that change. The purpose of perspective choice in 
The Suffering is to allow the player to ratchet up the 
tension on their own terms, rather than the arbatrary 
slasher flack conventions of a fixed camera. Transformers 
utalises farstperson to add vanety to the control mechanac, 
,introducong a subtle stealth mode to compliment the 
pounding antensity of the action. Deadly Shadows allows 
you to draw baCk from Garret's claustrophobic eyel.ne to 
appreciate that he 1s a physical part of the Thtef wortd. 

We look forward to a time when the ImportanCe of a 
game os measured in what the player can see and achieve 
m it, not how they look at it from the outSide. Baroque 

acronyms and self-conscious pigeonhol'ang will hardly 

endear newcomers- "Oeus Ex? it's a flfStperson shooter­
stealth-action-hybrid with RPG bits." it's a good 

game, too. Whichever way you want to look at lt. 
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Transformers 
Format PlayStation2 Publisher: Atarl Developer: Melbourne House Price. £35 Release: May 1 1 

Can you make out that distant glimmer on the island? That's a Minicon, and onc.e you've reached it, 
chances are your vantage point will give you a glimpse of another. it's impossible to resist their lure 

Allowing for the nature of the franchise, 
the quality of the cut-scenes was key. 
They deliver both beauty and class 

094 

S ince when did childhood franchises 
improve with age? The invention of the 

Minicons, micro-T ransfooners which bolt on 
to their big brothers like death-dealing 
accessories, provided Melbourne House not 
only with a plot fcr its big robot love-in -
rescue the little fellas before the Decepticons 
enslave them - but also with a ingenious 
garne mechanic. Discovering new Miniocns 
drives your exploration through the garne, 
and configuring the sets of four that each 
main Transformer can suppcrt provides the 
tactical heart of an otheNJise traditional 
thirdperson blaster. 

The Transformers at your disposal are not 
necessarily the ones that set your childhood 
heart aflarne, but each has its advantages. 
Hot Shot offers a different take on stealth. At 
a hundred miles an hour, he can tear through 
enemy lines faster than they can get a bead 
on him. Once familiar with a level, you can 
run rings - if not donuts - around your 
beefed-up opponents. 

Red Alert, with his tougher defences, 
makes himself useful for recces, although 
you'll never quite shift the embarrassment of 
his SUV form. Optimus, inevitably, remains 
the king. The most handsome of the models, 
his higher Energon rating means he gives you 
the best chance to play with ocrnbinations of 
the more intriguing Minicons. And he turns 
into a truck. One of Melbourne House's 
defences for the small number of characters 
is that each has alternate modes. 

Once transformed, driving is a no-frills 

affair, but is solid and pleasing. Glider 
handling, after being changed in almost every 
iteration of the game released to the press, 
has been simplified for the finished version. 1t 
loses a little of its precarious freedom, but 
does a much mcre reliable job of getting you 
where you want to go. tt's certainly the only 
point when you'll be cursing the PS2's flabby 
sticks. For the purposes of running and 
clusterbornbing, Melbourne House has 
coaxed an unrivalled satisfaction and control 
out of the DuaiShock. Ftghting is made even 
mcre rewarding by the smart and varied 
enemies. Moving quickly to flank you or 
unleashing awkward ankle-biting EMP 
attacks, they create battles that have as 
much frantic as tactic. 

Impressively, Melbourne House has 
managed to ocnvey the Transformers' bulk 
and mass with every thudding step they take. 
Pina colada sunlight flares off every 
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immaculately worn corner of your steel 
frarne, and the joystick gives a little rhythmic 
tremble as your feet eat up yards of the vast 
terrain at a time. Taking Optimus down Azt91 
corridors designed on a human scale feels 
magnificently clunky and boorish. 

The flipside of this marvellously rnonolithi 
character design is the inclusion of 
inexplicable and frustrating platforming 
sections. These are rare and usually brief, bl 
that won't stop them from interrupting the 
flow of your game. The iron slabs of 
Transformer feet weren't designed for 
precision landing on icy slopes, and getting 
blasted back down the bottom of a tedious 
climb makes you all too likely to hit restart to 
get back to an elevated checkpoint. The 
other curious decision is the massively 
exaggerated ragdoll effect triggered when 
you take a tumble or a M . Waiting through 
those few seconds while your Transformer 



flops around like an dislocated puppet wears 
thin after the first few dozen times, and 
entirely undermines the solidity that the 
animation, sound and rumble has given to 
the characters. 

What will stop you in your tracks is the 
scale, detail and beauty of the environments. 
Even after repeated play it's impossible not to 
pause and breathe in the magnificent view 
from the top of the Deep Amazon temple. 
Not only does Transformers not look rke a 
PS2 game, it doesn't even look like a 
second-generation PS2 game. Sony's third 
age may have started a few years early. 

Sadly, the spectacle isn't quite matched 
by the level design. Some sections are 
cleverly conceived - dense wooded plains, 
trenches and switchbacks, corridor sections 
which affectionately pastiche mindless FPS 
blasters - but others are unfocused, wasted 
opportunities. Revistting is never a chore, 

Previously in E129, E131 

The downside of the spectacular weapons and the dramatic effects is that in the heat of pitched battle the screen can become totally - and lastingly -
obscured with smoke. Firstperson mode, available throughout the game, slows you to a stealthy creep and allows for high precision shooting 

however, and thanks to the high visibility of 
warp gates and Minicon locations. mopping 
up is a fast and satisfying adventure. 

These Minicons become more and more 
inventive. Beyond high-powered cannons, 
sniper scopes and grenade launchers, some 
coat you in a damaging film of electricity that 
hurts anything you touch. Combine this with 
a heavy shield and a boosted melee attack, 
and you're equipped to fight down and truly 
dirty. However, you may find yourself relying 
on only a few, leaving the others languishing 
in your big metal wardrobe The slightly 
cumbersome process of returning to HQ and 
reconfiguring further discourages any 
experimentation with the bolt-ons. 

Also disappointing are the boss fights, 
which are your only chance to face the real 
Decepticons. Despite a marvellous premise­
the battles can range over entire levels as 
both combatants transform back and forth-

Even after repeated play it's impossible not to 
pause and breathe in the magnificent view 
from the top of the Deep Amazon temple 

they are far less convincing than the rest of 
the game. Frustrating and awkward in 
places, boring and repetitive in others, their 
main worth lies in the sumptuous FMV 
sequences they trigger. 

it's these flaws that stop Transformers 
coming closer to glory. P<s it is, the game 
stands tall as an irresistibly involving 
adventure, and as a testament to an 
unusually talented, disciplined and 
imaginative development team. 
Twenty·two feet tall, at that. 

Edge rating: Eight out of ten 

Vehicle mode allows you to ram 
opponents - a high-speed melee attack 
that scatters lighter Decepticlones 
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Legend of Zelda: Four Swords+ 
Format GC l'\..ol:snor; Nintendo ~ C.pcom Pl"lce: V6,800 (£35) Rel>-a'l<l Out now (Japan) TBC (UK) 

One of Four Swords' triumphs - and you're spoilt for chooce to pock one- is Its assured adaptability. Unlike many other multlplayer titles, you' ll seldom feel 
that you're getting anything less than the full experience, regardless of head count. Although more is inarguably merrier during Tingle's horse racing (top) 

E very ~moment of Fotx Swords IS 

magically~ and e;.ery single 
moment IS daZZii'lgy fresh N. sn-()ly. • S 
8\lel)'thtng you hoped ~ WOtkl be: a 
rarnbu1ct.Ous mtJtiplayer adventure; an 
utter1y absortling Slngleplayer eptc; a 
testament to Nintendo's detailed affectoon for 
its own history and a manifesto for how 1t can 
ensure rts vibrant. inventive 'uture. 

The game oS so much the thrlg n Fotx 
Swords that ot feeis almost disloyal to ttm 
a:wcrt from rt to technical consideratJOnS. but 

If someone's picking on you, then pick back. 
Squash them with your hammer, ping them with 
your boomerang and fence them in with bombs 

•" ... 

