Plus: the best from E3
Including Nintendo’s DS, The Legend Of Zelda,

Halo 2, Metroid Prime 2, Half-Life 2, FFXII,
DMC3, Doom 3 and Resident Evil 4
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New platforms steal show at E3 2004
Microsoft, Sony and Nintendo all hit hard with new software in Los Angeles,
but PSP and Nintendo DS prove real draws as the new handheld era looms

The Los Angeles Shrine Auditarium {laft)
provided ample capacity for the world’s
gaming press (and assorted other industry
types), all eager to watch Microsoft's next
mave. J Allard spoke only briefly an the
company's XMA initiative (above), and offered
a new version of Pseudo Interactive's 'Crash’
dema - this time with two cars colliding head
on. |t was a fine presentation, although the
technology failed to werk attendees into a
lather, which presumably was the intention

The Americans in attendance seemed to appreciate EA's sporting stars turning up to promote its
commitment to Xbox Live, aithough in truth most of the applause was aimed at Muhammad Ali

X manags

1 and Peter

yStation boys lost their jobs. The Xbox
team were rewarded with the rights to make a
Donald Trump RPG. The audience lapped it up

Halo 2's official launch date, November 9, was
a hig enough deal for Peter Moore to have it
tattooed on his arm - albeit only in henna

Rebbie Bach sought to emphasise Xbox
Live's success by comparing its take-up to
that of AOL, TiVo and HBO subscriptions




Witnessing PSP's video playback quality was
a dsfinite highlight of Sany’s event (sven if the
subject matter wasn't up to much). Tales OF
Eternia showed its gaming credentials (right)

Sony slashes PS2, talks online  This will be “a growth year for PS2 online,” said
: : Kaz Hirai, who went on to claim that 100,000
new users will buy into the service each month

Sony's pre-E3 presantation wasn't nearly as
theatrical as its competition's showings. It

was all about exclusive 'AAA’ content on P52
(rignt), PSP specs (below) and onling pledges




Nintendo's new day

I 2%, | 1 1 1E :hie! Reggie Fils-Aime, ma<ra Microsctt, “Ore compateor of ours s &8 Leading the charge on NDS: Mario Kart DS
banr's Chinese Treaser one of ths 4 s parfidant firs i el ot  mameea A uEEtEEr W and Metroid Prima: Hunters. & large part of

their appeal will be wirgless link-up play

bes

predictably rapturcus re
talks of Nintendo's pride at ha
s0 many firsts in gaming, before
NDS is the company’s proudest ach
to date; George rrison focuses on bu
sales figures while ignoring a persistent
heckler; Nintenda new boy Reggie Fils-Aime,
who opened his address saying: "My name |s
Reggie and I'm about kicking ass, I'm about
taking names,” ta much general amusemant

tablished
iming that
nt
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The NDS prototypes didn't seem sleek
enough to be typical Nintendo designs,
but functionality wasn't an issue. Note
the circular shoulder buttons (main)

Mintendao's
k in harmeny

Sega's NDS contribution Sonic's spe

‘Carving Tach Demo’ (centr

s fairly miserable, requiring you to rub the screen back and forth in order to ralse ed = and that we
) AN dive nd its submarine sim was a good indicator of how the unit's two ¢

reens can
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Nintendo DS software: the first wave

In & rare move for the company, at E3 Nintendo showed a bundle of NDS
demos that may not turn into commercial games. However, the seven titles

Animal Crossing DS

Animal Crossing's letter-sending and
pattern-making mechanics are ideally
suited to NDS thanks to its touch-sensitive
screen, although it's not yet clear how
Nintendo will further push the concept.
Expect online to figure in there somewhere

Wario Ware Inc DS

An obvious highlight was this third Ware
outing, requiring you to chop items of foed
by slicing with your stylus, drag coins into a
purse, and reveal a Wario coin as if rubbing
over paper with a pencil. The latter was
responsible for many scratched screens

Mario Kart DS

) LIS /3

Nintendo gave prominence to Mario Kart

in its marketing materials, although it was
suspiciously absent from its stand. Perhaps
this was in recognition of its failure to fully
utilise two screens, After all, who locks at
the map when they're playing Mario Kart?

Super Mario 64x4

This was the best demo for appraising NDS's
3D capabilities, since its environment is
based directly on Mario 64's opening level.
There aren't nearly as many polygons in the
scene, and textures are PS1, not N64, in
style, but it all moved smoothly enough

featured here should be finished in time for the machine’s late-2004 launch. In
terms of showing how the dual-screen concept can work, it's a mixed bag...

Metroid Prime: Hunters

\
A

Hunters was up and running in fourplayer
wireless link-up mode, and the results
were... interesting. Jabbing the screen with
a stylus in order to turn and fire wasn't
difficult, just unusual. It can’t help but tumn
into an inter-office cult, though. Can it?

PictoChat

Plaver 3 Let's draw Maric *

LTRSS Li ke
I - LY

t

Children are addicted to text messaging, so
they will fall in love with PictoChat, which
allows you to send messages and simple
doodles between up to 16 users. Nintendo
suggested that it'll be popular in classrooms,
although we rather suspect it'll be banned

New Super Mario Bros

[ adill =l il ol el Ll Ll L
L sl il sl il Al St i

NSMB was one of the few NDS games at
E3 to use just one of the screens. It wasn’t
playable, presumably for this very reason

NDS Bomberman and beyond

Also running on NDS consoles in Nintendo's
dema raoms were a selection of thirdparty
efforts from Japan including Bomberman from
Hudson and Pac-Pix from Namco. The former
is a prediciable 2D interpretation of the classic
(albeit preceded by a ‘pumping’ subgame
invelving rapidly moving the stylus left and right
on the screen), but Namco's diversion (for you
can only call it that) sees you drawing your own
Pac-Man, who then animates and chomps
away at the ghosts cluttenng up the screen
Other attractions Included Pac '’ Roll (move
Pac-Man around a Marble Magness-style
environment by controlling his rolling direction
on the lower screeny, Balioon Trip (guide the
descending baby Mario by placing little clouds
on-screen), a Yu-Gi-Oh! cuting from Kenami,
and Egg Monster Heroes from Square-Enix
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} was one of the busiest of the show, helped in part by the
three screens via five linked Xboxes. And. yes, you

nwhile, ensured that its PS2 exclusives were clearly

“All of our many advances are now industry
standards. All of them make us proud. But
| think we are most proud of Nintendo DS”
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of Dance D
dance mat compatibility (far

re EyeToy
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! sgue futuristic
ovement of your head

action with Sega Superstar

EyeToy Anti-Grav, a Tric
racer which tracks th
and arms. Unfortunately, calibrating the beast
proved stupidly difficult, resulting in a most
unsatistactory outing for a novel concept

was surprisingly effective

handed keyboa



PlayStation Portable promises power

Amid the insane environment of E3, Sony offers a clear window on the
future of handheld digital entertainment - so long as the batteries last...
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PSP: the games
Every PSP game officially revealed to date

Firstparty US

Syzhon Fiiter: Logan's Shadew

ATV Dffroad Fury

Twistad Matal: Werld Tour

NBA Shactad 2005

NHL Face Oft 2005

Fightng Sprits |strest-nasec oear 'em up)

Firstparty Europe
Wpeout Pure
Vearld Rally Chamgpionshio

Formeia Ore '04
Made
Thisis

Footbal 2005
Harz Corps ipotable verson of the PS2 online-
comoatible tie. Hawarel

Firstparty Japan
Ape Escape
Dokodeme issho

ran Turismo 4 Motie
Ken Nz Kagl ShiNa Men (hack 'n' s ash title
with Final Fantasy influances)

Sony was «ee
FSF's
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Thirdparty US
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Backibone Entertainment)

Tony Hawk's Undergrounc 2
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Ninety-nine recognised developers, including
virtually all of the world's major console players,
already have PS Portable games in production

Thirdparty Japan/Kaorea

Metal Gear Acld (Solld Snake in slightly
unusual turn-basea outing

Taes Of Eternis

Dar«stalkers Chronicle

Puyo Pop Faver

Dynasty Warriars

Exploration-Based Harror FPS (Komami's
working 1ithe says & al)

Gagharv (Banda's 2D RPGI

Y= Year Of The Ark

New Ridge Racer
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Lack of stamina?
Tha anly

o tarr

sternent was talk of

re faciors

efore the end

financial vear the

stion and refinement of

Q&A: Phil Harrison, executive vice president of development, Sony Computer Entertainment Europe

How excited are you about PSP
compared to other projects you've
worked on at Sony?

I'mincradioy emtec It's an entirely new
format wa're ia re. |t is-pot just
a guestion C an (-_‘hISt ng format
ard making it a bit faster or adding
better graphics or what have you. It's a
wholzs d. [fwegseti
rignt, | think PSP has got a cn

mare significant f
formats - Pla

plzased abol &
~lolvue

25 We raleases
o into the firal pr

1diity. It's a really beauti
Laverybody's
Thie feature that has got
daing backflips d
ty of the screen, Untll
itin-context. working

Why is it such a leap from the portable
screens we've seen before?
Well. | think it commuricates the

nhere-‘.t n the

:J'e-\-alent att e
ustom-mada
LR} g"-=.1t
statem cnt ,,lt tre patform, we needad

You already have 99 developers on
board, How aggressively have you
cour‘red sof-tware Suppurl"

5 probably a faster L.p a<e
with PS1 and PS2,

Is there a target for the number of
titles you want to have on the shelves
at launch, ar within a year of launch?
MNe, we've naver really looksd at it that

Y. 5o long as we demanstrate the
technical acvantages of the fo
a number of wnat we'd call pl
defining t1les, then that's gr
dor't really count £ 10 absolute numbers

Maost of the titles on show at E3 were
existing PS2 franchises, and although
it was impressive to see games that
looked very similar to their P52
counterparts, there wasn't much of a
suggestion of new game ideas being
brought to the farmat...

| think that’s understanaatle, and
natura! a1 this point in the format's life
Bear in mind that tre emulator ne
been around for very rong and first of all

re going to see games whose
opment methodoiogy s already
od, or games for which the
assets are already availzble.

L the E3 videa cic show
SW ang urigue precusts,

What are you anticipating in terms
of new game genres or new ways to
rJIe\',r games on PSP?

re a couple of things. One is
ntal difference between

gaming, it's mare

ven — you're about 1o get
you've got 20 minutes to
need 1o encourags

rs to invent game ideas that
mindset. Secongly,
lay and data-sharing
anality inherent within the format
=n up all kinds of new possioilit es. At
first you're talking about multiplayer
gaming against peaple you khow, satin
.Butthe

the same raom &s yo

proliferation of wi-fi hetspots in cafés.
alrperts and the like means that

and that's a big deal. Alternative
have the cancect of a physi
such as a café — where ane
game is taking place in virtu

paying the game oflin i
able to cater for that kind of expefiance

Is there anything specific being
planned with the first wave of
Sony-developed titles?

We're gaing to be designing additona
levels for Pure that can be
cown'oag wi=fi. Hopefully a new
track every mentn after release.