A • ·:~"; 1,. .. · ~0 ••• •.. 
~~~; ,_ ..... 

·' . 
.~ ... 

Singleplayer mode sees the entire brace 
of links under your control. Juggling 
formations allows you to solve puzzles 

there's a lot to explain, au or rt elegantly 
implemented The rnaon game. HynJe 

Adventure. IS an entnely new, clasSicaJiy 

presented 20 Zelda adventure. For one to 
tour players, there are dungeons with 
dastardly bosses and delicate puzzles and 
overground sections With disgruntled villagers 
and onfested forests By no means a 
cut-down veroon of rts predecessors, the 

game can be saved at the end of every level. 
When restarting, you can rese!ect the 
number of players, allowing the Single and 

multJplayer expenences to slot in and out of 
each other. There are arways lOt¥ Unks on 
screen - those not assogned to a oontroaer 
wil tag along after another ~er. and can be 
commanded to asst..me formations. 

Mui\Jplayer requores GBAs and I nk·up 
cables. and these are worked to their full. 
Whenever a player enters a cave or a house, 
theu' character dosappears from the main 
screen end pops up on the GBA This allOwS 
the omer characters to contnJe theor actoon 
on :he man screen wht;e you explore the 

nooks and crannoes at your ieosure. The 

scaling 20 screen allows characters to 
wander at wtll, zooming in and out to 
accommodate the~r exploration. When you 
want to move to the next screen you'll all 
need to congregate together- and if 
someone won't play bal or needs the 

bathroom, then JUS! pc~< theu' lilk up cm 
cany them onto the next soreen. This IS the 
strength of Four Swords: the game trusts you 
- it trusts you to want to work together, and it 
trusts you to want to do the messing around. 

Throughout the game. team players wi I 
compete for rupees, runn1ng each other off 
narrow ledges and semng Ire to other Ln<s 
to get to the treasure first. My l.n< who does 
drops al their rupees, and other players have 
a few seconds to grab them before they're 
automattcally revived. If someone's picking on 
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you, tnen piCk back SQuash them with YOt¥ 
hanYner, pong them With your boomerang 

and fence them •n w1th bombs. Then 
someone Win diSCOVer a likely-looking sWitch 
and all animosrty is forgotten as you tackle 
the next brain-twister. Many of the puzzles 
are formation based, requiring co-ordination 
from team players or the flock of a button n 
~to turn the Unks you lead into 
deadly Red DeWs. As wel as beong visualy 

deltghtful, the spatial thinking they reqUire IS a 
new twist to the canon. and wtll keep Zelda 
veterans from becoming too complacent. 

All this ingenuity is just the plumbing. 
Whether being experienced in the 
competitNe. co-operatiVe cackle of multiplay. 
or the captivatng atmosphere of singleplayer, 
the extraoroirlary viriues of the game itself 
remain the same. Foremost IS rts beauty. The 

warm maroons and creamy greens of A Lmk 
to the Past make a retum, but wreathed With 



The Wind Waker's curticues of smoke and 

'lame. The oresentatJon plays wrth 20 
trad~ion and new-gen capabi ibes 
tnroughout. The blurry sprite effects on the 
GC screen ul'lderscore the feeling that you've 
'inally been allowed to take a mag~ 
glass to the intricacy ol the 20 world In thiS 
nchly atmosphenc world, Simply ITlCNWlg 

about IS sheer Pf. Tl.mblng and rolling, 
execubng a ra.nbow ot charge attacks. 
whnng the fire rod - evolved from rts 
functional past to a rococo flamethrower -
around you- head, this game m IKS 
exubefance from you at fNfKY step. 

Th1s .s the basis on whiCh the oontinual 
wonder of Four Swords is bu1~. Every new 
use of the wortd on your GBA Will delight you, 
fN9ry imposs·ble-seeming puzzle Wll dissolve 
into inevitable clarity. Every well-known face 
and half-remembered tune amplifies the 
game's dense atmosphere. Every boss 

battle, re-magtned to make the most out of 
the game's quartet of l.JnkS, wil amaze you. 
Every mllli-game, made available oourtesy of 
the loopy TlrlQie, wil remind you of happy 

hours whi~ a!.vay in Hyrule and Lon-Lon. To 
expla n any of them here would rob potential 
players of one of thoSie moments of familiar 
magte and fresh dazzle, and this 
magaz1ne is no such thief. 

Edge rating: Nine out of ten 

£PG£ • 

f'relnously on E119. E125. E126 E132 

Subtle but marvellous effects complement the 
20 backgrounds with careful understatement. 
lt's a typically knowing Nintendo take on the 
concept of a 'retro update' and oozes quality 

Importing = piracy 

Alld that's only a third of what os on offe<. ~ well as 

an ingenious kind of deathmatcl>-llte, the Japanese 
ed~lOillllCiudes the manoc dash-and-grab of Tetra's 
Trackers, \Yhefe the mmxy pirate capla n keeps up 

a stream of deficoously $hnll encouragement, calling 
out to players by the names they've entered. The 
impossibility of translating this system means that 

Nintenclo have all but confinned ~won't be 
included in the US and PAL versions. Those who 
want their pirate kicks are advised to import. 
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The Invasion battle mode is the rare example 
of a purely co-operative shooter, with players 
pitched against waves of aggressive aliens 

Vehicle control is accessible and 
powerful. lt 's also more forgiving 
of mistakes than Battlefield 1942's 
aerial controls, leading to a reduced 
likelihood of embarrassing crashes 
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Unreal Tournament 2004 
Format: PC Publisher lnfogrames Develooer: Epic/Digital Price: £35 Re-ease: Out now 

T he '2003' raiSed eyeerows. When the 
wor1d was waibng for a sequel to one of 

the first true muttiplayer-centric oomnnerclai 
games, the moniker ~expected was 'Unreal 
Tournament 2'. The year rather than the 
iteration ;mplied someth ng enbrely different, 
that rather than see1ng the1r cornpetrtiVe 
first person on11ne shooters 1n the tradibonal 
game lineage of sequel begetting sequel 
begetting sequel, they saw them 1n the 
mould of Electroruc Arts sports games. 

An Unreal Tournament 2003 therefore 
implied an Unreal Tournament 2004, a 
2005 and so on and so on. 

Wh le UT2003 was well received, if a little 
overshadowed by Battlefield 1942 giving the 
genre's paradigm a swift vehicle-obsessed 
kick, it wasn't there that Epic's true success 
could really be judged. In an infinite chain it 
isn't the first link you JUdge - it's the 
movement onwards. In other words, th·s is 
the important one. can a non-sports game 
really operate like this? 

Unreal Tournament 2004 seems to 
suggest it can, at least for now_ While still 
very much in the same vein, the 
improvements are so veried, polished and 
deep to make any devotee of the genre 
consider upgrading. In fact, its range is 
extensive enough make those who turned 
their nose up at the business-as-usual nature 
of UT2003 come storming back. 

While there are large changes, it's the 
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overflowing bounty UT2004 offers whiCh 
impresses. The worst impreSSion yearly­
style updates can giVe you is seeming mean, 
and this is anything but. All the old maps 
and game modes for UT2003 are present 
but with the total number of maps 
for them more than doubled, and this isn't 
even counting the two new major game 
modes introduced. 

First, Assault makes a welcome return. 
Sadly missing from UT2003, thiS sees a 
mixture of new maps and reworl<ed ones 
from the original UT. Levels of thts type are 
defined by thetr sense of narrative 
progression rather than the somewhat 
abstract nature of some of the more 
traditional level sorts. The assaulting team 
must accomplish a series of objectives while 
the defender attempts to stop them. If the 
attackers succeed the clock is stopped, the 
positions reverse and the defenders get an 
attempt to beat the attacker's time. 
Traditional problems with thiS map type -
namely first-time players having no clue what 
to do next - are diverted in impressive style, 
with objectives marked clearly in the player's 
view to allow easy orientation. 

An entirely new diversion are the 
Onslaught mode maps, which play across 
generally expansive levels and essentially 
worl< like Halo, and especially Planetside. A 
series of nodes lie between each side's base, 
and a pathway must be captured from one to 

the other before it can be destroyed and 
victory claimed. Its stroke of genius is that 
rather than having any node a possible 
takeover target at any time, a team requires 
an adjacent node on the grid from which to 
launch their assault. This creates a structure 
that lets conflicts ebb and flow n an organic 
and tactiCally exciting manner. 

it also helps that they're the maps that 
give most precedence to the single biggest 
addition to the game: vehicles. While not 
having the sheer veriety of Battlefield 1942, 
what they do possess is a mixture of 
admirable veriety and genuine imagination. 
While jeeps might be conSidered passe to 
the jaded palette of a firstperson shooter 
veteran, ones which alongside their more 
standard gun-based armament possess a 



set of goot retractable blades that can be 
deplOyed to slice people asunder lil<e 
BoadiCOO are less thick on the ground. 

Of course. the sports game isn't the only 
precedent 104' regular updates of variable 
meaningfulness. The endless iterations of 
tradrtional2D beat 'em ups are the other 
model 104' thiS sort of behaviour and, in many 
ways, a more relevant one. it's easy to see 
the onl1ne shooter as fill ng 1nto the exact 
same competrtive, skiU-based noche that the 

20 fil11ter did - more so 11 these days of 
\IOICe ted1nology (whiCh IS fuly lfllega:ed 11 

ths edition. f'OdentaJy). whdl a1ows a more 
dii'9CI oxpenence of wh10 ng from a 
vanquished opponent. 

Wh le the UT senes has always had more 
of a singleplayor expenence than rts peers, 

it's this release that does the most 11'1 that 
aroa Ths IS d1rectly analogous to beat ·em 
ups whd'l, v.'hile fu ly aware that the human 
compel t10111s the central expenence anyone 
buys them for, s\lfl manage to structure a 
series of challenges to entertain solo players. 

Th1s is added by a team-management 
soction that echoes Speedba/12, with you 
gain ng finances through VlCiories which can 
be spent on honng better team-mates fOf the 
all-•mPOflant team games. n.s sort of 
structure IS a much welcomed addttiOfl and. 
With the quality of bats stil the best in thetr 

field. makes thts relatiVely desirable even for 
those Wlthou: a net connection - somethng 
that nerther age.ng rival Quake 3 nOf new tul1< 
Battlefield Vietnam could claim. 

So, a tnumph, then. Which isn'tto say 

£DO£ 

UT2004 excels in tho details of Interaction, 
such as the link guns being able to be used 
indirectly. Fire at a team·mate with such a 
weapon and the beams join force, proving 
especially handy in the Onslaught games 

While still very much in the same vein, the 
improvements are so varied, polished and deep 
to make any devotee consider upgrading 

Epc faces no challenges With Unreal 
Tournament 2005. 2006 and however far it 
chooses to follow this. So much has been 
added to the UT expenence fOl' this edrtion rt 
appears arnost inellilable that the next WIP 
seem a somewhat smal step in~· 
You have to wish Eptc the WKY best of luck 