What's the proposed payment mode|
for downloadable content like this?
In this case it will pe abserbed by the
cost 2 game

How will this content be stored, given
PSP's lack of an internal, writeable
hard drive, and the fact that UMD is
currantly a ROM-only format?

On Memory Stick Dua Pro. You can get
~ory Sticks which store anything ug
o 1Go of memary, B Il b
designing these Wipsout Pure tracks so
you can stare several on 2 32Mb stick

What about the idea of challenging
strangers who enter the range of
your PSP?

Like blugjacking? Defintely - there are
some partcuiar games whers
drive that forwarc, where your
ats vou see ather paop o could

. These are things that wil halp take
the PEF bevong cure gaming. At sol

2'd | ke to see neopie :Extl'.g

2 their PSPs instead of thar
phones T they nappen o b awi-fi
hotspot, of to send video mal to each
other, or to uze voiceower [B

But at the moment you're not risking

This inset shows the comfortabie proximity of
PSP's digital and analogue directional pads,
as well as the concealed Memaory Stick slot

trying to compete with the mobile
phone market,

Mo, and tf quite simple. Although
PSP iz a global format and the harcware
deson will be the same avenywhers in
warld, thera iz ne global format for
chones. Untl magile phone

wWe

dopt the mooie
“hcn-a etanﬂ'\j inta the PSR

What's the function of the IR port?
It's merfect ‘or lower~tandwidth

commurizations,
ar betwesr PSP an

Obviously, you made a big deal at E3
abolit the movie support you have for
PSP. What has heen the reaction from



IEEE 802.11b (Wi-Fi)
UsB 2.0

UMD drive

IrDA

Sprung shoulder button

various film studios about formatting
their movies for UMD?

king hard 10
cto. b ore

Do you think people will want to
watch entire movies on a PSP?

think the quality of rsen should
mean that

a whota flim on PSP

Do you expect people who already
own a film on DVD to buy it again

an UMD?
Depards h
tHink thes

tao, jusl bke

Are movies the main driver for you in
terms of video content for PSP, or are
you thinking about less wieldy
segments of film, such as TV
programmes, news, and so on?

think yau sould easity imagine a

your plare’s ir the at o
vant ta our Memory Stick
whlsh mignt te-a couple of spisodes of

tan, the Ning O'Clock News

Do you think the speed of download is
going to be an issue? On current wi-fi
connection speeds, how quickly do
you envisage that someone could
download video content?

nds on tha compression. and aiso

At the moment, downloading a movie,
even with a decent broadband
connaction, obviously takes a while,
Can the compression you're planning
to use really slash that time?

Yes, and

picture cuality
B speed

On the music side of things, how are
you going to be able to compete with
people’s existing methods of
consumgption of digital music, such as
iPods and other MP3 players?

Wall, there are 1wo aspects 1o the music
functionalty on PSP One g tr

Why doesn't the platform support the
MP3 format?

It's tne most w

despread mus

You're talking about going into an area
where people own existing devices
and have existing systems for getting
hold of music. Are you expecting PSP
to compete against that, or is the
audio functionality really just an extra
mes machine?

Will there be region coding on UMD
games and movies?

nlorced within
the saftware or hardware where

|75 unilkely that the movle

Soreenshots from PSP code (from left);
Hard Corps, World Rally Champianship,
This Is Football, Wipeout Pure, MediEvil,
Metal Gear Acld, Formula One '04

tart
Select '
Sound

Display

Volume

Home {reverts to menu)

Analogue stick

umMo

One of the big question marks

hanging over the machine - as with
any handheld device - is battery life.
Are you confident that PSP can

function without requiring regular any para
charges, espacially given the battery- Nc 1
intensive nature of streaming from
disc-based media?

Ve va otnatt

You're not revealing anything yet so
far about unit cost, but do you have

v |ife of PSP
thar simi'ar

How about software cost?
| expect that our frstpary pro
retail for rilar pnce to that o

gamss g

market. The

What do you think about Nintendo's
DS? Was the touchscrean function a
surprise to you?

Ninterdo shoud

short-term banaft

Do you know how much extra life will
be provided by the battery pack that
was on display?

So you're not viewing the DS as
competition for PSP?

ts @ vary dfeent product, aimed at 3
ence,

SEnsl o shoy i
athimg in prototype nght from the
very gaginnrg

that trers was 5 very differert auc
Somae believe that Nintendo is risking
cannibalising its existing GBA

audience. What do you think

Are there likely to be alternative
colours for the European release? Tink that §0

That ~asn't bee~ decided yet

wiy they aop 10 nEve ma

2 knen-ack reaction

You think Nintendo’'s DS is a knee-jerk
reaction to PSP?




Gaming goes on the run

Mixing online players with street runners, Blast Theory’s
Uncle Roy All Around You is extending the scope of games

Online players move through a 3D map of the game area using an avatar. They can provide
help, and hindrance, to strest players via SMS - and also have a mission of their own

Launched in London, and redesigned for the
Manchester performance, it's clear that Uncle
Roy All Around You is more than just a game

Ancd that

cHy Orhas bee sotenta of
Matt Adams, or

Equipped with a PDA, street players have to find their way to Uncle Roy’s hidden office
with clues provided by the mysterious Roy, as well as help from the online players



EIGF award nominees revealed

Voting opens via SMS and internet for the Edge People’s
Choice award at the upcoming Edinburgh Games Festival

Dare to be Digital has announced the six
contenders for this year's prize, which
rewards Scottish students for innovative and
commercially viable game designs.

The teams behind the shortlisted games
= Just Add Water, a team-based puzzier;
Fizzle, a minigame-based party game; City
Scrawiaz, a 20 graffit! game; Nano Agent, an
FPS; Pixie Dust, an escort-mission-style
platformer and Biue Moon Rising, a coop
survival horror game = will have ten paid
weeks 1o work on their ideas. The winners will
be awarded £4,000. and be given support 10
help develop the prototype into a commercial
reality. Take a look at www.darstobedigital
.com to sea how last year's winner Demon
Lore {(abovs) is daing.

For more Information on EIGFD4, and to register for game
o &5 Bath. Avgr A1 2B, Comg f 5 screenings and Go Play Games, visit http://www.eigf.co.uk/ Jason Hall, senior vice president at Warner
Srothers, has revealed the company intends
1o fine licensee publishers if games made
reviewed from its IP fail to receive an average critical

A rundown of last Issue's raview scores rating of above 70 per cent, as calculated on
sites such as GameRankings. Talking to The
Hollywood Reporter, he said it was a move to
prevent infenor products.

Platform Publisher Develaper Score
Xbox SC = giry

PS2, Xbox Rocksta
Y o e ? There have been furious responses from
Fod 2 .
BC. PS2. X = o = the indusiry, notably from Atari chairman and
. 2, Abox oS 0 Interactive i
Pawerdrome PS2. Xbo N < Shefiield =, CEQ Bruno Bonell. “We soid four million
FOWERTrome = o evolved Argonaut affield i’ 1 -
o ' ST e copies [of Enter the Matrix]. That's $250million
Pariler PC Dreamcatcher Paople Can Fly b e i
worldwide," he declared. "Warner Brothers
PS2, Xbox Midway Surreal Software 6 ’ Gy ;
¥bo i, Nude Mak 5 would penalise us because we didn't achieve
ADOX Lapcom 2 Vi i o]
S s e ‘;E _ : 70 per cent? Are they joking?" The Irony Is it's
o a5k wAHCON = fikely Wamer's intention is 1o pravent the kind
S ; ;g. o o B i of hype-over-substance embarrassment that
2Van Samural ¥ nm Dim P . 4
e = & i iz = characterised Enter The Matrix's release,
Armored Core Nexus PSSz From Software In-haouse 8
Sport Challenge 2 Xbox Micresoft Game Studios  DICE L]
Singles: Flirt Up Your Life PC Koch Deep Siver 4

-2

Galleon Red Dead Revolver Resident Evil: Outbreak Hitman Contracts
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Soundbytes

“'Th|5 summer we're sending game fans on a

“A brutal encounter with Dr No costs the
player an eye, but Goldfinger’s technicians
replace it with a gold-hued, synthetic eye,
earnin the playe the name GoldenEye"’

EA =

“This is a once-in-a-lifetime opportunity for
retro gaming fans to purchase a piece of
gaming history. | have no idea what is on
these discs, or even if they work after 20
years in storage, so it's a bit of alottery;
but a good way to raise some money for

charity nonetheless”
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il of ga—=e 50 B2 Nearly 5,000

=i 40.3 percent
30.7 percent
: - fey 255 6.8 per cent
18.4 per cent
3.8 per cent
=2: 26.6 per cent
15.8 par cent
5 12.5 per cent
7.3 per cent
== 3.7 per cent
s g Pefonz: 1,000
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Make-A-Wish gets game

Welcome to Ben'
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vou really need to-see Nintende's other, secret video
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Seven oess briefings. 12 oarties. 5000 games. Whoah
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Tha Arcade Fiyer Archive is a huge repository of
fiyers for arcade games, one-sheet promotional
pieces used to pitch the machines to would-be
buyers. Each fiyer is scanned at high resolution
then thumbnailed, and the website’s clean, simple
interface makes it a nostalgic pleasure to browse
through classics and obscure titles afike. Ona more
irtellectual historical note, the industry is nearly
three decades old and it's absolutely absorbing to
see how the marketeers' llustrative style nas
evolved alongside the technology it promctes.
Interestingly, since the site covers fiyers from

across the globe, it's possible to compare

game art across continents, too.

This Japanese advert for Katarmmari Damacy (8/10,
E138) is set in an office building, with a salaryman
waiting, apparently, for a job interview. Little does
the employer know, however, that its prospective
worker has curious adhesive qualities. ..