n confoundtng that particular 
predctiOfl, though. 

Edge rating: Eight out of ten 
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Breed 
Format: PC Put:>losh€<: cov DeveloPer Brat Studios Pnce: £30 Release· Out now f»'eVIOUSiy In E125. Et26 --------------------------------------------------------------------

While we have an affinity for avatars who 
possess luxuriant handlebar moustaches 
(right), there's not a lot to recommend here 

Trouble 
Whtle an interne~ fracas following the 
~ase of an underwhelm1ng game IS 

common, it has taken a rather interesting 
turn with Breed. Ex·Brat members appear, 
claiming that a patch to fix some of the 
worst problems - for example, the almost 
non·funcllon;,g muft•player on the German 
release - has been 1n COY's hands for a 

month but that n hasn't yet been sent 

through OA Even more amazing, CDV 1s 

accused of altenng the textures from Bleed 
to a less realisbC hue for release. These 
onltne fisticuffs may actually be the most 
1nteresllng thing related to the end product. 
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The game is set In a future war, after Earth has 
been overrun by the Breed. ll's your squad's job 
to win the p lanet back from the alien invaders 

EDOC 

V ideogames lie to you. The underdog 

figlllfl9 againSt the odds won't~ 
tnumph after stnving aQSlnst adVersity. So 
wh1le we would be pleased to tell you that 
Newcastle·based and relatively bny debut 
developer Brat Studios has managed to win 
agafflt lager teams and larger budgets by 

reariSing rts VIsion, sadly we have to report 

that in Breed it has created tust another 
forgettable firstperson shooter. 

The ea519St reference point is Halo, but on 
the PC. wth everything that entails. &ngie's 
game desp~e the expansNe levels, tightly 
controlled your flow. Breed offers wider 
panoramas. teammates who can be ordered 
as well as followed weapons With a greater 
variety of modes and vehicles that are larger 
both in number and oomplexlty. However, rt 
brings ~h rt the PC's tradrtional downsides: a 
limrted design aesthetic, general c'unklness 
and lack of poliSh. Oh, and bugs. 

INhile the SIZe of levels and runber of 
opponents look good, Breed fats to mpress 
1n terms of pure visual flSJr. Th1s is at least 
partly due to its release date. Six months ago 
rt would have been poss bly acceptable, but 

oow, wrth Far Cry catching come-hither 
glances from all corners, ~ ·s the plalll friend 

everyone 1gnores. lt doesn't help that in the 
areas it could excel in, such as destructible 
scenery, rts flaws show most clear1y. 

Expenence teaches you that towers often 
house snipers, so you destroy them from afar. 
All seems fine until you d1scover that, through 
some qu r1< of programming, those very 
S111Per5 are lrilarmed, and are happily 

levrtaltlg while retumng fire 
Altnough clever enough to create a 

coherent deSign for the nefarious Breed wh1ch 
is genu nely alien, rts looks aren't evocative 
enough to create any real sense of 
atmosphere. Ths isn't helped by the alien AI, 

with 1ts repetit1V9 rol-leftlreturn·fire actions. Of 
your allies, neither the amateunsh voice 
acting, gung·ho·by·numbers script nor often 
hilanous and/or fatal AI miShaps add anything 

lnspored moments, such as the vehicles' 
multiple weapon systems, are foo::ed from the 
mind by the relentless slogs across the levels. 
Rather than in Halo, where cover, either actua 
or via the rechargeable sh191d, was the pnme 
play element, here rt's a war ol attntion 
between the length of missiOn and your 
character's health reserves. In the end, 
you're likely to dtsoover that the real 
battle is to contnJe playing. 

Edge rating: Three out c tEll 



World War Zero 
FOrmat PtayStat ion2 P<•bhsher· MC2 O$veloper Rebellion Pnce £40 Rol~se April 2 Pre'""""'Y"' E 134 

This is one ot the better firstperson 
srooters on PS2. So wrr.; the moderate 

score? Rrst, Sony's platform has yet to be 
graced with a bril'iant FPS whh a compulsive 
s.ngleplayer stOI)'. Second. World War Zero 
mg,t WO(.( competently., all departments­
the auto-am is dever, the reticule calbabon 

IS finely Judged and the framerate is rock 
steady- but h lacks soul and is miss.ng a 
VItal spark of imag nation. 

Take L'l9 level design. WOOd War Zero has 

not been buit to delrver anything new. 11 's 
almost as if h 's been put togethef USing an 
FPS construction krt. in fact. Trenches, 
churchyards. bombed v llages. research 
facilities and. yes, there's even a train to 
negottate. ~·s not even that these scenanos 
are cliched (the game is set tn a warzone. 
after aiQ. it's that the building bricks mak1ng up 
the tndividuallevels repeat incessantly· every 
room With denttcal furnlllXS, every comdor 

With exactly the same textured wallpaper. 

Kill an enemy at a gun emplacement. and 
guoss what? You can take charge of h1s fixed 
weapon and spray a handful of scripted saps 
wrth the bulets intended for you. WOOd War 
Zero's f<lllure to take nsks and try somet1v1g 
new 1s partly down to the fact that h ·s a 
conversion of a relatively old PC game, Iron 
Storm. but even that doesn't excuse 1t for 
betng this conservatille. 

The enemy N •s robust If mrernarl<able. 

Soldiers duck conw1C1ngly behind wal s and 
obstructions but fail to display the kind of 
organisational AI seen in games like Halo 
Neat touches. such as iflured enem195 p.Afing 

suiCide g'enades on themsellles, show a 
w1tt1noss absent elsewhere, but a lack of 
enemy types reduces strategic nuance. 

Only 1r1 the game's premise is there a Stgn 
that this yearns to be dfferent. As the lltle 
suggests, WOOd \Mir Zero casts you into an 
altornate h1story that sees the war of 1914 

stretching out into the 1960s. 'New' 
technology meets old in a melange that 1$ 

engagtng and fresh. If oriy that character 
had been transferred 1nto the rT1ISSIOf1 tasks 
and level construction. 

Other companies looking to bnng us the 
first ktller PS2 FPS would do well to copy, and 

n'l)rOIIe l4Xlfl, WOOd War Zero's excellent 
rnechanlcal accompliShments - especiaJy 1n 

tam1ng the limp OuaiShock's analogue sticks 
-but we've been here far too many times 
before to reward SIUCh prosaic design 
With anytJing h91er. 

Edge rating: Six 01.. often 

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

The weapons sound terrific and recOtl w1th jarring clunks. it's a pity, however, that the balance is 
misjudged. Once you pick up the automatic weapons and rocket launcher you will use nothing else 

To say World War Zero is generous at 
handing out medlpacks and ammo would be 
an understatement. There are save points 
approximately every three minutes, too 

11 0 per cent, soldier 

Enter the multiplayer arenas and you're 
given the usual Deathmatch, Teem 
Deathmatch and Gapture The Flag games. 
The maps ate small and uninteresting, but 

search the options and you'll discover the 
ability to set the game's speed from 100 to 
200 per oent. Not just a gimmock, the Benny 

Hil slapstick that ensues from the game 
eng""' stOrming along at double speed lifts 
the mundane to the hilarious, for a while. 
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TOGA Race Driver 2 
Form~t Xbox (version tested) PC "ubl1oh6< Codemasters ~· In-house Price: £40 Rele. • Apnl23 

The Impact system has been completely 
revised, and terminal damage resulting in 
a retirement Is now pleasingly realistic 
(although AI drivers appear immune to this) 

Live for racing 

While the game offers a competent 
twoplayer splrtscreen mode, the experience 

can't hope to compare to the thrill of a 12-
player l.Jve (or SystemUnk) sessJOn. All of 

the game "s 35 vehicles and 52 CII'CUitS ar9 

av&llable (ptcMded you'Ve unlocked them, 
of courw) and while, as ever, the qual ty of 
the event is dependent on the company you 
keep, the potential for memorable and 

satisfying encounte<s is obvious. 
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With a choice of Formula Ford, GT sportscars, rallycross, ice racing, touring cars, supercars, stock 
cars, c lassic cars, hotrods, truck racing and more, Race Driver 2 caters for all your motorsport needs 

L ike its prequel, Race Driver 2 again 
bravely attempts the uncomfortable 

marriage between narrative and racmg. And 
second t.Jme aroood the quality has improved, 
both in terms of scnpt and visuals, while the 
effect IS oertarly signfficantJy enhanced by the 
move to f~rstperson dunng the cutscenes. 

Ultimately, the action off the track isn't as 
crucial as that on it, and here too there 1s 
noticeable progress. Whereas the TOGA 
series has trad tionally struggled to 
COI'IWlCingly recreate the handliflQ of 
non-touring car vehicles, thiS latest 111Stalment 
distinguishes Itself by offemg 15 broacly 

different forms of motorsport, the majority of 
which feel as close to the real-life eqUivalent 
as you would expect a videogame 
interpretation to get. 

it's this vanety of raong categOiies that is 

responsible for the game's under1ying ~· 
True, you may have expenenced many of 
these 111 other games. but never together 111 

such a competent package. The thril of not 
al'ways kl'lOWing the next type of racing you '11 

be offered as you make your way through the 
game from lowly unknown to earning a seat 1r 
the Masters Grand Prix (Race Driver 2's 
equivalent of F1) is genu ne. Progresoon 
remains necessanly linear, but often you're 
gven the chooce of two paths and the game • 
balanced wel enough to share some of ~s 
more exotiC series early on rather than 
following the trad~ional route of keepng the 
most interesting stuff for later. 

The last component to have been 
upgraded •s the Al. Codernasters' market1ng 
would have you believe that you'l find rt 

dlffiaAt to dtfferentete between real and CPU 
drivers, and for once the claim isn't enttely 
far-fetched. Whi e the jury on the usual 
proclamation regard1ng 'dnver memory' (a nvl 
bumped off the track in one race will retum 
the favour later) is still out, much of how they 
handle themselves on the track tooks 
.nsbnctive. hence realiStic. They make 
miStakes, lunge desperately late ~ the ll'lSidE 

no larger brake unnecessariy as they did in 

Race Dnver (althOUgh halrpns and chiCanes 
still catch them out) and, most remarl<abty, 
defend th91r line when challenged. This is one 
of the finest racing titles yet. 

Much of the attraction is largely due to th 
variety or radng on offer, but rt 's the overall 
quality of that raong that IS responsible for 

enst.mg Race CAiver 2 remains an 
intensely engag.ng ride. 

Edge rating: Bght out o te 



Phantasy Star Online Ill: C.A.R.D Revolution 
forma• GameCube Pubfisher Sega OeYeloper Sonoc Team l'l1c:e £40 AeH!ase: Out now (US) Jun<~ 2004 (UK) 

Though perhaps taken as read With the 
card game subtrue, dynamic appeal IS 

not this rew chapter's strong point. PS03's 
on6ne structure bnefly shares a loOby with the 
GameCube PS07 and 2 con\lngent before 
players are sectioned off tnto card-shuffl ng 
or dungeon craw11ng: it can't help but recall 
the chess club forlornly watching their 
classmates head for the playing fields. 

PSO faithful may even be 1nsulted by the 
apparenl lack of care gtven to mruntrun,ng the 
original's synergy of form, function and poise. 
Aged environments and models are wheeled 