After a glimpse of the PS2 logo, a woman enters and
asks the seated man to accompany her to the office

Rather than simply walking , Mr Yoshida decides to
roll his way there stuck to a sofa, and then another

The secretary waits calmly as Yoshida demonstrates
his new upholstered method for picking up ladies

A male voice says: “Make it roll, and it gets bigger!”
followed by “Katamari Damacy” and “PlayStation”



, but he Is chaseo by
Al nestable catgs him &

E0E

1 that's it FedEys | ke
crammes, ke, Lh, | Want A Fame

3 im shair cars

price on vour |
k<o beng cool

Consumers

=5t 7, aon't like

REDEYE

A sideways look at the videogame industry
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RedEye is a veteran videogame journalist, His
views do not necessanly comcide with Edge’s

nes mags trat predate the




tae

ccasonaly | ke 1o goon safar, well
slatherag wabh mesguso cream and toting
a -l thrcugh the pecuiar unge that s
scademc witing acout videogames. Partly this is
1o gngure | son't dsapoear arty further upmy gwn
arse than mght already va Imagned oy cerair
Edge rsaders. bartly out of cunoshy, and gartly for
the strange mx of fasc naton and noreauity that
wasHas over me wran | read a ot of e stufl,
~erg, for examele. at gamestudies.org. s a
peper by Laurs Taylor called Vren Seamrs Fall
Apant Video Gamie Scace And The Paver in
whlch tve author's combative openng gatrkit 5o
agcuse me, alang witt wwe other authors, in atane
of patron slng distasze, of navaly assuming “the
absol.te authadity oF a ratiora scientific orae”.
Faiing guJte to remermber whiers sad s, |
“onatho ess do not wish 1o desaciane Tivself from
3.cm g sssumption, | oo thick ratiora’ stisnceis

the rios: authortatve moce of alscousse about
the werla, assuming that by authorilative we mean
shings ke predictakly acourate, provaby useful,
tha kind of awthonty trnat ensures my kettle bois
whign | want same coffes, that sorl al thirg,

Tre tounis s thar everywhere n tooay's
acadarmic word, excapt (for obvicus reasons,
jreide science departrments, 1o say suchathing
FIEr4S 008 ot @8 3 feckless reactionary
throwbask, as someane mprisoned in an
rriperialis: and o-ooably ahalccentrie
Enlightsnment mzae of thnking, Senanly
sOMESne wiho has not read Snough Lyotand,
Baudrilard, Cemlas and so on. Now, | have eag
and admired muen of thess aohers, bt tcays 1o
<£60 0"e's sceplcal mal an when iney vesr Mo
tre reams of scerce, a8 cocumenied by the oook
=lelsctual impastures (weich segms 10 me aoout
half-fignt, given trat & least reif 1he lime the
wiitars uroes sHack are wor<ng explcdy intha
reglm of exccative metapnon e ussfiness of
which the hard-heades soiartific a.shars simpy
don't appear tz unoerstard),

Let us cel tacx 1o Laure Taylon who s
rasearching ineraco issues and survival herrer
germas’ igood Lisk! for her PRD. Wnat does she
propose we embrace n plase o her despises
‘ratongl scientfic asder T Wy, an rratiora one. 2f

course: the <ay t2 her corceptcn of viceogame
space v4ill be 'tha concects of Lacanan
psychoanalysis . Letus remamcer that Jacouss
Lacan & 2 mar who progsses. i al pomacus
senoLEness; that | or the scuane roct of -1, 18
equivalent 1o 1ne canis, Gol that? Tra rest of te
paper talke about the 'mirrer £ege . rarcissistic
projection’ ang ‘the gaze' ang 1s led by these
borrswed concects to end ug sayng trls:

Taking in my cwn actiors coes not allow me
o pass shrolgn the screen, but anly 1o ast on the
soreen becauss the soreen 2cts as a alvider ursll
can find & way Into the game space — a way which
ar sctiva Image peovides *oe and which &r fcen In
a contred pane coes not. Essermially, from 2
position alore the clayes canrot enter o the
garmie space as can of that game space because
ofthe lack of context which embcdiment. In
thrdparsor point-al-view gares, providss,

When academics play games. Or daon’'t...

This aocears to maan that firstpersen games
are 1255 Immershe than thirdpersen games. Mow
17ig rritse® s ar rerguing postion, because many
ot us, | susoect wil nstartly cisagras with 1. Do
we ngt feel mare therg, mMone i e garme space,
whan we piay Halo 88 opposed to Brute Force?

Perhaps: O the other nand, permacs wa fesia
grester sense of physical wentfication when we
e oormmanding d thirdoerson character such as
in Prnca OF Parsia. It seams 1o me that Taylor s
corfusing tweo concepts: those of spats
mmarsion and cnaracter dentification. As |

srguet in my very first Edge column. characlar
dantificaton only realy works in thindperson
garas. you cannot 'bacome’ a character youl
rarsly actualy see, bit the frstoerson viewpont
orovdes a geater sense of beng there, as carnot
8 doubted if you watch the physcal heag
duckings ang learings of an =PS player. Harain hes
the ur‘otunate rature of rmuch acacemic wrilng
about videogames: fasvcnatle cortepts are
ropad in toa smplists agument, and ters fo
pervart it towards a consiusion that lacks credibiity
ascording to the ordinary experence of gamers, |t

& 2lsC too ofien e czse tnat acagdemic came
researcmes oo not spend 2 lot of ime play no
games, [z seems werd for Tavor to complam that,
wher one js attac<ed by monkeys In System
8nook 2, cnecarnot seg or fignt the morkeys
witho.t manually charging vew 1o 1ok dawn

as though ths were a congcearab e effcr,

Bul irne most compeling evicence ot the
arzsecution = that her rmain sxhibit is Tha X-Sies
Game rom 1998, I which ana cercelves rar
eherished mptune in the firstperson game-soace
e your charaster laaks nthe mireer), Ween
she says: ‘This ‘s how most firsioersen pol~-of-
vigw garmes operate. by alowing the olaver o
function o0 the space. but not wittn e spaca’,
she is actuaky thirking of coint 'n' chok adveritures
such 2 The XoFiss Garme or Myst, and fonaly
IMagiring — n an artes pubished in 2003 - that
fris ~eary-sxdinct shvie aciuely constittes 'mosy’

fratoerson camies OF course, i a pant ' clicker
the player functions on' the space. Dut 1o extenc
this argurnisnt to sa FPSs ke Systerm Shock &
ard Cal OF Duty s patertly aosurd, and ths
Blurger sorcedoes ber entirg argurment, | dorot
migan o imph that  think al acagenic ressarch

ntovoesgames s worthisse it s doublless &
wiorthwwhie poect To conduct psyahologea
mvestigations irto the mechansm of grogction
angd rmmersicn in the wdeogame scace jaxcepl
Inat for Tandor ‘cogntive-psychological' -essarch
wiould tal uraer the rubng of her dreaded ‘rationa
scent e oer]. There are doubiless nameus
olnessus-feds inwhon theacoroach of an
azademiz can visld conzectual rewands, but we
~geC "ewer academics who seek to armowr
tremsetesin ire poTowsd adtrorty of
oostmedam jargen, and more — for positive
exarmples, ook up the wono! Jesper Juul or Kunt
Squire —whe ars paszonste ntellgers gamers

Steven Poole is the auther of 'Trigger Happy:
The Inner Life of Videogames' (Fourth Estate).
Email: steven_poole@mac.com
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Something worrying has been triggered. | fear guidelines are being set
in our society, and that videogames could be one of the next targets

swisrks onal sides,

Toshihiro Nagoshi is general manager of Sega's
Creative Center division. His games include the
Super Monkey Ball seres and Daytona USA
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Page 30, press hold, and reveal. ‘Digitiser’s founder speaks out

Let me tell you a story

There was a time when the people making games weren't trying to be
Scorcese, or George Lucas. They were ‘merely’ trying to make games
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p035
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pO36
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pO37
pO37
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p040
p040
p040
p041
pO41

p042
p042
p042
p043
p043
p043
p044
p045
p045
p046

p048
pO48
p049
p048

p0s0
po50
pO50
p051
p0s1
p051
p052
p053
p053
p054
p054
p054
p055

GameCube/GBA
Metroid Prime 2; Echoes
Zelda: The Minish Cap
Mario Vs Donkey Kong
StarFox

Marlo Tennis

Mario Pinball

Geist

Advance Wars: Under Fire
Boktai 2

Resident Evil 4

Donkey Konga

DK: King Of Swing

Q&A: Eiji Aonuma an

The Legend Of Zelda
Odama

Metal Slug Advance
Amazing Island

Mario Story 2

DK: Jungle Beat

Xbox

Halo 2

Chronicles Of Riddick
Iren Phoenix

Conker: Live & Reloaded
GunGriffon

DOA: Uttimate

Kameo

SpikeOut: Battle Street
Forza Motorsport
MechAssault 2: Lone Wolf
QBA: J Allard on Xbox
Arcade and beyond Xbox
Jade Empire

Fable

Unreal Championship 2
Operation Flashpoint 2

PlayStation2

Metal Gear Solid 3
Chulip

Gran Turismo 4

Devil May Cry 3

Neo Contra

Gradius V

Final Fantasy XlI

Blood Will Tell

Nano Breaker

Killzone

Capcom Fighting Jam
Champions: Return To Arms
GTA: San Andreas
Midnight Club 3: Dub Edition
God Of War

Silent Hill 4: The Room
Jak 3

Ratchet & Clank 3;: UYA
Monster Hunter

Death By Degrees
Shadow Of Rome

Shin Megami Tensei Nocturne

p060
p061
p061
p061
pOB1

p062
p062
pO62
pO63
pO&3
p0B3
p0B4
pOB4
poB4
p065
p0B5
p065

p066
p066
p067
p0B7

p068
p068
p068
p069
p069
p069
p063
p070
p070
pO70
p070
p071
pa71
pO71
pO71

pQ72
p072
p072
p073
p073
p073
p074
p074
p074
p075
p076
p076
p077
p077
p078
p078
p079
p079

Sly 2: Band Of Thieves
Enthusia

Rise Of The Kasai

The Getaway: Black Monday
EveToy: Anti-Grav

Samural Legend Musashi

Multiformat

Half-Life 2

Snowblind

STALKER: SOC

Doom 3

Crash 'n' Burn

Juiced

GoldenEye: Rogue Agent
LOTR: The Third Age
Headhunter Redemption
Destroy All Humans!
NARC

Star Wars:

Republic Commando
TimeSpiitters: Future Perfect
Battlefield: Modern Combat
Pariah

Second Sight

Cali Of Duty: Finest Hour
Mercenaries

Citizen Zero

Burnout 3

Area 51

Brothers In Arms
ShellShock: Nam '67
WWIl Combat Elite
StarCraft: Ghost

Prince Of Persia 2
Psi-Ops

100 Bullets

X-Men Legends

Star Wars: Battlefront
The Punisher

Dead Rush

PC

The Sims 2

Cold War

Rome: Total War
Battlefield 2
Warhammer Online
Tribes Vengeance
FEAR

Freedom Force Vs Third Reich

Sid Meier’s Pirates!
Dreamfall

Splinter Cell 3

The Movies

Tabula Rasa
Dragon Age

The Witcher

Call Of Duty: United Offensive

World Of Warcraft
Vampire The Masquerade;
Bloodlines




Format: GameCube

The Legend Of Zelda:

Devaloper: Retro Studios

Metroid Prime 2: Echoes naplon The Minish Cap

Game Boy Advance
Nintendo

cnar Pagahe

This would be 2D Zeida by the numbers
were it not for the talking hat that can
shrink Link te microscopic size, With
shades of Tiny Huge Island, Link cdn ride
on leaves and catapult off mushrooms to
expiore minuscule dungeons. A collect
"em up side quest will take advantage of
the GBA wireless adapter. Flagship is a
subsidiary of Capcom {partly funded by
ch made the Oracle Of
Seasons and Ages games.

Nintendo) w

The Minish Cap pulls some impressive
visual tricks, scaling Link up and down
and rotating backdrops as he negotiates
revolving puzzies and inventive traps

Mario Vs
Donkey Kong

Game Boy Advance
Nintendo
In-house

Visually, Echoes is rather a shock compared to the
muted beauty of the first game. The lurid colours
combine with the greater detail of the models and
environments to create a wonderful nightmare

Mario goas back to his ladder-climbing
and barrel-dodging roots as the pramise
that first captivated a globeful of gamers
gets a full update

Requiring you to rescue an ammy of
ais mini Mario dolls stolen by
e Bowser, there's a stronger puzzie

2S5

dropped b

Oy W S

e nerafrious

the real villa e to lock on to a multipla

sinisier race that i

weapon a limite s a singleplayer foe,
to makina this mode work. fresh, colourful look. Released aimast
hot on the heels of E3 in the US,

expect a full review in E139.

norph element that you might expect and a

planat aplit into light and dark worl The lock-on ¢

2T remans

m.

psmic catachys have taken a

The dark Ir

's boost functicn, a fleeing

with increased

when the two wo

Inthe ¢

LAl

stepped inte the heart

seen No-Face's demonic trs nat cannons blast plavers to other parts of the
Spirited Away, but it remains a unic

level, and the overall experience was
videogame effect unexpectedly well rounded in the one-
side, Ec

M

e

level E3 demc Lk

You ¢

or T

fr the of 2 multicla:
oF the Ol a2 mullipiaye

Mario's hammer makes a welcome returmn
in what is ostensibly a revival of the
original Game Boy Donkey Kong update

ncluding a
NciuaNg ar

correct 100

far more importan all-new visor, the game is

released in November.

in the enginal Metroid Prime. To farce



StarFox

ﬂ fter the bitter taste of StarFox

Adventures

the: delight of an all-ne

high on

were avail i
e and his Arwing
ace war, while the
other mixed thirdperson action with
control of the Landmaster tank, And it

was the latter which really impressed.

one pitched Fox M

into the melea of a

Maost notable was the on-foot control, one
of tha weakest elements in Dinosaur Planet

Relying on the FPS standard of

ure of the game means this is

f an issue than it might otherwis

Wi
arrived in conjunction with some crab-ilke
ile-firing monster bugs. Control was

Deep space has rarely looked this good - at least not on
GameCube. In gameplay terms, though, it's the action
set on planet surfaces that more immediately impresses

Mario Tennis

0 n
o T
1
i >
= 1

Camelot, which produced such excellence with
NE&4 Mario Tennis, has besn working on this
since time - or at least GamCube - began
Worryingly, what was on show at E3 seemed
gimmicky, as cours became infested with stars,
ghosts and Mario Sunshine-style gloop, or
offerad advanced power-ups. Hopefully, thesse
will be confined to alternate play modes, rather
than dominating the main gama.

e ba.
Good level design matched the weapon
ces with more powerful foes, so it was
th some trepidation that the Landmaster

key here too, with the strafing modified to a through the sort of on-ralls experence tor

spinning left or right roll. This acted as a which the series is renowned.
defensive manosuvre but also ser Also avall

h smaller opponents. The Landm:

2 WEerne Var

s multiplayer

the Arwing controls remain much t

with a defensive spin roll avallable p

Vanous tnck manosuvr a lock-on firing
mode and plenty of smart bombs.
Interspersed within the wave of Incoming
enemies ships were much larger bonus

missions 10 be played adher spiit
with one plz
wing of the Arwing or perched on the side
of the Landmaster. It all adds up to a

highly effective package.

iding shotgun on the

craft - all of which were thrown at the player

Devalnpear: in-house

With its naturally portrait presentation, pinballi's
natural handheld home could well become the
DS. Until then, AManio Pinball may win the day.
Squidged into individual screens, each ‘table’ is
maore fike a standalone puzzie than an intricate
machine. The ball, equally squidged, is Mario
himseif, moulded into a sphere. it's a wise choice
— overlaying pinball tactics with Mario's stompy
gameplay rather than cheap cosmetic branding.
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Having possessed an engineer's computer, your
view switches to a behind-the-screen mode
(above). It's a novel concept, although it may
prove a little restrictive as the game pans out

s5ess objects, animals and humans, Of
£ objects ara the a¢
ciphe

have to be scared in order to

ISSESSION,

| interactions duri pening

r mission is 1o some I de gaining control of a guard dog
y and spirit. via its food, and transferring to human
gineers 1o o

reconnect

Let 100 Omooers of the sentnes and e

Mo wonder Guildiord developer Kuju has been so
chipper recently. Given the task of bringing
Advance Wars on to GameCube and into 3D, it
has certainly met the standards graphically. A
cute art style backed by a responsive camera
provides a great foundation but, even considering
the less-than-ideal setting of E3, care will have to
be taken to guide players through the tricky task
of ensuring their squads are kept in synch.

" Primary

135 W
IIz

Reload

-

to a choice of one, For the dog, the only

option was dog food, and engineers only

Seamad s

strict adherence to levels orokan up with
cut-scenes would also seem 1O constrict
the possibilities of bei
d base. On a posit

fou Irplayer humans-vs- ghosts mode

@ a spirit in a huge

undergrc

provides a neat conceptual

Game Bay Advance
Konami
In-house (Konami JPN)

Sneakily using the audience for Snake Eater to
talk up his solar-powered sequel, Hideo Kaojima
proceedad to explain that you didn't necessarnity
need sun to play at all, Which rather defeats the
object. Than he checked the translation, While
you don't need sun 1o use weapons directly
(Scottish gamérs rejoice), you will have to soak
up some sun to power up the weapons at the
solarsmith's shop. Sweetness and light, then.



Resident Evil 4

whiln It has been clear for some time
now that Resiclent Evl 4 was to be

more than a mere sequel, the game’

case toox

mischievous 3ra tripod, &
player aftar ple
dispatched durin

unbearably taut

5 grussomerny
briel but almost

Al through
sparsely populated woodland, and ends
ricaded in a cottage in
European village of the damned,

with the player t

SOme e

while hore dead-ayed locais make

to Dreak in

Breaking down doors? Setting mantraps? Coming at
you with chainsaws? No, these aren't zombies at all.
They're something that's far more disturbing...

door with a variety of rusty garden tools, the
murderous villagers cannot be stopped. The
only option Is to look for an opening and

make a break for it, at which point the

ted on issue 135's cover

gentleman deps

screen

w

reading "You Are Deac nd us

that the breathless temor

pedestnan Resident Evil senes.

Opting for a8 more stealthy entrance to
the village seerns to work well. We climb an
observation tower and enjoy 2 lingering look
at the game's sumptuously detailed
graphics via the built-in Z-button binoculars,

ayed farmer raises the alam.
ent ammo 1o repel invaders for
at least another ten minutes comes as

il one

untii an eag
Having sus

some consolation,

the villagers
s something flammabile and our

et

Developer: Production Studio 4

hiding place becomes a towenng inferma.
This action-packed Resident Evil

reimagining also includes heavy weaponry

such as machine guns and O tUrre

tension that

1 an Evif game. Exg
see an end to the old item-juggling
conundrums too — the E3 version had no
shortage of inventory slots, and larger items
such as the shotgun took up no more
space than a sprig of life-giving green herb,
The garne's lco-style

gments, in
which a vulnerable second character is

he show,

introduced, weren't playable

but their appearance on video offered a

hint of something ceeper than just
nbing

t Evil 4

£

Donkey Konga

Konga has lost nothing In the localisation
apart from its J-pop, which has been
replaced with a more western-friendly
tection (of cover versions). The
American version is graced with the
likes of ‘Louie Lowe’, ‘Rock Lobster
and, er, “You Can't Hurry Love’; Europe,
le, gets the likes of "98 Red
Balloons', 'Wild Thing', ‘Richard III' and

meanw

the exotica-meets-nostalgia overload of
'The Theme from Zelda (Latin Version)'

Displayed back-to-back with Jungle
Beat, this was ancther of Nintendo's
most bangingly popular showings

DK: King Of Swing

With a subtle nod toward Nintendo's
classic Ciu Ciu Land, DK: King of Swing
eschews the vine as means of canopy
travel, instead utilising precariously
placed hovering discs. Using only the L
and R buttons (both at once to jump,
alcne to grasp and pivot with DK's
respective hands), theagame is a
masterful mix of action and puzzie, with
beautifully animated hand-drawn sprites
(nght down to DK's dangling necktie).

Q 5‘@

With a wonderful sense of inertia as you
switch from disc to disc, King of Swing
has a rare tactility for a GBA game



Q&A: Eiji Aonuma

But in Z vs think about

dmes

other elements, and there may be

What was the thinking behind using an The video also focused on horseriding.
Will this be a big part of the game?

adult Link this time?

Does Mr Miyamoto ever have ideas
to which you have to say “no"?
What was your reaction to those who Of course, | have a ot of
disliked Wind Waker's cel shading?

hading graphic:

vir Miyar

it he Is kide

entions things so

“We want to see a very cool Link, so the
combat works well with that image — how he
throws his sword and puts it away looks cool”

fislikes, Of course, it appeals to some people tirnes that | think maybe he really wants to

erfect do it. So someti works that way.
Games are obviously taking longer to
develop nowadays. What are your
thoughts on that?

Can you explain why we're seeing a new
Zelda game at E3, and not a new Mario?
It seems that Zelda has more importance
than Mario for Nintendo right now.
[LsiicH fesl that Both franchises are veX

In the video we saw Link pushing blocks
and other familiar elements. What new
introducing?

The video we saw at the press
conference showed lots of combat. Is
the Zelda series becoming more violent?

arent result




The Legend Of Zelda

w here Ocarina explored time travel
and Wind Waker centred on making

uss of sea breszes as a means of transport,

this new Link adventure will certainly offer
something similarly innovative, although
Nirtendo will not yet be drawn on exactly
what that might be — hence the game’s
lack of a giveaway subtitie right now.

What is clear is that this might be the
most action-onented Zeida to date: sarly
scenes show a Link on horseback engaging
in combat and attemnpting to evade the
attentions of hog-riding adversaries training
bows and arrows in his direction. Leisurely
trats atop Epona around open countryside
may soon be a thing of the past.

The best-looking Zelda game to date? Without a doubt.
This flame-lit dungeon seems a little over-familiar, though

On-foot combat seems 1o follow 3D
Zelda's established format (the action even
freezes for a microsecond when you land a
critical hit, just as it did in Wind Waker}, and
Nintendo has alsc shown a traditionally
styled fiery boss battle sequence.

One totally new feature indicated by the
behind-closed-doors presentation atE3 isa

group of beagles working alongside Link.

It's not clear what these hunting dogs will be
used 1o gather, but their inclusion could
open up some interasting subgames.

As for dungeons, this hardly looks fike
entirely new temtory, although Nintendo
could be holding back the surprises
for the game’s next showing.




Metal Slug
Advance

For years, those without a NGPC have
been wistfully jealous of those who couid
slug It out on the move, Mow it comes to
GBA, and SNK Playmore seems to have
bean lavishing a prepostercus level of
care on its Nintendo debut. The graphical
brilliance is as sirong as you would
expect - vibrant, detalled and inherently
hilarious = and card collecting sub-
missions complement the running and
gunning and gunning some mone.