out and the interlace tS surpnstngly clunky 
and obtrusive. There is a sold game hore to 
prop rt up, but it's indtcal•ve of the no-frills 
producloo that even the robotic announoer 
seems to be phoning tn rts performance. 

YO\K character is chosen from fcmltar 
PSO classes, and can be played Wltll a 
HerosiCie or Darkslde deck of you 
construcbon. Herostde ptOIIides the most 
tarmar experience: cards 51g11~ PSO's 
arsenal a-e used to overcome opponents 11'1 a 
stop-mobon nterpretabon of the ong•nal. 
Dar1<skle decks ut I se monster-summonng 
lflStead of equipment, requ1nng squad tactiCS 
to overcome the oornbat supefionty of the 
Herostde gear. Either way, battle consists of 
strategiC posihoning and judicious use of card 
effects - and despte aesthebc reservabons, 
rt's absorl:l•ng stuff, if grudgingly so. 

Frustratingly, dice rolls govern player 
actions. offsetting tactics with a rehance on 
luck - a low roll can paralyse a player, tf not 
tngger a lengthy defeat. Player-definable rules 
allow the dice to be boosted or rnaxim•sed 1n 
most mul\lplayer games, though. 

Play.ng a battle through to conCluSion 
{win or lose) rewards you With new cards. 
although diminishing returns apply as you 
amass your collection. Flather than reiy on the 
random meroes of the game. you'l need to 
trade orb to catch 'em an- a subset of 
powerltA cards are also ooty available by 

overcomng hicjl-leYel playerS. 

And tne c:rine game is, naturally, the 'le 
of PS03. On a posrtrve note. chances are the 
people you'l erlCO\.nter onltne are goong to 

be serious about their card game oornbat, 
but there are few other nceotrves to play. 
Where PSO's oornmunicat1011 optiOns were 
perfectly adequate for hack and slash. card 
gam ng's lengthy setups and oornphcated 
payofls are more demanding, and not 
so satisfactonly addressed. 

Edge rat1ng: Sixolt o ten 

EDGE 

The screen becomes bewtldenngly dense even 
in a one-on-one match (above), but fourplayer 
team games plaster it w1th so much Information 
that the epilepsy warning becomes scarlly apt 

PSO's core aesthetic remains strong despite 
an uninspiring reinterpretation of Ragol, but 
with a few notable exceptions the potential 
for a GameCube makeover is left un fulfil lod 

Pick a card ... 

PS03 expects you to spend as much brne 

pomg over your cards as you do playing 
with them, d not more. Creating a !1nely 

hored deck to the game's llght 30-<:atd 
lim~ is the backbone of the play expenence, 
ano exploiting the relationsh ps between 

card abilities can decide whether you will 
scrape through a match or score a decosove 

victory. The editing interface 1s one of the 
game's cleaner aspects, making anything 

from qwck substrtut10ns to complete 

overhauls relatively painless. 
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Katamari Damacy 
~~ PlayStatoon2 1'\.(>btler Nemco Developer In-house l'riCP ¥4,500 (£23) RAlease Out now (Japan) TBC (UK) 

Apparantly graphically simple, Katamarl plays 
some clever visual tricks - there's a hazy 
depth-of-f ield effect, and objects brighten 
from pastel to primary when they attatch 

Balls to the wall 

Objects are 001 JUSt pocl<ed up accordong to 
size, but also weight. Iron stall,,.. rema<n 
unattached even when you dwarf them, but 
even a moderate ball can pock up huge 

shces of fencing. The bigger you get. the 
bigger the things that stiCk, chnng1ng the 
tooe from one of inrtial tranquillity to o 
delicious rampage. Policemen shOOt at 
you, while fat joggers are assimilated woth 
squeals of horror or, just pos&bly. dehght. 
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Part of Katamari's irresistible atmosphere is the soundtrack - not just the Infectious songs, but the 
spot sound effects for each object, which rise to a caterwauling cacophony as your ball grows 

PYwiousiV 111 E 128 

F 1rst it's a butterlty you're after Then a 
pencil. Then rt's a shoe and a keblm and 

an umbrella; then a penguin, a tricycle, a 
pachtnko machine. A synchronised SWimmer, 
a lawnmower, a traffic light. You th nk that 
these wi!l be enough, that they will satisfy your 
stiCky urge. But they don't. There are tractors 
and phone booths, baseball teams and 
elephants. Windmills, oil rigs, brontosaunuses. 
lt 's never, ever enough. 

In Katarnari, you are the tiny al,en pilot of a 
super-stiCky ball. Whatever it touches- if rt's 
small enough - becomes attached. enlargtng 
your ball and snaring progressively bigger 
rterns as you go. And it really is everything you 
touch. You'll bft the chalk draVN1Qs off 
pavements, the slgrs off shops and ridors out 
of sidecars. Reach the requored scze W\thon the 
time limrt and the King of Space v.il convert 
)'?IX huge bal of ;..n< 111to a star as a reward. 

The control scheme uses bott> analogue 
stiCks, rather n the manner of tank tracks. lt 
takes a little gettng used to, but the sense of 
balance and inertia the system prollldes 

makes the ganne as wonderfuly tact•le as rts 
premise suggests. 

There's a wealth of subtlety wr.hln this 
one-JOke foonat. Big 1sn't necessanly better. 
The levels form vast mazes, Wl1h areas 
phasing from inaccess ble to accessible to 
inaccessible again as your ball becomes first 
big enough and then too big to fit through 
doors and passageways. lt must have 
required rather more meticulous planning than 
the airy freedom of the levels suggest. 
Katamari's remarkable engine doesn't ignore 
the lumpy physics of your ball, although rt 
does smooth them out considerably. That 
means sticking on a couple of early lamp 
posts tunns you into something more I ke a 
stiH walker, lurch111Q forward n uneven 

tunbles. 1t makes ball control harder, but can 
fjNe you a leg-up to higher areas. 

There's a fa( brt of vanety shumect l(ltO the 
basic ganne - irdlong levels where you have 

to oo1ect a J)<Wticula' class of object ll'lSiead of 
Sllllply reaching a target scze - and the 
entertairing dversial of a tv.IQptayer 

deathmatch. The camera is the orty let down, 
although a bi'cfs-eye voew and Quock·ft p 
nnal'l09lMe wil' get you out of most bl nd 
spots. When so many games are try1ng to 
defend their value by cramming every style 

and mode into one unpalatable mtX. rt's 
refreshing to play someth ng conceived 
W\1h such vibrant, capricious clanty. 

Edge rating: Bght out of ten 



Astro Boy 
Format: PlayStation2 Publisher· Sega Develope<: In-house (Sonic Team) Price: Y6,800 (£35) Release: Out now (Japan) TBC (UK) 

This is one of the early fruits of Sega's new 
strategy to combine its distinctive style 

wrth moneymaking licences. And it's not a 
disaster, but neither is it atomiC. 

it's no secret that Astro Boy suffered 
pains during its conception, with Tetsuya 
Mizuguch 's Sega division merging into Sonic 
Team shortly before he left. The result is a 
game that captures its host material 
effectively but shows little of the UGA spirit. 

Astro Boy's world may look like a 
fantastiC candy-coated re-imagining of 
Metropolis, but those distant horizons and 
1r1finite dusky skies are just that: pure fantasy. 
Fly in any direction for more than a few 
seconds and you hit a nasty flashing green 
wall. 1t looks ugly, it's impossible to detect. 
and it's a poor way to frame the universe. 

There's a bigger problem: Astro Boy is for 
children. You will rarely lose a life in this game 
unless you are particularly clumsy, or have 
JUSt picked up a joypad for the first time. 
We're not against games for children, of 
course. but Astro Boy also has spools of 
Japanese text, which could dissuade you 
from buying it on import. Trying to find. and 
then speak to, the right character to tngger 
the next game event will often be what 
gobbles up the minutes rather than the 
tnteresting combat and boss battles. 

Bizarrely, Astro Boy s the first Japanese 
trlle to use the Havok physics engine, but it 
has been used tentatively rather than with the 
abandon seen elsewhere. Swooping down to 
street level then crashing through a p ie of 
boxes is fun, but there's never much use for 
such incidental objects. Much better are the 
moments when big robots attack, as it's 
possible to batter them with uprooted 
lampposts or fling the metal carcasses of 
destroyed enemies back at their associates. 

The lovingly crafted characterisation and 

gradual accumulation of powers infuse Astro 
Boy with some momentum and joy. Each of 
his special abilities, from the finger laser to 
the arm rocket, work effectively against 
partiCular enemies. it's always a pleasure to 
throw huge boulders at giant robots, and it's 
hard not to be swept along with the story 
when your nemesis looks like a cross 
between the child catcher from Chitty Chitty 
Bang Bang and Liberace. 

Astro Boy is a light cartoon romp sure to 
please young admirers of the character, but 
rt fails to offer the depth required to #; 
engage a broader demographic. ..--::.:-

Edge rating: Ftve out of ten 
The At button activates Astro Boy's second sight ability, allowing him to detect distant enemies and 
concealed doors (left). The finger-laser is satisfying and worl<s best against nimble foes (right) 

£DO£ 36 

Previously in E133 

There' s a lot of chatting to be done, but most 
of it appears to be incidental to the plot. 
Throwing a ball around quickly gets boring 

Playing Havok 
Some game moments are lifted directly 

from Super Mario Sunshine, like the tugging 
of a boss's tentacles. and Astro &y has so 

few ideas of its own. The physics system 

only operates within limited boundaries, 

too, and throWing a robot through the air 
can sometimes be dramatic (when it h~s a 

building) and sometimes frustrating (when 

it lands unharmed behind an invisible wall). 
More should have been made of the hero's 

superhuman st rength. 
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Lifeline 
Format: PS2 Publisher: Konami Developer: SCE I Price: $40 Rooase: Out now (US) TBC (UK) 

While the tone and many camera angles 
are reminiscent of survival horror titles, the 
pacing - slowed by voice control - is not. 
Combat is a weary and staccato experience 

----- / 

l~Jt ., - .. , 

She sells seashells 
One clever element is a tongue twister 

mini-game. If you can repeat three of Rio's 

sy11able·packed phrases, she is rewarded 
with a small boost of energy. When the 

voice recognition works properly, this is a 

useful element to fall back on - especially 

if she's already needlessly eaten all her 
energy rations mid-battle after one of her 

frequent misunderstandings. 
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Lifeline sees you traverse a variety of locations with details that befit the space-station-turned-hotel 
setting. lt's a shame that so much of these locations are either underused or indistinguishable 

£DGI! 3o 

0 n paper, LifeLine sounds thri lin~. Mixing 
the classic adventure genre with survival 

horror, you control protagonist Rio via the 
PS2's USB headset You must guide her ­
your character is all-seeing, monttoring Rio 
from a security room - through a space 
station hotel under attack from aliens, relying 
on your voice instead of a DuaiShock. 

Off the page, LifeLine fails to impress. The 
self-touted 'deep' vocabulary is one element 
of its undoing. Claiming oral registers for 
thousands of phrases, LifeLine isn't lying -
but the range of words used is a hindrance. 
The game demands you guess what objects 
are before Rio examines them, so you can 
waste time trying to find the correct term, 
hampering progress. As a result, the game's 
keyword system (where you find words 
scnbbled on scraps of paper, gMng Rio 
special combat and action moves) faits to 
become relevant as you push on. 

The setup is overcomplicated, 
compounded by a shallow technological 
framework Which isn't enough to prop up the 
(admirably ambitious) concept. Environments 
are bland and vvtthout major detail, so when 
describing things you'll stnuggle even more as 
objects tack defin~ion. Imagine our surprise 
when what looked like a tray of rubber balls 
turned out to be a plate of doughnuts. 

While you're straining to find the words 
that will get Rio investigating you'll find 
yourself speaking slowly and precisely, as the 
voice engine is very patchy. This is poor form 
when random battles require quick orders, 
and running into situations Where R10 answers 
the command 'Examine the table' with 'I'll go 
outside' is just plain farcical. 

The narrative is contrived, with no 
opportunity to feel involved - your role is 
passively issuing commands only to forward 
the plot. The cameras are limited to a fixed 
zoorn, are in weird and unlikely locations and 
you never directly control their movement. 
Even vvtth some smart elements (see 'She 
sells seashells') the game feels hke interactivity 
at its lowest level. lt's a shame, but LifeLine is 
just poorly implemented. With the laborious 
pacing complicated by the dodgy voioe 
recognition, flaws in the gimmicky core 
technology negate What satisfying moments 
are on offer here. 

Localisation demands within Europe 
suggest that t.ifeLine won't appear in the UK 
any tirne soon. And, dare we say it, .--.-~ 

that's not such a bad thing. fl~ 

Edge rating: Four out of ter 



Dead Man's Hand 
format Xbox f'ubiOihef· Atar1 Develope<: Human Head Studios PriC" £40 Release: Out now 

Revenge os a diSh best seMld cold, or so the 
old saying goes. Heres another. games are 

best when they don't slow down when Absolutely 
Anything SogrvfiCalll Happens. Perhaps not the 
J)ltr.est aphonsm, but one Human Head Studios 

would've been Wise to heed. Technically, you see, 
Dead Man's Hand os a mess - whiCh is a shame 
because th1s could have been a who e barrel of fun. 

Left for dead by his former gang, 8 Tejon must 
hunt down and klllthose who betrayed him. The 
stmple plot admirably frames the action even if the 
voice-acting lists between 'A Fistful of Dollars' and 
'CanyOn Cowboy' . You travel through the usual 

Wild West sett.ngs shoollng at anytti1g that moves 
or has a high-explosive symbol on the Side. Ws not 
disslmiar to a fairgrou'ld shoollng galery. 

compliCated by chain reactions and cxrnbos. 

it's here Dead Man's Hand starts to lll'itate. 
COnsidering these environments are roughly hewn. 
it's staggoring to find that changing weapons or 
shooting a wagon's wheel can cause the framerate 
to drop significantly. Definitely a case of 'The 
Good, the Bad and the Ugly'. Mostly ugly. 

Edge rating: llYee ~ of ten 

Fight Night 2004 

Despi te the glossy remoteness that 
sometimes deadens the blows during 
play, Fight Night's depoctoon of the 
aftermath is unflonchong. Heavy bouts 
render fighters almost unrecognisable 
behind a blossom of livid purple bruises 

Before each adventure it's possible to win 
extra ammo on the tum of a card (left). 
Although it's a simple five card stud poker 
game, the CPU ensures that the odds are 
stacked in your favour. Getting a flush or 
four of a kind is easy, but lt only takes one 
losing hand to throw away everything 
you've accumulated. Shooting portly 
outlaws (above) can be gratifying, but 
framerate issues spoil some novel design 

Prev""""Y .- E13!> 

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

A s is synonymous with the EA txand, F19ht 
Night is so slickly produced you can practically 

smell the polish. But what you're not smelling is 
sweat on leather and the coppery scent of blood 

alter each thunderous impact: this os production 

nearly to the point of distractlon. it's possible your 

boxer wt be aashlng to the canvas before you 
realise he ·s taken a serious beat.ng, so ttlorouglly 

have the raw edges been smoothed 01/er. 

That saJd, thos is a videogame about boxing. 
not a boxing s.mulator. The vaunted twin-stiCk 
control ~eft to move, nght to punch, With shoulder 
buttons modifying to weave and block respectively) 
succeeds in being accessible, quickly gratifying and 

rewarding of studted play. Career Mode is 

addictively epic. and its slat-build ng mon1-games 
commendably teach sk!IIS and tim ng Without 

resort.ng to white-knuckled handholding. 

As a reinvention d's a resoundf19 success. and 
there are no pretenders to ~s comprohenstveness, 

but iKe a hero taking (Jlilches n a Hollywood 

movie - material EA's games consciously 

reference- rt doesn't atways 1oo1< like it hurts. 

Edge rating: Seven oot of ten 
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Glass Rose 
Format: PlayStation2 Publi$her: Capcom Developer: In-house Price: £20 Re'.,ase: Out now 

In-game graphics are unspectacular, 
but suffice, and are punctuated by 
perfunctory CGI cut-scenes. The voice 
acting, as ever, is dire -with the game 
heading for a niche of a niche anyway. 
Perhaps Capcom would do better simply 
subti tling the Japanese version next time 

Savage: The Battle For Newerth 
Format: PC Publisher. Digital Jesters DevelOper S2 Games Pnce: £30 Release: Out now 

M ore intelligent than your average online 
shooter, the idea is simple: combine the 

resource management and strategy of the Age Of .. 
series, yet replace the troops with actual players. 
A commander has a top-down view, researching, 
constructing and distributing hardware, while the 
grunts run around in firstperson, hrtting each other 
and the opposing team. With boomsticks. 

Progress is tied to technological advancement. 
Each side begins as basic melee troopers but as 
gems are mined, bad guys are massacred and 
defences are bum, each side develops. Soon you 
progress to bows and arrows, and then you're 
fizzing lasers through the gorgeous swamps and 
forests while great behemoths bear down on your 
position. Each character class offers a different 
experience: shelling an enemy barracks from afar 
with a catapu~ still feels remarkably novel. 

Such an outre offering requires a different 
mindset. Tactical play is an advantage, but 
teamwork is mandatory. Reliance on grunts taking 
orders from a commander can be a problem, -~ 

but this quirky concept deserves recognition. ~~ 

Edge rating: Six out of ten 
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I f Revolution's Broken Sword regards itself as the 
future of the graphic adventure, then Gla~ Rose 

is a glimpse of the past. Static screens portray a 
series of rooms through which the player can 
wander, and the joypad controls a pointer. Hit a 
point of interest, and a short piece of story 
exposition plays. The plot isn't as cliched as the 
dynamic, but the voice acting is dreadful. Perhaps 
that's because the dialogue is so rough. 

The difference between the Easy and Normal 
modes is that Easy highlights the interactive objects 
as you pass. That's because Easy highlights itself 
as a means for players to enjoy the story without 
worrying about anything as offputting as a game. 
And when a game's fundamental mechanic is 
stripped away like that. you have to question if it 
qualifies as such a thing. That's not to say Glass 
Rose is bereft of neat touches - conversations are 
handled well, with the player highlighting words and 
adding question marks. U~imately, it's all about 
fumbling through, trying to find the hot spots and 
stumbling along a clumsy narrative until you ft..J!. 
reach a disappointing conclusion. Ll-

Edge rating: Three out of ten 

The command interface matches that of 
Warcraft and Age Of Mythology: the only 
difference is the smaller range of units 
and buildings available. That, and the 
inability of your troops to obey you 



Fallout: Brotherhood Of Steel 
f • .tt PS2 (version tested) Xbox f'ltisher lnta<play 

G IVef1 the trtle, Fallwt wterans might hope to 
begin the game ready to d1spense frontier 

justice as a Brotherhood paladin. Unfortunately, 
action-RPG oonvention dictates starting from 
nothing with a bar fight and a vermin tnfestatoon -
setting a recurmg theme ol mssed opportunrtoes. 

The ongmt RPGs had s.milarty bw-key 

openings. but Brotherhood falls in 1\vo respects: 
there are few suggestions It'll get better, and tt 
doesn't feel like Fallout. Tho crass dialogue and 
thrash-metal soundtrack are more angry schoolboy 
than gnltJiy mattre. Dialogue trees suggest Chotce. 

but your choice is rrelevant. whtle the (ng.d) man 
story aJnd Side-quests are slopply implemented. 

Worse. the action IS underwhelming. The 
add1tion of bottomless pits and JUmping puales 
feels cheap; gunfights are unengagilg. suffer from 
feast-or-fanine amtTlLflltoon rallontng. and enemas 
are iketi to kil themselves. There's practJCaly no 
aspect that doesn't appear half-hearted. Black 
Isle's drawn-out death has undOubtedly poosoned 
Brotherhood, but it's hard to tell d there was 
ever a good game here to begin wrth. 

Edge rating: 

Pool Paradise 
Forna1 PS2 (version tested) Xbox. GC, PC \Jbllsher lgnrt~on 0.,.~ Awesome StudiOS Pr1co £20 Re-ease Out now (PS2. GC, PC) Summer (Xbo><) 

Murky visuals and imprecise controls 
ensure hours of death-drop hilanty. Some 
karmic redress is provided by the AI being 
even more prone to stumbling off the 
edge of the world than you will be 

l'l'eYoously In E 134 

------------------------

There are two drawbacks. First is the 
inability to skip your opponent's turn 
when playing against the computer. 
Second, every sub-game and notable 
extra needs to be unlocked. If ever there 
was a game that didn't need to artificially 
inflate the sense of longevity, this is it 

I t's not the most glamorous form of escapism to 
be captured in vidoogame form. but we'll assume 

you've already made your mnd up about whether 

or not wtual pool makes for worthwhile 
entertannent. If you have. tnen Pool Paradise 
represents an extremely elaborate package deal. 

Tropteal beach resort theme aside, there's lots 
of fnppe~y outside of actual pool and the mynad 
accompanying options: 'crazy' tables that look 
more at home tn a Tetris well than a pool hal. 
'crazy baizes and cues and a host of non-·crazy· 
sub-games. There's tne rorgettable Sl<eepool and 

Coconut Shy, but the Darts mtni-game is excellent, 
utilis1ng the controller to tremendous effect. 

Which is where the strength of the game lies: 
the analogue cue stroke brings as much to the 
table as TlfJf!£ Woods' tturbslick swing did to the 
golf game. For console owners used to haW1Q to 
fiddle w•th power sliders tn order to orchestrate their 
shots, rt brings a mgh ·on edible element of 
tangib<hty to the exporlence. For PC pool fans. n 
represents less of a leap. but Pool ParadiSe 
stil remaii1S an~ bundle. 

Edge rating: Eight ou v• ten 
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Psyvariar 2: The Will To Fabricate 