The usual zoo of vehicles is available,
each cuter and deadlier than the last

Amazing Island

Fonmat. GameCube
ubllshir: Sega
Developer Ancient

Licensing Takeo Igarashi's Teddy sketch
modelling system (as used in Magical
Pengel), Amazing Island has you drawing
shapes using the stick and walching as
they morph into living 3D creatures,
Rather than being restncted to turn-
based paper-rock-scissors battles, the
newly created monsters test their mettle
in an array of minigames from races to
hoop throwing. GBA connactivity will let
you take your beasts on the road

¥hich Accessory do you want?

Odama

or what is fundamentally a pinbal game,

Odama's accompanying plagues,
samural armour and sword courtesy of
a 'Kyoto secret art museum’ displayed
alongside the game at E3, wove an entirely
unexpected backstory.

The game, the introduchon solemnly
intoned, began life as a miiitary simulation
fo test the siralegic properties of the
Nin-Ten-Do, or ‘Way Of The Ninten'. The
Nin-Ten-Dao Is an ancient ideclogy preceding
the bushido that, unlike bushido's pitting of
one swordsman against another, saw eplc
batties involving armies of tens of
thousands of soldiers. Mystenousty, il
remains entirely unrecorded in history, What

e N

e,

i Tl e ) el

bound these countiess narmeless soldiers
together to die for causes for which they'd
soon be forgotten? Relinguishing personal
interast and throwing their fate Into the
hands of the gods, or Nin-Ten-Do - 'The
Way Of Leaving Fate To Heaven'.

Right, 80, back to the pinball, The demo
consisted of a melea between Nin-Ten-Do
disciple Yamanouchi Kagetora and his
troops, battle-worn and weaponiess save
for the Odama (a giant ball believed to once
pelong to a Chinese dragen), and Kendare,
Kagetora's arch-nemesis, with his own
heavily fortified army. The object is to aid
your troops, who advance autonomously up
the playfield as you flatien enemy soldiers

Fommat: GameCube
Putligher: Nimendo

Deveioper Vivarium

(and, careful, sometimes your own as well)
and demolish enemy structures (such as
archer towers) with the Odama. Also at you
disposal, by holding X as you launch the
Odama with the fippers, is a specigl attack
that captures and converts any enemy
soldiers it touches, replenishing the troop
reserves ready to fight at your command.
Wholly weird and endiessly fascinati
which is perhaps not surprising given that
the game is being developed by Seaman
creator Yoot Saito ~ Odama was one of the
lewest-profile games of the shaw, sitting
patiently against the far back wall of
Nintendo's booth, ke a puzzie
benging to be solved

Like Shogun: Total War with the added threat
of an accusatory TILT, Odama’s genre-bending
craziness would be appealing enough aven if
it didn’t take itself very seriously indeed

Winning minigames lets you unlock more
body types with which to adorn your pet




Paper Mario 2 e

ou can be Bowser. You can be Bowser

and grow enommous and demol:
whole levels by wandering about, boinging
the end-ol-level fiag oul into the screen with
n absent-minded flick of your tail. '

It was this more than anything else that
was fueliing the Paper Mario 2 buzz ¢
the Nintendo booths. The core of the game
is absolutely in keeping with Mano RPG
traditions of exploring, puzzling and
stomping on your opponents’ heads, The
koopa theatres which form the setting for
battles proved to be far mare than a neat
visual joke. To power up you'll need to
appeal to the crowd by giving them cute
little waves: fail to please them, and they'll
pelt you with garbage and boos (the
shouting kind, not the ghost kind)

The paper motif has been greatly
elaborated: Mario can't just fold himself into
a plane, he'll also be able to shid )
cracks in a way his nommnal girt
completely preciude. It also governs the
entire aesthetic of the game, where dragons
are folded out of sheets of card and
animations happen fick-book style.

ound

One of the advantages of being
paper thin is that hundreds of
enemies can crowd the corridors,
requiring Mario to let fly with his
hammer and killer bounce

Fomat: GameCube

Donkey Kong: Jungle Beat o s

Developer: In-house [EAD Tokyo)

flencing detractors eager 1o pounce on

Nintendo's seeming penchant for
unsupportable cddball peripherals, and
pleasing just about everyone who (itarally)
fad their hands on it, DK Jungle Beat was
the surprise hit from Nintendo's arsenal.

EAD Tokyo had a decidedly challenging
task before it — take a heavily customised
music-game controlie

as seen in Donkey

Konga, and create an ac
response, the

tion game. In
assambled

group seamiessly

a string of gamepis

tasks ranging from forming mushroom
platforms and springboard flowers to

a - . Unguestionably the surprise
ard attacks and o pounds

standard attacks and ground pounds. game of the show for some,
Jungle Beat is the first game to
give true physical expression to
Donkey Kong's jovial clumsiness

The coup de grace was a boxing match
with a red-eyed adve

sary that recalled a
certain Nintendo ciassic. Clapping at just
he right moment to dodge an attack, and
countering by beating furiously an the
drums — sending forth a flurry of jabs

— proved highly satisfying.




ve've done it,” says the
W anonymous Bungie representative
within the secret, womb-iike structure deep
naice Microsoft's grand E3 boath where
Halo 2 Is being demanstrated to select
individuals, “We beleve we've capturad the
LAN-party expenence, but on the internat
with people all over the world.”

But Internet play is not on today's
agenda. Instead we're System Linked,
with two teams, red and blue, Blites and
Spartans. "Elites are just as badass as
Spart " reckons the man from Bungie,
“although they look a bit cooler, | think.”

He manceuvres the game camera to give
us a good k oL can heir custom

Bungie claims that the energy sword is the

maost powerful weapon in the game, although

heat-seeking rockets also do some serious
damage. One of the most amusing elements

of the multiplayer game is being able to push
enemies from their ghosts and turn the tables

emblems — the Spartans can custormi
their armour with custorn emblems and

1]

custom colours.”

We're in Zanzibar, 20 clicks north of
Mombasa. It's not an enormous level, nor is
Cially extravagant when it comes to
detail. But it's what vou do within its
confines that matters, and we spend an
antertaining half an houwr soaking up what
isn't so much a Halo revolution as ‘just’ a
significant overhaul of one of the world’s
best multiplayer experiences.

The camera pans around some more
and wea're shown a secret area that can be
unlocked by careful use of the architecturs.
In it sits an energy sword, the most powerful

it est

Farmat. Xbox
Publisher: Microsoft

L =r: Bungie

weapon in the game — using it while making
a diving attack is enough to kil most
snermies with one hit, we're assured,

More immediately effective are the
ghosts, whose boost capabiity, effected by
a squeeze of the left trigger, essentially turns
them into missiles. Lining up adversaries
and running them dawn in this manner
proves a remarkably effective —and
sfying — strategy.

Gun emplacements provide cover
oppartunities in this game of Capture The
Flag, while dual-wigiding weapons turns you
into a death-dealing machine. Our time is
up, and we're left with one fesling:
we want to play Halp 2 some more,

suprernehy <

Chronicles Of
Riddick

t: PC, Xbax
hiee. Vivendi UniversalTigon
sr: Starbreaze

The sequel to B-movie Pitch Black will
soon be released, but Chronicles Of
Riddick plays the prequel game, plaging
Riddick back in top-security Butcher Bay
incarceration. The goal is to escape by
any means necessary. Much has been
made of Riddick's see-in-the-dark eyes,
which feature extensively in terms of
gameplay, although it's still unclear how
the whole thing hangs togsther. There's
no denying its super-swish look, though.

This was one of the biggest draws on
Microsoft's stand, chiefly because few
had previously paid it any attention

lron Phoenix

Sammy's 16-player martial arts
deathmatch is in safe hands: Taiwanese
developer InterServ will no doubt be
using the experience (and netcode)
gained from its 2003 PC online brawler,
Meteor Blade. A Mortal Kombat-style
overdesigned edginess has been applied
liberally, and stricken characters fount
geysers of blood, but the underlying
gameplay possesses a wire-fu austerity
that could make it a cult hit on Live,

Attacks are determined by your current
weapon, not character, which generates
a lively and unpredictable playing field



Conker Live & Reloaded

i nothing else, Conker’s visuals go some
way fo single-handedly redressing the
colour imbalance in the otherwise
predominantly dour deathmatch scene

of Rare

Conker? It

continuing

inexperiencead players, since the game

W hat to m
affection fo

highest- profie

ardly the version of the game shown at last year’s
P in gaming history, but, show, It's certainly come on a long way in
g Mi

v bos

camera-glL

will only come to the fore

h respect become more familiar ame. And

cter and

the ma

singleplayer game combined » Conker's typically

wasn't on show at E3, but the team-based scatolog

-al gaggery,

Format: Xbox

GunGriffon Bbhe: Toawo

Developer GameArts

This firstperson mech action series has a history
of jJumping platforms, having graced the Saturn,
PS2 and now Xbox. Sporting a squad-based
style rather than the lone wolf piay of previous

Despite only being remakes of Dead Or Allve
and Dead Or Alive 2, albett lavish ones, DOA

itimate gamered a good deal of E3 attention
Tecmo played it for gasps, showing off arena
versions, the singleplayer game sees you in the
field with five Al-controlled wingmen, and

interactivity and special moves. Expect to be
snowboarding down mOuntains on your
multiplayer is to support six-on-six team clashes
over Live. This could win GunGriffon the westam
praminence that has previously evaded it

opponent’s back and tossing them into passing
elephants. The bigger deal, nowever, is the full
Live compatibility on offer




Format: Xbox

Kameo: Elements Of Power I

Ceveloper: Rarg

nother of Rare's games which

generated a lLUkewarm response in
previous years, Kameo returns to E3 locking
much maore like the finished article.

Gameplay remains directed around the

ahility to marph into elementally based
monsters, each of which contains the
necessary powers to enable progress
through each level’s combat and exploration
tasks. So far, so Bare, but what really
imprassed was the game’s overall
consistency. From graphics to animation, Al
to control, it all looked and felt nght. Most
impartant in this respect was the combat,
which was the main focus of the E3 demo.
Both right and left triggers are used to
launch different attacks, depending on your
current chosen form. Playing as Pummel
Weed for example, you get different
punches, and combining them results in a
fearsome sequences of uppercuts. The
armadiilio-like Major Ruin rolls into a ball for
spinning and jumging. Further control is
provided by Warrior Focus skills, which
bullet-time the action so players can =
switch forms in the heat of battle. =

U -
Watching Kameo's visual
evolution had become something
of a full-time job, but it's now
settled down to the immaculate
level of detail expected of Rare

Frrmat; Xbox

SpikeOut: Battle Street L

Develnper: Amusemant Vision

t was never going to be a game of

finesse. The original SpikeQut, an arcade
classic which Toshihiro Nagoshi turned to
‘because | was getting a litthe bit fed up of
making racing games' offerad flexible
controls, vicious weapons and an jrresistible
fourplayer link-up coop mode which few
peoplein the LK got to experience,

Mow, with the game being brought to
Xboox Live, the patential for a convivial mass
braw| has never been so accessible. There’s
a lot about Battle Street (previoushy known
as SpikeOut Extreme) that will be familiar
frorm the arcade. The four characters —
Spike, White, Linda and Tenshin — make a
return, and the three-button controllers have
been adapted to include special attacks on
the white and black buttons,

Weirdly, the game's main appeal — its
link-up potential = wasn't demoed at the
show, What was playable was a survival
maode, which proved disappointingty
repetitive. Amusement Visicn also has a
long way to go before Baftle Street's
visuals do any justice 1o Xbox's
graphical potential.

SpikeOut disappointed in terms
of character models, animation
and immediate environments -
although there were seme lovely
long-distance vistas to be seen




Forza Motorsport

Format: Xbox

Fubiisnar: Microsoft

Davelopar: In-house

Like its contemporaries, Forza offers various racing classes, allowing you to take Japanese
saloon cars for a spin or wrestle with GT models. It's all wrapped up in a storming 3D engine

n the build-up to this game’s

I announcerment at Microsaft's pre-E3
briefing, everyone was expecting another
Project Gotham Racing sequel to be
unveiled. It turned out the company was
talking about an altogether more serious
brand of driving action, one it hopes will
give Xbox its own reply to Gran Turismo.

But the developrnent team behind the
garne, made up of Microsoft Game Studios
stafl with experiance on titles such as
Midtown Madness, doss not have the
pedigree of Palyphony Digital — although

that hasn't stopped them creating what
looks 1o be a genuinely provocative effort.

A wide range of licensed vehicles - all
capable of taking damage — will appear in
the finished game, and Xbox Live support is
a given. Perhaps of more interest to truly
dedicated petrolheads, though, is the option
to run the game on several linked Xboxes
with output to three screens, side by side,
arcade F355-style, for a more realistic in-
cockpit sensation, It certainly makes
approaching hairpin bends a mare
rmanageabls proposition. ..

MechAssault 2: Lone Wolf

Farmat: Xbox

echAssault, despite its reverad

position as the granddaddy of Xbox
Live, was a sorely imited game. The sequel,
as well as looking shinier and grander,
opens up a wealth of tantalising possibilities.

Instead of being limited to ane mech,

players are free to hop out on to the
battlefield and take central of any vehicie
they fancy, and it really is any vehicle, since
Lone Wolf introduces tanks and vertical-
take-off-and-landing craft. Unprotected
humans are just begging to be pureed
under a descending Atlas foot, but those

Fublisher: Microsoft

Devetoper: Day 1 Studios

equipped with power armour can use their
claw grapple to attempt to hijack passing
vehicles, This triggers a button-prassing
minigame between the pilot and the.
hijacker. Whoever loses takes a hard fall,

It all comes together to add
considerable tactical complexity to the
battles — VTOLs can carmy up to two power
arrmoured players into the heat of battle,
wha might then hijack two key vehicles,
perfarm suicidal sheling runs with thern,
and then hop out just before they
axplode. Who could resist?

The original Xbox MechAssauit was a notoriously ploddy experience, but this has been
seriously addressed in the sequel, which allows you to pilot several small, nippy mechs



- J Allard

Up until now, Microsoft has been almost
humble with Xbax, but this E3 we've
seen a very different attitude - you've
come out punching. What's happened?

| think: (205 it faating now in

the market
slill thy

it oUr prest

f you watched The Apprentice,

“People love to fixate on sales numbers but,
for us, it’s not about the numbers - we knew
we weren't going to win the championship”

bring that into the next generatior

You seem to be attempting to change
Xbox's profile from a machine for the
enthusiast to something a casual

consumer might use.

ng /s going to chanae the game

y and aciually

using this XNA

velope

architecture to make better games fas
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“ 1 3 i -- e'e;vee lamster Ball an
| think there’s an untapped opportunity for S on: Sefevandjwns Sk wd.

Qeople_to experience Xbox and experience experiences coming 1o Xbox Live, along with
box lee Wlth Arcade, a real Opportunlty” arcade classics like Galaxian and Robotron
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And what does retail think of this plan?
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opportun
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Mart, Dixon's,

anthusiast and w

thara is all that intellectual

How will you charge for Arcade? the traw
Ne'll charge by titie. Again, it's a little

hat isn't going anywhere bec

at precision t. 5o | think

this?' In the




Jade Empire

Farmat: Xbox

Publisher Microsoft

Developer: BioWare

The oriental setting makes for a welcome change of scene from the BioWare RPG factory.
Drawing from a strong cinematic heritage, Jade Empire prioritises stylish eastern combat

he frenetic Hong Kong martial arts

movias that inspire Jade Empire never
warted for anyone 10 take their turn, soiit's
appropriate that BioWare has eschewed the
turn-ased (if fluid) combat of Knights OF
The Oid Republic for hack 'n” slash taken to
the nth degree. Which is not to say that
Jade Empire is, say, Diablo meets movies
ke Iron Monkey or Enter The Dragon, but
RPG fans should beware - Jade Empire is
n play foremost an action game, with a

omplex fighting system comprising not just

armed and unarmed combat, but also a

P

vanety of different martial styles, as well
some tricksy special modes (including that
mode de jour, pseudo bullet-time), all kicked
off via a quick way with the control pad. Oh,
and spel-casting, too.

For those prepared to take their RPGs
with a dash of adrenaline, it locks promising.
Mere than 30 combat styles allow for
near-limitless character customisation (with
results visible at a touch of a button) while
the gorgeously rendered far eastern setting,
all waterfalls and Tibelan caves, /
could reinvigorate a tiring genre.

Fable

Format: Xbax

able is at a stage where we'll have to
F zea it to believe it. An RPG innovatively
premised on seeing long hours of gameplay
change your character’s appearance and
piace in the world was never going to work
as a 20-minute preview, and the pods at E3
did little to change our feeling — it's
promising, lavish, and overdue.

Fable feels like it is finally nearing
release, with framerate problems improving
and the design solidifying lincluding the
decision to abandon development of a
multiplayer cption). And yet, sometimes we

Fublisher: Microsoft

Developer: Lionhead Studios

suspected we were seeing shortouts. For
instance, if you buy ale and hand it out to
get a villager drunk, there's a glowing
targeting mechanic. The villager acquires an
aura that changes colour depending on
thair feelings. It's effective, but hints perhaps
at a failure to finesse the interactions
sufficiently to relay this information. More
worryingly, in a test the combat felt clunky,
particularty when facing multiple foes.

The proof will be in the playing. With a
hest of RPGs now headed to Xoox,
Fable needs to become reality, fast.

Residual Bullfrog touches, such as the literal indication that your hero is a hit with the local
lasses (top), can be overbearingly twee in comparison to otherwise careful fairytale aesthetics
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The game will contain both
Campaign and Tournament
modes, and Live and System
Link will naturally be possible

mechani ce, UC2 could prove

the most exhilarating episode yet.

Operation Flashpoint: Cold War Crisis

l surprise that Co
decided 1o port its be
of all time to Xbox, but th

masters has
eling PC game
act that it's

b=

e 80 lor

been adapted for the Xbox |
orders picked from lists.

Fortunately, the v

The action can be viewed from
first or thirdperson, and vehicles
are expected to be drivable




Metal Gear Solid 3: Snake Eater

he therme of Metal Gear Soiid 1 was
T genetic inheritance.” says Hideo
Kojima, as the word 'Gene’ flashes up on
the screen. “MGS2 was about passing
informatian to future generations through
our culture and ideclogy,” as the word
‘Meme' apgears. "When we place these
hwio elerments on our own timeline, we are
g up a ‘SBeene’," and even Kojima
himself can't stifie a chuckle as the initials of
the three keywords are rearranged to spell
MGS. It's nonsense, and he knows it

Kajima’s mischievous mock profundity
remaing Lo the fore as he attempts to
position MGS3 as a serious commentary on
the cold war, before showing how spinning
Snake around rapidly on the character

setiir

If you thought that the majority of
Snake's camouflage costumes would
remain unused, you didn't reckon

with the ruined red-brick building
he encounters deep in the jungle

status screen will cause him to vomit up his

lunch of mange and raw frog. Judging by
the new trailer — inspirng awe and
armusament in equal measure — Snake

Eater's plot will be as ludicrously convoluted

as Sons Of Liberty. A young Revolver
Ocelot twiring his pistols for the Russian

army? A femme fatale persuading Snake to

defect? A mad lightning-veined enemy
colonel grabbing privates by the privates?
You got it. In spades.

Snake is also seen manning a

formidable cannon emplacement and firing

at enemies riding what lock like jetpack-
propelied pulpits. This, and the inevitable
mumblings about nuclear-sauipped Metal
Gear tanks, undermine any sense of

Natsume
Developer: Punchiine

It's a game about kissing (everyone); its a
reaction to Japanese society’s increasing
isolation; it's so morbidly bizame as to make
Gregory Horror Show look straight-laced. Most
inexplicable of all, it's getting a western release,
seemingly with its surreal humour largely intact.
Hopefully, the game will sidestep any censorship
by virtue of its practically subterranean niche
appeal — cross your fingers and pucker up.

historical authenticity, but the set-piece
batiles certainly look fun to play.

The playable E3 levels concentrated on
Snake's new ability to climb trees, hunt
wildlife for food and camouflage himself (a
contest on Konami's website (at http://
1Pn0Q. kanami.co,jp/products/mgs3/english)
is now apen, inviting gamers to submit their
own camo designs for inclusion in the
game), As you're initially dumped into the
east Asian jungle with no provisions,
scavenging for food is a major imperative. [f
Snake is hungry, his speed of mavement
decreases, his aim bacomeas unsteady, and
his wounds don't heal. Animals don't have
to be kiled outright, however — you can
cage them alive to presenve their meat or

M oazsu B o om

*000,
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Publisher: Konami

Developsr: In-house (Konami JPN)

use the scorpions and snakes to
frighten enemies.

A new ‘close-guarter combat’ system
allows Snake to kick, punch ar use his knife
to take hostages and threaten engmies.
With the camoufiage index replacing the
radar, play initislly seems more cautious
than ever, although once drawn into a
firelight Snake’s improved agility gives him a
chance against the increasingly sly Al. The
jungle survival element is evidently only a
tiny proportion of what Kojima has in mind
for Snake (or Big Boss, or Raiden, or
whoever it is this time). As the lyrics to the
hilaricusly overwrought Goldfinger-style
theme song would have it, “I'm still in
a dream, snake eater”,

Can anything come close to GT47? With 500-odd
car types and over 100 tracks, creator Kazunori
Yamauchi could probably be diagnosed as an
obsessive-compulsive, Still, his attention to detail
remains, and the controls are better than the
competition, including Forza Motorsport or
Enthusia, A popular touch at E3 was GT Photo
mode, which enables players to take and print
out in-game shots of their favourite cars.



Devil May Cry 3

DMC3 is actually DMCO, preceding

the original and chronicling a younger,
more tousled Dante's battle against his
wayward brother and tidy dress codes

former journalist (t vho turned
t for the

znce of Shinji Mikarmi

; af the haim for DMC3,

1 POOr reple

inspiration
Tan:

but he has taken his critic

[

e

ailants by surfing on their

1 ShoC

LMEE

g - calm down, ladies — an option
for him to go topless.