Format: Dreamcast (version tested) PS2 Publishei: Skonec DevelOP€<: Success Price: ¥5,800 (£30) ¥6,800 (£35) with dog tag Release: Out now (Japan) TSC (UK) 

Boss fights provide an abundance of Buzz­
friendly bullet patterns, i f a solid wall of neon 
death could ever be described as f riendly 

Gungrave OD 
format. PlayStation2 Publisher: Sega/Red Entertainment Developer: lkusabune/Red Entertainment Pnce V6,800 (£35) Release: Out now (Japan) TBC (US/UK) 

Forget the disappointing original - this is 
superior in every respect. The oomplet~ly 

three-dimensional visuals teeter on lkaruga territory 
and, while each of the six levels remains woefully 
short, the experience is deeper and more satisfying. 

The Buzz system returns, ever the lynchpin to 
the game's addictiveness: grazing enemy flak levels 
up the player's ship and provides temporary 
invulnerability, but a direct hit still means death. 
Each of the two characters has a biaS toward e~her 
levelling-up speed or invincibility duration, ~h the 
spin function now just a case of double-tapping in 
any directiOn. The level gauge can be sped up or 
slowed down by destroying coloured enemies ­
red, for instance, reduces the fill to a crawl. Keeping 
a watch over the stats fast becomes a necessity. 

An engagtng and attractive blaster, then, 
blessed with an intricate shooting system. However, 
hke Border Down or Zero Gunner 2, the arcade 
hemage affects Psyvariar 2, and while a more 
lasting design would have been preferable 
to the condensed lifespan, the adrenaline 
fix is more than enough oompensation. 

Edge rating: Seven out of ten 

Previously in E 129 
------------------------------------------------------

Playing Gungrave OD, there's a nagging 
sensation that the design team experienced 

the original through a shOP window. The sleek 
aesthetics are present (though inexpliCably the 
striking black outlines and stark palette are not), as 
are ever-larger gangs of thugs and bits of scenery 
to destroy. From a distance. it's comfortably familiar. 

What's missing is Gungrave's gravity: Grave's 
deliberate executioner's tread, the tangible weight 
behind gunshots and coffin-swipe, the murderous 
mythm of ~s level design. Without this core detail, 
OO's additional content - and there's an impreSSIIIe 
wealth of the stuff - is firing blanks. it's a shame, as 
the new characters have homicidal chic to spare, 
and a clever health-for-kills system encourages 
bursts of considered violence. The inevitable slow-
motion effect impresses too, as levels disintegrate 
in strobing clouds ol red mist and shrapnel. 

OO's (over) extended playing time will outstay 
~s welcome long before all the extras are sampled. 
In attempting to meet criticisms of Gungrave's 
singleminded focus, that focus has been 

squandered. The result is unlikely to satisfy. 

Edge rating: Four out of ten 
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With the new-look Grave somewhat 
lacking, pride of place goes to guitar­
wielding Rocketbilly Redcadillac and 
his power chords of arcing elect ric 
death. Elvis has levelled the building 







The speedboat race (top) was a one-lap contest that opened every 
singleplayer bout of Micro Machines. lt was almost impossible not 
to win, unlike the forever awkward helicopter race pictured above 

mailed the whole lot up to me in 

Scotland. lt was a miracle it all 

worked when I put it together. His 

subsequent NES dev kits were 

altogether more compact. They were 

given code names from characters in 

'Blade Runner'. I think one of them 

was called Leon, or something." 

Looking back, Graham suggests 

that his port of Treasure Island Dizzy 

might have been - by design or 

through a later change of heart -

something of a dry run for 

Codemasters' NES ambitions. 

Indeed, it only received a release 

years later, as one of four games on 

a package called Quattro Adventure. 

However, Graham's efforts as a 

freelance led to an offer that would 

prove extraordinarily fruitful for the 

Dar1ings: they asked him to take a 

year out to write an NES title. 

The young programmer began 

work on his first original game­

California Buggy Boys, an NES 

racing game with a top-down 

This small screenshot map demonstrates Micro Machines' multiplayer mode at its finest. The positioning of screen 
furniture makes taking shortcuts difficult, but not impossible: games were won and lost on simple bends like these 

perspective -during October 1989. 

"A lot of the graphics were done­

you were racing along a beach and 

across the dunes," Graham recalls. 

"The cars were the same kind of 

buggies that appeared in Power Drift 

- I loved that game. I just liked the 

whole kind of sunshiney happy­

happy fun theme to it. They were 

specifically looking for something 

that would go down well in America, 

hence California Buggy Boys, I 

guess. We had a number of games in 

development. Gavin Raeburn, now a 

very successful studio head at 

Codies, did an arcadey racing shoot 

'em up called Ultimate Stuntman, 

and the Oliver twins put a lot of work 

into what was probably the biggest 

and best of their Dizzy games, The 

Fantastic Adventures Of Dizzy. There 

were others as well." 

Inadvertently, it wasTed Carron's 

Power Pak that led to the demise of 

California Buggy Boys. Renamed the 

Game Genie by David Darling - as 

w s ~~(( 

players could insert three codes, or 

'wishes', at a time - Carron's project 

led to an opportunity for 

Codemasters, and, in turn, a change 

of direction for Graham's racing 

game. "We had started working with 

Galoob Toys in San Francisco when 

they licensed the Game Genie from 

us," explains Darling. "Their biggest 

line of toys was the Micro Machines 

range, and so it was an obvious 

match. We really liked the idea of 

adapting the game to be based on 

the toys, as this gave the game a 

really unique feel - being based on 

miniature cars racing in everyday 

real-world locations." 

" lt made sense to exploit this 

well-known brand, rather than 

launching the totally unknown 

California Buggy Boys," concedes 

Graham. "I remember it took a while 

to get used to the idea that my game 

was now about these plasticky little 

toys, rather than full-sized buggies 

on beaches, though." 

The outside world 
Working from a prefabricated hut in a 

field outside the main building -

"Codemasters had made up for lack 

of office space by building a little 

village of cabins in a field behind 

their house," remembers Graham. 

"We had to tiptoe across wooden 

boards with our cups of coffee when 

it was raining and the field was 

muddy" -Micro Machines began to 

take shape early in 1990: the year in 

which Nintendo would famously 

seek an injunction to prevent 

Galoob's sale of the Game Genie. 

Paul Perrot was assigned as lead 

artist with a little assistance from 

Toby Egglesfield, with John 

Menzies writing the front end. 

"Codies was a cool place to 

work," enthuses erstwhile 

Codemasters staffer Egglesfield, 

now living and working in New 

Zealand. "You knew everyone there 

pretty soon. Most of the guys were 

pretty young and some had sports 

cars, while lots of the ones who 

didn't had posters of them. One of 

the really nice things was how 

hands-on everything was." 

"The atmosphere was great," 

agrees Perrot, who now plies his 

trade in post-production for TV and 

films. "We felt we were taking on the 

big companies and stuffing one up 

them at their own game. There was a 

general friendliness and sense of fun, 

and most of the senior guys weren't 

averse to a party or three." 

Lending weight to the argument 

that a happy workforce is a 

productive workforce, the 

development of Micro Machines saw 

Codemasters step up a gear. 

Whereas its releases for home 
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computers had been invariably 

denvative, and more often than not 

" 
of ques$J<>nable quality. Micro 

Mach1nes would become the 

company's most innovative and 

polished game by far. One stroke of 

genius stands out 1n particular. the 

decision that the racing would take 

place on magnified representatJOOS 

of real-hie environs, from breakfast, 

tables to baths, lending 1t a highly 

individual look. 

Where did this idea come from? 

"There was some input from the 

boys above but mainly I think 11 was 

Andrew (Graham) and I thi'OWing 

1deas around." answers Perrot. 

"Some, J,ke the school desk, were so 

obvious that I don't think anyone 

could lay claim to it - maybe it was 

Andrew. I remember the pool table 

was an option while we were playong 

pool at the pub at lunchtime. • 

Fine as the concept was in 

pnnciple, the relative shortcomings 

of Nintendo's hardware necessitated 

certain compromises. "The NES had 

limited character-based graphiCS 

with which we needeo to create 

recogmsable household 

environments, so there tended to be 

a fair bit of repetitiOn," explains 

Graham. "I guess that's part of the 

whole Micro Machines 'look', where 

you have a table with 15 cereal 

bowls, and five boxes of cereal on it. 

You just accept it. like you accept the 

fact that Tom and Jerry have JUSt run 
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past that table for the 50th time." 

With California Buggy Boys' art 

assets d1scan:led, Perrot had to start 

from scratch, w~ing w1th the 

unfamiliar NES hardware. "There 

were four palettes of three colours 

" and a background colour and 

transparency layer," he says. "lt was 

all done in DPaint 2 01" 3, I think. I'd 

seno through the graphics on a 

floppy and Andrew would shove 

them in the game. Then, with a stern 

look, he'd let me know which ones 

hadn't worl<ed and I had to check 

each pixelto fix them. There was a 

256 character lim11 foc backgrounds, 

and drawing nine rotahons of sprites 

for each vehicle was pretty damned 

boring and annoying." 

" 

With the tracks taking shape, the 

next step was to introduce 

code-controlled compelitOI"S. 

Graharn opted foc a s1mple solution, 

one that veterans of races wrth Micro 

Machines' hoghly methodical AI might 

find amusing. "Basically, the whole 

world was covered with invisible 

arrows pointing in the direction the 

car should drive," he reveals. "The 

car would JUSt rotate to face the 

direction of the arrow that it was 

sitting on top of. Edit1ng all those 
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arrows down was JUSt a matter of 
' hard work for me or for Paul." 

Although th s techn~que 

effect1vely made races '!me tnaJs' m 
aD but name. rt was a tedlnoque that 

worked and. r.lOI"e pet'llnenlly, was 

far from CPU-Intens,ve. "lt was a 

good robust system for the hardware 

available at the time. QIVen that you 

could dnve as far off the !racl\ as you 

Joked," agrees Graharn. "No matter 

how lost the AI cars would get, they 

JUS! followed the arrows and they 

would lead them back to the track -

there was very little CPU power 

reqwed. If you found that the cars 

were repeatedly banging into a 

cereal box or something, then 1t JUSt 

meant that you had the arrows 

po1ntong into the box, and you 

needed to edit them." 

lt is Micro Machines' mult1player 