Car g innovation for ODMC3 Is
tha ability to select from a range of fighting

each mission. So far. the
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Shattered Soldier disappointed many,
and Konami has take its time with the
follow-up. Neo Contra keeps the three-

weapon system, but changes the |
perspective, adopting a slightly flattened
top-down presentation. it's undoubtediy
easier and a more measured axpenence
than its pradecessor. That's not to say
the shooting isn’t frenetic; coop mode
and boss battles shine as a chance to
dust off your lightning reactions.

As well as this three-quarters view,
Neo Contra also features some more
traditional side-scrolling sections

Gradius V

Why, it's almost as if Treasure made a
Gradius game. Against a backdrop of the
skeletons of vast space stations, and in
batween riythmical swoops of enamy
geomstry, Vic Viper fights a generations-

oid battle by tried and tested means. The

drones that

te nd your ship and
echo your fire patterns - are configurabie
and controilable. it's wonderful.

This being Treasure, the bosses are
theatrical and tough. Tough enough
to make the twoplayer mode alluring



Final Fantasy XII

ith 58 million copies sold, 11
w standalone games and one online
worid, where next for the never-ending saga
that is Final Fantasy? Well, if Square-Enix’s
choice of Yasumi Matsuno 10 head up the
150-0dd development team is anything to
go by, it won't be the same sort of territory
we've been in befora - although techmically
the game shares a world with two of
Matsuno's previous titles, Final Fantasy
Tactics and Vagrant Story. The latter in
particular indicates the vastly differant,
almost experimental, style of storyteling,
dramatic resclution and gameplay his
productions present — a stark contrast to
the generally predictable progress of the
Final Fantasy series proper, In cancert with
ca-staffers from his previous works,
including character artist Akihiko Yoshida,
Matsuno's sensibilities have been
transfemed to the epic scale of a traditional
Final Fantasy tithe — with a resull fans of
neither works coukd have expected.

It’s an eye-opening mix that was
demonstrated, to reassunngly hyperbolic
reaction, at E3's first playable showing. The
most noticeatie aspect is the introduction
of a full 3D environment and the provision of
camera controls 1o the player, all the better

to appreciate the majestic Mediterranean-
style locales (Matsuno’s geographical
infiuences often extend to his games’
themes, and FRXW follows this trend, set
against a cross-cultural melodramal.
Though separated by lengthy loading
screens in the demonstration, these areas
= some of which suggest the return of a
cohesive overworld, rather than map-based
travel — are unbroken by the staccato
progress of random battles: anamies are

But this isn't to say that combat s reduced
to slash-and-spell button-mashing: the
game retains the seres’ herilage of
bewilderingly intricate combat systems.
FFXil's is the Gambit system, Gambits being
macro-like strategies for the two supporting
charactars to perform in combal. Gambits
on show included mirroring the actions of
the player, working on their own initiative or
acting defensively with suppart or shigld
spells: the final game will feature a broacler

By delaying the release, Square is at least
showing faith in the (obsessive) vision
Matsuno’s team has for Final Fantasy

clearty visiole to attack or avoid.
Interastingly, this means position becomes
an important consideration (FF Tactics fans
take note) with ranged weapons gaining
power when usad from elevation.
Additionally, your party can be
positioned freaty around foes to spit attacks
or draw attention away from weaker
members. Surprisingly, other combatants —
both aliies and foes — can join a battie in
progress, lending an unpredictable glement
to seemingly straightiorward encounters

Though bombastic FMV sequences are used to illustrate
key points, much of the narrative is delivered in-engine

salection to be bought. fought for or
discovered in the course of play.

According to Matsuno, the main
influence for such a radical change s the
direct control enabled by online games. As
a player of Utima Online, EverQuest and
FFX4, his intention with FFXH is to blend the
positve aspects of bath the online and
offine RPG experiences.

*| play FFXI regularty, although my main
character is only at level 17, he laughs.
“The aspect of such games | like is the

abifiity to form a party and goout on a
quest. That's why | call it an offine game
with an oniine feel.”

His other cited influence s less prosaic:
the commercial pressures of working on
such an important title, “What | find hardest
is balancing my role as a businessman with
being a gamer,” he explains. “If | can hit my
release date and fulfil 80 per cent of my
vision of the game, then | will be happy,”

Though there’s no doubting the quality
and polish of what's currently on show, FFXII
seems 1o be experiencing a turbulent
development. Square said in May that the
game would be delayed from its 2004
release to a mare nebulous ‘winter 2004-
spring 2005", setting Japanese message
boards alight with rumours the game had
run foul of everything from creative friction to
the design being too grandiose for the PS2,

There could be truth in either, and not
necessarily with dire consequences. By
delaying the release, Square is at least
showing faith in the (obsessive} vision
Matsuno's team has for Final Fantasy: if
the E3 showing is indicative of the game
as a whole, things are looking bright not
just for the franchise’s future, but
that of the eastern RPG.




Blood Will Tell

mal; PlayStation2
ar: Sega Wow
Yoshida's character designs are
unmistakable, but the bright colours

are a nod to previous FF artist Tetsuya
Nomura, easing the stylistic transition

Despite being an action title, the game
known as Dororo in the east has too
confined a demo (as it did at TGS) to do
justice to Wow's lengthy d opment of
Osamu Tezuka's manga. With little
indication of how the story progression
or dual-character dynarmic will play out.
all that's on show are rhythm-action-style
combos and a uniguely bleached
aesthetic: we remain optimistic the full
version has greater depths to appreciate.

@AUOE! !

Frustratingly, the screens Sega released
raveal far more than the demo let on, and
cooperative play is always welcome

Nano Breaker

onami Tokyo

Koiji Igarashi maintains that it's oil, not
blood, that enemies in his game spew
ity hope so,
the gallon.
Nano Breaker n
Castlev engine with maore grace
than its marauding machines do their
human prey, but gameplay is at once
too familiar and le! nvincing, making
it unclear if there's a heart behind all
this furicusly pumping

-

Your weapon shifts state - from whip to
sword to axe — depending on the attack,
and can be cycled through in one combo




Killzone

nd so to PlayStation2's Halo kiler. One
A of the most anticipated games of the
show, Killzone seems to have got the full
backing of Sony, being one of tha few
European-developed games to get the nod
from the Amernican office, perhaps because
its Santa Monica branch plays an advisory
role. First impressions were dominated by
the tightness of the game's viewing angle as
wall as the large size of the onscreen

characters, which gives the game a

in keeping with the understated style of the
gameworld's design, they are all ballistic -
no comedy plasma rifles here, just hot lead

Capcom Fighting Jam

Killzone's weapons feel satisfyingly heavy, and,

completely different feel to other shocters.
The game's heavy metal art direction sets it
apart, while another out-there styvlistic
feature is the way the camera shifts when
you reload or prepare to throw grenades.
According to the developer, this added
vulnerability during such manoeuvres is
designed to increase the realism of the
overdll expenence. Well, maybe, but it
proved disconcerting for some players, A
similar addition Is a stamina system, which

Format: Arcade, PS2, Xbox
Hubl -

: Capcom
71 Production Studio 2

Featuring characters from SFl, SFIlN, SF Alpha,
Darkstalkers and, er, Warzard, Capcom’s tagteam
infighting game has drawn two equally strong
reactions from fans: disdain for the shameless
sprite recycling (Morrigan will be looking every
minute of her 320 years at this stage) and a
certainty they'll buy it anyway. if Fighting Jam's
mechanics prove as compelling as its nostalgia,
then the dated visuals won't be the talking point.

enables a limited amount of sprinting via
an R3 stick-push. Those caveats aside,
however, Killzone is shapingup tobe a

game you won't be able to ignore,

Three character classes, ranging from
typical heavy weapons guys to assault
troops and snipers, were playable in the E3
demo, and there will be an extra ane
available in the finished game. One key
feature is the sguad Al which sees the
dreadsd Helghast hordes preferming to fight

Format: PlayStation2
Publisher: Sony
Developer: Guerilia/Sony Santa Monica

behind cover rather than die hopelessly in
front of your gun as in most other games,
Level design is also interesting, mixing the
usual tense comdors with wider expanses,
trenches and many scapted eventa And
considering the more thoughtful approach
being taken, it may well be the quality of
such scripted events that will provide the
necessary firepower for Kilzone in its
shootout with established franchises

such as Doom, Half-Life and Halo.

PlayStation2
sher: SOE
eloper: Snowblind

Though most European players will have yet to
experiance the dungeon-storming delights of
Champions Of Norrath (or the frustration of its
sparse internet functionality), the game has
already garnered a sequel Stateside. Relurn To
Arms adds the expected more of everything, but
also refines the original’s rough spots, introducing
hub-based progression, a new interface,
unlockables and stable, fully featured online play.



GTA: San Andreas Midnight Club 3: Dub Edition

Farmat PlayStation? Publisher Rockstar Developer Rockstar North Formal: PlayStation2

et Rockstar evalopor Rockstar San Diego
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San Andreas introduces a new 'squad-based’ element, in that you can rope in three of your
homies to perform drive-bys on rival leaders. Can you do this on a bike? It's not yet clear...
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God Of War

5t PlayStation2 Pubkshes: Sany

What's easy to lose sight of in the bloodlust is the intricate architectural and puzzie design -
Jaffe is another Ico devotee, and its influence lends GOW a majesty beyond the butchery

will at least play well
ore US market.

Silent Hill 4: The Room

Format: PlayStation2

Doasis 15 an
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of sticky saliva, binding enemies in

2 until thay tear free with s
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Enough, Sitert Hill i
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Despite the 1

disappoint 5, particularly in the

animation. Mar now seem
antinuated rather than traditional - limited

camera control dossn’t solve all the

movement probiems, and the firstparson

view used for inside The Room has

warryingly poor default controls,

Weapons can be recovered from fallen foes - melee types usually offer a balance of reach
versus strength. Eileen has her own special weapons, including her rather flimsy handbag



Format: PlayStation2

\.J ak 3 Publisher: SCEE

Developer: Naughty Dog

id Maughty Dog make a mistake in
D attermpting to work elemeants of GT4
inta its previous Jak title? Many gamers
thought so, and perhaps the develaper
agrees, for it has jettisoned such noticnsifor
this sequel. Instead you're faced with a
more traditional actionsr, albelt one filled
with just as much gunplay as befare.

The big change here is the range of new
modes of ransport on affer, key among
them a flying craft, which you pilot arcund a
massive floating, industrial-locking structure
swarming with enermy vehicles, and a sort of
dune buggy. The latter is especially handy
because much of the game is setina
sandy, desert-like wasteland —a jump
control allows you to leap over bouiders and
marauding, Mad Max-style adversanes.

The usual selection of minigames
appear to be In place (one level sees vou
riding on a lizard's back, chasing smaller
creatures around a desert town), and the
difficulty level appears to have been
decreased - another concession, perhaps,
to negative feedback voiced by those
who struggled with Jak /f.