mode, though, that elevated it from 

being a pleas,ngly stylised and solid 

racing game to a classoc of its Elf<!. Its 

Stmple premise- that players 

attempt to 'scroll' their opponent 
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" When the·'chips are down 

Productng an unlicensed NES game, 
Codemasters had no access to Nintendo's 
quality-assurance teams, but Micro Machilles 
had to be glitch free: the company's reputation 
depended on that. Richard Darpng tells us about 
a single bug that slipped through the net... 

•we had teeted the game and thought we had removed all the 

bugs so 1t was ready for manufacture. Wo had the ROM image 

sent to the factory 1n Taiwan and authonsed the production of 
tens of thousands of ch1ps. Thos is the most expensive part of 

the cartndge - I thonk around eight dollars each. When we got 

the c:hps back to the UK for assembly onto c;artndges we 
d!SCOIIered a bug. If you reversed on the first leYel the game 

would crash! None of our testers had found rt, SinCe the first 

level was so easy none of them &Ve< tned revefSlng. We couldn~ 

let the game go out with thal error 1n rt. We had thousands of 

chips with a bugged version of the game on, and they were not 

rewntable. On the face of it these were scrap, but we had two 

poeces of luck whiCh saved all the chips end the &IQ hi weeks it 

would have cost to have ;hem remade, First. the bug was 

tracked dOwn to a ~ brl Out of the 1111 oons ol bits of data 
orty one was wmog. rt was a zero and should have been a one 
Second. we had JUSt developed the Game Genoe The purpose 

of thos devoce was to change certain elements of cartridge 

games so the player could select the number of lives. and so 
forth. We knew how to make a console read a ROM and get 

modificabons to the original data, so we built some addrtional 

corcUJtry right into the Micro Mach1nes cartridges which acted 

Nke a m,.u Game Genoe, and this mcxlifoed the bot of data that 

was wrong on the ROM chips to comoct •t. We were aiJje to 

release the game on tJme. with the errot fixed, and without 

having to scrap tens of thousands of ROM chtps'" 
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that at the CES 1n Las Vegas." 

Micto Machines was completed, 

after a number of unpleasant all­

night sess1011s - some consecutive, 

Graham tells us- in September 

1990, in time for itS designer and 

coder to return to hiS degree. 

"it was clear to us that it was a 

too multiplayer game, but it was a 
matter of whether we could get 

people to play " for long enough to 

l1l8lise it for themselves.· he says. 

"There is a bit of a learning C~.~Ve, 

especially with those people who 

couldn't handle the 'driving down 

the~· thing." 

But first, Codemasters had to 

actually get the MICI'O Machinas cat 

into American stores .•• 

Playing with the big boys 
Wrth N1ntendo taking an extremely 

dim VI8W of comp&niiS ~its 

licensing system, there was always a 

chance- however slim, with 

hindsight, it might have bea'l- that 

Micto Machines could have bea1 

caJght in a perpetual whelllpin Ill 

the start line, itS impetus robbed bV 
langthy and expensive litigallon. "W!! 

were always aware that there was a 
risk that Nintendo would make a 
claim that we had infringed their 

rights and try to prevent our games 

from being sold," admits Darling 

"This 11 why we had to make sure 

that everything we did 111 the design. 

development and manufactuing of 

the games would not Infringe any of 

their rights • 

·ns not a secret that Nintendo 

was actively trying to stop us 

marxellng the Game Genie and the 

unlicensed gamas." says Graham. 

"There was no contact with or 

support from Nintendo. We had no 

IICC888 to ofllcial Nint8ndo 

development clocurnents, and what 

technical Information we did have 

came from nwerse enginesing the 

hardware. Al the time we were told to 

be Clnful of strange people who 

might be collecting evidence for the 

evil end mighty Nintendo. We were 
yooog InS l*8llOid • 

But 1991 was little short of a 

mncle yell' for Codemasters. Judge 

F.-n Smith ruled In favoi.W of Galoob 

In the Game Genie case (leading to a 
reported 500,000 Immediate orders 

from retail), and the decllion was 

upheld after. Nlntendo appeal. " 

-. momantoul decision. "They al 
kMd it Godzlla In Toyllni had 

goll8n be818n,. says Ninlendo's 

ttow.d Llnooln '" David 5heWs 
'Game Over'. Less newsworthy, but 

lignlftcant 1'10118thaless, was the 

lal.r1ch of Codemasters' first NES 

gamas: The Fantastic Adventul86 Of 

Dizzy and, yas, Micro Machines. 

Not only did the company avoid 

a ,... dllalt8r du1ng the first 

pn:JClJCtlon M'l of Micto Machines 

c:hipl cM to.~ oversil1lt (see 

w... the c:hipl .. down~ it InS 

us dlltrlbutor~ Camarica also 

managed to eecape the overt wrath 

of Nintendo. Coclemastens had bea'l 

vety careful In its design of its 2561< 

ca1rldgelao, legally, Nlntendo could 

' 
~ _-:' Hmo Hntl!ines Cl!nl/enge 

not prevent their sale. Behind the 

scenes, however, there were 

allegations of retailer intimidation, 

with fellow renegade NES publishers 

American Video Entertainment and 

Calor Olaams suggesting chains 

were being dlssll8ded from stocking 

'unoflicial' awtridges by &ggl-lely 

'persuatiMI' Nlntendo sales raps. 

Although a success for 

Codemaetera. Micro Machines was 
not the stellar performer at retail that 

it perhaps could have bea'l. "There 

were plenty of good reviews, but In 

the and I don, think Micro Machines 

on the NES IOid 111 spectacular 

quantltlee.. llmants Gnhm. "In the 

US there were too many legal 

complexillel, and we were r8lying 

on olhars to nw1cet the game.· 

In a longer limeframe, though. 

who would~ to put a pnce on 

the value of the Mlcto Machines 

hnchlle to Codemastwa? Wrth an 

8lllrnaled tM mllon copies oflla 

\Wioul ~ IOid worldwide.,..,.. 

lntogl••• (ltlouQII .. ..cl ieth*j 

wllh o.loob own.a HaabRit 
appopri~Md .. licence for ils 

rnedlocnt PS2 end Xbox l8le88es. it 

~ •lniiiFII J*l '" making the 

Wlrwlc:lalhft-t outfit the 

company lt Is today: that rare beast, 

a succeufulindependent UK 

software houae. 

Thouglllllallngllplayer mode • not ita 
lllangelt ...... Ycto...,.,..­
--11111 .. llbeorblng game. 1be 
llddlllon of bonus -tor able~ 
- • nice touc:h ~~~though, being • chld of 
ita - Macflinel cruelly returns ~to 
,_-once I!Mir lhlw- exhauated. 
o.m. ~had. draconian-
of ..., play bllck In .. ..ty 11190a 
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Examining gaming history from Edge's perspective, five years ago this month 
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GAME OVER 
f'MNINTOOO? 

' --••n'MIIIW....S ---DIU!I··-- ---·----- - -·-··--· .. 
Issue 71 , May 1999 

1. N:ntendo's 0064 - not 

quite as dead as we 

thought, but dead enough. 

2. And one of its games, 

the peculiar Talent Maker. 

3. Sony warns people off the 

'99 Tol<yo Game Show. 

4. Lost Toys, captured by 

circus performers. Eek. 

5. Virtual insanity: a working 

demonstration from Edge. 

6. C64 Aliens: An unnerving 

experience rarely equalled. 

7 A model citizen, 

courtesy of Shenmue. 

8. The wireless add-on 

for the NGP allowed 64 

s;munaneous players. 

g Silver girls from the TGS 

10. We get all touchy-feely 

with VR, a sexy hobby for 

curious bachelors that 

could turn you blind. 
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"Is this GAME OVER for Nintendo?" asked 

the cover of E71 , a smashed-up N64 illustrating the 

fanbait cover1ine. "The answer ... is an emphatic 'no,' 

of course," said the editorial intro two pages later, just 

in time to stop most of the fanboys' crayons hit1ing 

their Kirby-themed writing paper. 

But th ngs were starting to look bleak for the 

console, Edge pointing towards a weak release roster, 

the apparent cancellation of the 6400, and Sony's PS2 

posturing as worrying signs for the future. 

Thank goodness for 'insiders'. who revealed the 

specs of the firm's next-generation machine: cartridges 

will be eschewed in favour of DVO-ROM, and the 

system will be buJit with interne! connectiVity at its core. 

Technology of an even more specula!Jve sort was 

010 EOCE REAU..Y SAY THAn 
"As befote, olllema.e fighters ore we1 endowe<!'" 

the manvnary department." 
Some day, we 1ntend to \ltSrt this mysterious mammary department. 

DID THEY REAU..Y SAY THAn 
"Share options." 

Glann Corpes tells us what he misses most about Buflm:lg. 
He's joking, of cours~. WtJ ttw'lk.. 

TESTSCREEHS AHD RATINGS: 
Aliens Vs Predator (PC: 8/10), Blue Stinger (DC; 5/1 0). 
Aet<> Doncing (DC; 4110), X-Wing Alliance (PC: 8/tO), 

Re<lf11>0 (PC; 4110), Um Jammer Lammy (PS; 6.'1 0), 
Dvke Nvkem: Zero Hour (N64; 711 0), 
The House Of The De<Kf (DC: 7110) 

4 

dean with in the issue's central feature: Whatever 

happened to v1rtua1 reality? "lt was a bit rubbish, so it 

went away," was the essence of the conclvsion, 

anhough we did postulate that it might take off again if a 

large PC manufactvrer had the foresight to bundle 

HMOs - head mounted display units, or, for the eas.ly 

eyestraJned, headsets of mass destruction. 

And on the subject of strained eyes and broken 

hearts, Sega's Blue Stinger rolled in for review and 

provided the first signs of impending disillusion with the 

Oreamcast. "Simply unacceptable," we wrote. "Saga 

now needs Biohazard: Code Veronica to impress 

more than ever.· 
OMG!!!!!! OMG!!!!!!!1 The Oremcast iz dead! 

Get the Sonic notepaper out ... 

5 
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1n ox~ Communicate by post: 

Letters, Edge, 30 Monmouth Street, Bath BA 1 2BW 

Or email (stating 'lnbox' in the message header): 

edge@futurenet.co.uk 

I was very interested to read your article in 
E1 34 on the next generation of console hardware. 
but was surprised by the omission of any comment 
regarding the ill-fated Saga Saturn. Given the focus 
of the article on the logical progression of hardware 
towards parallel processing. this is surely a very 
relevant example. At its best the Saturn spawned 
the likes of Radiant Stlvergun, which wiped the 
floor with the best that PlayStation had to offer. 
However. you can arguably count these titles on 
one hand. At its worst (and far more oommonly) 
the Saturn was no better than the equally Ill-fated 
Sega 32X, spawning more shoddy games than you 
can shake a stick at. My point? Consoles that rely 
on parallel processing yield amazing games from 
amazing code houses and mediocre games from 
pretty much everyone else, simply because parallel 
processing is a complex and difficult art which will 
be made yet harder for coders in the future as they 
will have to consider not one. but three separate 
systems all using varied and complex parallel 
processing architectures. Surely lessons should 
have been learned from the Saturn? After all, 
consoles are only as good as the games made for 
them, and those games are only as good as the 
teams behind them; not everyone can be as good 
as the likes of Treasure. 

The thing that makes this apparent lack of 
consideration to the skills of the workforce more 
worrying is that the next generation of hardware 
could potentially make or break the games 
industry. Let's hypothetically assume a worst-case 
scenario, whereby all three major players release 
something akin to the Saturn, which is so hard to 
program that each have only a handful of good 
games. COnsumers will simply lose faith in the 
industry's ability to deliver cutting-edge 
entertainment, and videogames will once again 
become the pursuit of the closet geek. Yes, I am 
assuming an absolute worst-case scenario, but 
the risks of developing ever more complex 
architectures are still very real. 

Even if Sony, Nintendo et al succeed in 
producing workable parallel processing-based 

architecture, what will the wider world of gaming 
really gain from it? Is all this over complication of 
hardware really worthwhile for the sake of a bit of 
eye candy? I for one think it's about time the 
industry took a step back and considered whether 
'bigger, better. more' is realty a sensible philosophy, 
and where this spiralling obsession with 
technological superiority is gong to take us. 
Henry Wilson 

We don't have a problem with 'bigger, better, 
more' - at least not yet - but building it ts certainty 
a considerable issue. And it's one that Microsoft. at 
least, seems to be tackling .. 

I've been a gaming addict all my life, and 
have been working in the industry as a journalist for 
four years now. With this letter. I just want to say 
that I am quite disappointed in a lot of other 
journalists. Not anyone in particular, though - I just 
don't like what's going on tn the underbelly of our 
industry. The thing that bothers me most is the 
typical trend of aping each other. I'm sure you 
know what I'm talking about. Almost every game 
journalist likes to oondemn the hypes that are 
created for games by their btg publishers, but 
actually, we have our own bttle hypes going on. 

lt has oome to a point where you are almost 
afraid to have an opinion of your own. Most 
journalists use sites like www.gamerankings.com 
just to be on the safe side. Some of them have 
actually told me this. You wouldn't want to go 
against the grain, no sir. That would be suicide, 
because most hardcore readers buy several mags 
each month and their opinions are, of course, 
heavily inftuenced by what they read most often. 

I'll give you two examples to clarify this. First, 
Enter The Matrix, a highly controversial game to 
say the least. Anyone who plays the game will 
almost instantly notice that it lacks (a lot of) polish 
and was obviously rushed into stores. But hang 
on, the fighting system tS kind of good - no, wait, 
it's even great! Do we read this in reviews of the 
game? Not as often as we should. Reviewers are 

too busy pounding the game into the ground 
because in some way or another we seem to have 
agreed that this game sucks. 

Still, it sells a million, all thanks to the hype? 
Partly, but there are garners out there who love the 
fighting as well, and rightly so. Are they blind to the 
terrible racing and hovercraft levels? No, but they 
enjoy what's there. The same goes for MOH: Rising 
Sun. Now, I have played them all, both on PC and 
PlayStation2. What do I love about the series? I 
especially like the history, the settings, the music 
and the overall immersion. Don't get me wrong: I'm 
the first to admit Rising Sun doesn't come close to 
its predecessors. The graphics are bland, but they 
do get better towards the end of the game. As far 
as AI goes, the enemy can be extremely stupid, 
but the other MOH games had some of the same 
issues, although admittedly to a lesser degree. 'So 
what's good about this game?' you're asking. it's 
not as linear as the others. You do have 
alternatives. The online mode is decent, especially 
in comparison to other PS2 online shooters. And 
please. don't even start to compare it to PC games 
- a lot of PS2 owners don't have a monster PC. 
But one thing I liked a lot about Rising Sun wasn't 
mentioned in any review I read: the letters from 
home. For the first time in the series and in this 
sort of games we got to experience the 
homesickness. which gave more of an insight into 
the character you're playing with. 

Does this all account for nothing? Are we blind 
to innovation if the rest of the game isn't as good 
as it should be? Apparently. Again, these are not 
great games, but they have nice features that are 
overlooked. One guy even told me that a game is 
either good or bad, that you have to review 
objectively. Well, wake up and smell the coffee -
your perception of everything in this world is 
subjective, including games. Of course you can 
use your knowledge of games to make a solid 
comparison. As I see it. a good review states 'the 
facts' about the game as objectively as humanly 
possible and the conclusion includes your 
outspoken subjective opinion, which is partly 

I 
"Consoles that rely on parallel processing yield amazing games 
from amazing code houses and mediocre games from pretty 
much everyone else, because parallel processing is complex" 
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reflected 1n the score. A score - as Edge once 
nghtly pointed out - should mean almost noth1ng 
to the reader. By reading a good reVIew they can 
make up their own mind, and that's what wnt1ng 
reviews is all about to me. I'm afraid I'll be forced 
to change my ways 1n the future. just to fit into the 
mould. lt seems that I'm alone 1n th1s. 

One rrore thing to fellow JOUrnalists concern1ng 
gaming: games have never been better and will 
cont1nue to get even better. but I'm qu1te sure that 
we won't be able to say the same thtng about 
most r8VIews. lt's a conclUSion 1 don't like to make. 
out ultlmately have to. 
Faberlinck 

Reviews won'• get better? Watch '!"VS space 

Your comments about the hardcore 

community takJng ISSU8 WTlh guodes oec u ~ ' 

·ner runous effect on any sort of chalenge E135) 
may have a c:ertaJn degree of truth, but doo't rAA 'I 

cover my mapr problem WTlh them. Games may ()( 
may not be too hard, but one thing IS certatn: to 
the first timer they are impossible. 

To the newcomer games are a confuSing world, 
·Nrth many hidden rules that the JllajOnty of garners 
1nternalised many years ago. I remember a letter in 
these very pages a few years back where a reader 
had persuaded his mother to try /eo. Alter finding 
the switch to open the first door her next quest1on 
was 'what do I do now?' Obv1ous stuff to us, ol 
course, but that's becauso we've boon trained to 
understand gaming log1c, not common sense. We 
know that as long as you hide for long enough 1n a 
stealth title the guards w1ll forget you ever existed, 
we know that red keys open red doors. we know 
only one person 10 an RPG has the answer to our 
questiOns. and the real game is to find them. 

What game guides do IS allow thts to continue. 
Hardened garners use thetr gamng sense ~f you 
vni) 1xr. the great unwashed have no time to learn 
the maiOY rules wtliCh are never expla ned but 

continue to dominate our game worlds. The 
Industry IS 393in faillf19 to shu'k 1ts 'local shop f()( 

Was the combat in Enter The Matrix overlooked by 
reviewers who failed to appreciate the big picture? 
Faberlinck, a game journalist himself, believes so 

local people' 1mage. We can't turn to new garners 
and say 'If you don't get it, buy a guide,' and 
expect them to waste more money. Games are 
meant to be a fathomable challenge to the 
newcomer, and presenting them With the 
equivalent of the crossword puzzle helpline is 
not the way forward. 
Mike McCarthy 

Yes, to the outsider most videogame logiC must 
seem plaJn dumb, but 1t's JUSt one more symptom 
of the loon's relative infancy. Perraps one day you 
will orly need a brain 1n order to play Here's 
another letter on the topic: 

I am writing regardng the Tngger Happy 
artiCle 1n E134. am SO glad that the ISSOO Of 
games culture's plaCid acceptance of absurd rules 
aJnd restnctiOflS s finally recervlf1g some attentoo. 
However, the approach taken Ill thiS artiCle seems 
to me a ''Tile miSPlaced. Attempts to portray a 
hiQher degree of naturalism Ill \lldeogames are 
hampered by the obVIOUs llmltatoo of tne control 
system. The number of buttons must obviously be 
tm1ted to a useable amount, but th1s •n turn l1mrts 
the poSSible actiOnS that can be performed. ThiS 
can of course be overcome by the constant 
chang•ng of the button map, but th1s results 1n the 
type of chaotic lack of control that so exemplified 
the experience of playing True Crime. 

The only way that these restrictions can be 
made invisible is through a careful construction of 
plot and pacing. Driving games do not suffer from 
these 'new absurdities' as th81r real,sm 1ncreases, 
as the1r plot allows a seamless mapping of the 
control system to the actions requ1red 1n the game. 
and the dnver's inabdity to get out of t11e car and 
beat rt with a bralnch is never highlighted to tl1e 
player as both plOt aJnd pace make this type of 
SCtMty Irrelevant. 

11 is the idea of constructing a 'honzon of 
poss•btlity' (see Pau Ricoure 's wntlngs on tme and 

narrative tor more lflfo) for the player, a control 
syst8f'l that maKes sense because it fits w1th t11e 

actions required by the plot and pace of the game: 
1t's not so much that the'r rules and restrictions are 
arbitrary and absurd, but that the plot of the game 
IS. lt is not JUSt v1deogames that cause the average 
person to say 'why did that happen?' as films with 
1mplaus1ble and 1ll-conce1ved plots elicit the same 
response. What we have grown complacent about 
IS be1ng presented With a plot and pace that 
construct the foundations of a pia us ble world, 
accepting Instead a stnng of below-par np-offs of 
vastly over-exploited genres. This may, along with 
rraking games that are decidedly more satisfying 
to play, finally s:art to create software that appeals 
to a wider aud1ence. 
Adam Pitt 

In response to Lee Hawley's incredulity at 
t~ actiOOS of a game reta er n E135, I tnought I 
rray as well share a couple of my sim11ar 
expenences while we're al on the subject. When 

browsing 10 a local .ndependerlt videc!Qames shop, 

I eavesdropped upon a young boy (around etght 
years old) piCk up a copy of GTN/1 aJnd, thrusllf19 
1nto h1S grandmother's face, said: 'Hey, this 1s that 
game where you get to kill prost1tutes that I was 
telling you about!" The elderly woman replied with a 
typiCally detached "Wow, great: and presumably 
added 1t to her shopping list. 

When I was talking to a friend of mine about 
games, he spoke of his grandma playing some 
videogames. "Really?' I said, ·your gran plays 
Vldeogames?" ·oh, yeah,· he replied, "she loves 
Grand Theft Auto. She says that she loves killing 
all those prostlt.Jtes!" 

Oh. and by the way. it was mce to see Edge 
try 1ts hand at sornett- ng a brt different wrth 
'Spaced/lnvaded' 1n E134. And I was also rather 
surpnsed by the reference to Jason Stollsteimer 1n 
your preview of RElSJdent.al Evi/4 111 E135. 

GraJndmothers take I beral views on murdering 
diQ tal harlots. Edge wrrtes a decent short story 
and stens to the Von Bond es? 

And on that llOIT>bshell. .. 
Robert Brown 

"The industry is failing to shirk its 'local shop for local people' 
image. We can't turn to new gamers and say, 'If you don't 
get it, buy a guide,' and expect them to waste more money" 
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