Jak 3 is as professional and
polished as we've now come fo
expect from Naughty Dog, but
true innovations seemed to be
in short supply in the E3 demao

Format: PlayStation2

Ratchet & Clank 3: Up Your Arsenal -

Developer: Insomniac Games

eapaons have always been central to

the appeal of the Ratchet & Clank
series, but now, three games in, you're left
wondenng if thera's anything new developer
Insomniac can come up with that doesn't
seem like simply clutching at straws. This
wasn't an aspect we were able to fully
investigate at E3, but we can report that
the game engine is still fast and fluid, and
there are wave upon wave of dumb
ensmies to pick off however vou see fit.

The big deal this time around is
multiplayer online combat, which supports
up 1o eight participants with deathmatch
options plus capture the flag and a mode
entitlied Siege, which sees you attempting to
take over enermy bases while keeping an
eye on your own and making use of the six
playing arenas’ selection of vehicles,

It's not yet been a year since the last
Ratchet game, and the evidence so far
supports this, with part three's E3 showing
appearing rather production-iine in terms of
content. Perhaps Sony believes that the
online play will be enough of a sefing
point for the game. Tie=

It looks great and it plays solidly
- just like both of the previous
Ratchet games, in fact. Will
onlineg play be enough to see that
the series goes out with a bang?




Monster Hunter

H ere'’s the answer to the only question
that matters: v

oSpect

alled sense of the actual

o crouch under while you await
your prey. Misslons are similar offine and
onling = callec! some sp

> mushro

kill a certain numiper of raptors, bring t
some perfectly cooked meat, all within 2

As well as health, you'll have
to keep an eye on stamina as
you sprint and jump, and use
whetstones on your weapons as
L2 [ " they gradually become bilunt
D LR 2 3

there’s i ~ 4 P f' 5’{— W
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n marketing terms it seems a shoe-in:

take the sexies! character from Tekken
and make a story-based beat 'em up,
Add a novel X-ray vision system for the
targeting of bones and internal organs In
order to
deathbiow on the bad guys.

nflict an accurate one-hit

And, for good measurs, inv
tutorial mode in which Nina Wi
the smallest bikini possible. Oh, and don't
orget some good old DOA wiggle

Well, nice ideas, but on this showing
Namgco's got a long way to go to pull the
trick off. The biggest issue, surprisingly, is
control. Using the right analogue for
trigoerng combat moves should be fine (it's
worked in plenty of ather similar games,
such as Grabbed By The Ghoulies), but in
5 Case siug nirmation combined with

eak colision detection makes moving

It's striking that Namco has
pulled back from calling the
game Nina. Tekken's recognition
clearly isn't what it once was

e arcund the environn

targeting the eomect enamy
Combine such

- uninspired plet and scenery and the newly
S - e formed tearm behind DBD seems to

i - - have its work cut out,



Shadow Of Rome

Format; PlayStation2

he Onimusha senes has been a huge
T success n Japan, but less popular in
the west. Capcom believes its setting may
be alienating, so Keiji Inafune has crested
this Roman romp to attract a significant
American and Eurcpean audience.

The game certainly has epic
pratensions, with the murder of Julius
Ceasar forming part of the plot. “in one way
you could say you were leaming
something," says Inafune, a little ambitiously,
of the story's fact/fiction blend. The
gladiatorial elements we played weren't

Publisher; Capcom

Developer: Production Studio 2

exactly Shakespeare: you jostle for
weapons hurled into the arena by the
crowd, and proceed to purnmel your
opponents. The idea is fun to begin with but
limited by clunky movement. Playing as the
alternative stealthy character, Octavius, the
insensitive controls could serve to frustrate
players during what are otherwise cleverly
constructed scenaros requiring disguise
and evasion. A video showed charict racing
and rmass battles which looked mors fun
than the sections we got to play, so
expectations remain high.

While Octavius (top) must use unsporting methods to dispatch foes, fighter Agrippa (above)
does so with considerably more spectacle. Capcom clearly believes westerners love this stuff

Shin Megami Tensei: Nocturne

Format: PlayStation2

~ERET. &

Fublizher: Atlus USA

he eye-catching PS2 incamation of
Atlus’ ocoult BPG series has tantalised

western fans for almost two years, with
Atlus LUSA proving evasive on the
localisation Issue. But though the series’
traditional cast — devils, deaths and gods
from avery possible religion, a tyrannical
creatar and a slightly sympathetic portrayal
of Lucifer Mormingstar — won't da it any
favours, a North American release has at
last been confirmed.

Though it's unclear if the game's content

and complexity will remain uncut, a positive

Developer; In-house

WEWEFTEE,
A7ZTEBRITOREIPLLRRZVWES?
-

Though he's arguably never looked better than decked out in Kaneko's razor-sharp lines,
Dante plays a minor role in Nocturne, only muscling in for one of the new dungeans

note is this release as the ‘Maniacs' version,
sold as a full-price special editior in Japan,
sporting extra areas and a (throwaway)
cameo from Devil May Cry's Dante,

Of more interest than the petulant
demon-hunter, though, is the opportunity to
see series artist Kazuma Kaneko's unique
design in lovingly madelled 30. Newcomers
may also be pleasanlly surprised by
Noctume's i gent, if labyrinthine, platting,
and the freedom to throw your lot in with
any of the game’s disparate dagmas
or strike out on your own moral path,




Sly 2: Band Of Thieves

Formal PlayStation2

he original Sly Cooper had style-and

T charm to spare, but never managed to
steal all the hearts it seemed set to; its cult
success, however, has given Sucker Punch
a second chance to get it ight. The initial
concem is that it's carjacked the GTA
bandwagon (as did stablemate Jak &
Daxter's sequel) — open environments
replace the level-by-level style of old, and a
leaner, meaner Sly now packs combos.

Thankfulty, Band Of Thisves has retained
the onginal’s fesl — Sullivan-Bluth does The
Saint — and refocused the gameplay along

\

Publisher; SCEA

Developar: Bucker Punch

with the redesign, emphasising thieving over
double-jumping. Each level presents a heist
to be set up, pulled off, and escapedina
string of knowing film and game pastiches.
Sly remains the acrobatic slar of the
game, but his accomplices Bentley the
turtle and Murray the hippo are now
playable characters. Combining the trio's
complimenting ablities - Bentley Is a
demalitions expert and Murray the muscle —
is the key to success, and though heist
plans are predetermined, the levels
suggest emergent possibilities.

-4
.

Band Of Thieves' sweeping vistas promise all the detail and physics of Sly's first outing, but,
courtesy of an entirely rewritten engine, none of the slowdown that occasionally marred it

Enthusia: Professional Racing

Format: PlayStation2

Fublister: Konami

Ceveloper: in-house

It looks beautiful, of course, and the vehicle modelling is determinedly correct, but Enthusia’s
dedication to the mechanics of realism are in danger of stifling the palpable ‘feel’ of racing

ontrary to its unusual title, there was

litle enthusiasm for Konami's new
racer at E3, Produced by former Rage
Racer man Manabu Akita, Enthusia’s aim is
to provide a doggedly realistic racing
axperience, Yet in its currant form, the game
conveys litte of Gran Tursmo 4's bite and it
appears to eschew pre-race tinkering or the
idea of a lengthy career mede. Instead,
Enthusia’s USPF is a 'visual gravity system’,
manifested in a gauge at the bottom of the
screen that depicts the "G’ exerted on your
vehicle at moments of stress. It suggests

how much brake or gas you should apply
and where your tyres should be pointing
during a drift to achieve the perfect corner.
This makes for a sterile experience — surely
in & racing game you learn how to achieve
optimurm performance by sight and feel?
The idea of randomly generated tracks,
farcing you to drive instinctively instead of
relying on memory, 18 exciting, but it will onl
apply to the desert levels. As things stand,
it's difficult to see haw any number of
accurately modelled, icensed
vehicles will invigorate Enthusia.



Format: PS2

Rise Of The Kasai

Davelnper: Botterocket

ne lukewarm reception afforded 1o

SCEA's arthouse brawler The Mark Of
Kri was widely rumoured to have nixed jts
intended trilogy; news followed that the
development team had left Sony's San
Diego studic. Happily, E3 confimmed the
second rumour and proved the first to be
greatly exaggerated. Now operating as a
Sony thirdparty, the team has been
developing this follow-up since early 2003,

Rau's younger sister Tati takes a
playable role in Rise OF The Kasal —left
somewhat maladjusten after her attermpted
sacrifice by the Kasai cult, she has grown
into a rebellious thrill killer with a suite of
finishing moves even more grisly than her
beariike brother’s. Much of the game will
see the two playing cooperatively, with the
other sibling controlled either by Al or a
second player online,

Larger levels, the introduction of boss
fights, and an overhauled archery mechanic '
that allows ducking behind cover will
address player feedback, but most of Ki's
fans wil have already got what they
wantad: the series” continuation.

Samurai Legend
Musashi

Essantially a follow-up to P31 title Brave
Fencer Musashi, this is a slash ‘'em up
with slight platforming overtones. The
mast obvious upheaval here is the
graphical style: Square-Enix has opted
for a bold type of cel shading which is
proncunced further by the size of your
playable character. Unfortunately the
basic levels shown off at E3 didn't really
do the title any favours; later sections
look to offer more satistying gameplay.

Bikes are a major new addition to The Getaway garage, but you can't help feeling that it's

fEwall as human eande pnemies, the two years behind the Grand Theft Auto series with some of its ‘innovative' new features

game also features a selection of cute,
pseudo-steampunk robotic adversaries

Bottlerocket has hinted that the relationship between Rau and Tati has become somewhat
frosty, which should drive much of Rise Of The Kasai's time-period-jumping narrative along

E3 saw debut of the first EyaToy games
from outside London Studio. Sega
Superstars is an obvious - though
charming - application, but Anti-Grav is
entirely more ambitious. A hoverboard
racer resembling TrickStyle, you control
the board with your body. Even aftera
lengthy calibration, and played against a
biank wall, the game was having difficulty
mapping movements, however, which
made it impossible to assess its mernts,

Another victory for EyeToy? Don't even
think about suggesting that this might
just be easier to play with a joypad...

~armat: PlayStation2

The Getaway: Black Monday ==

Developer: In-house (Team Soho)

lasgow, Birmingham and Liverpool all

G ; but ultimately The
Getaway's sequel was awarded to London
— Team Soho sgent five years building the
damned city and wasn't ever likely 1o start
again from scratch, Instead, the developer
has concentrated on opening up London's
interors, raiiways (including the Tube} and
waterways. Thal also means more
pedestrians on the streets and a greater
range of vehicles to steal. The challenge will
be overhauling the stealth and shooting
sections that proved so frustrating last time.
A free camera and emphasis on close-up
combat (courtesy of Eddie, who favours
crowbars and poal cues) are a good start.

Tearn Soho is again pulting emphasis
on the storyline. Hopefully, the scriptwriters
can conjure a more believable scenario than
the Hammond/Jobson face-off with their
new cast: Mitch, a special ops officer; Sam,
a thief and hacker: and bad boy Eddie.
Sony prasented Black Monday to the
Cannes festival as the pinnacle of game/film
convergence, so its sub-Lock, Stock
stylings will need to be sorted.




T Half-Life 2 sl

oer: Valve

o

An escalating conflict in dark near-future
Asia is the setting for Crystal Dynamics’
firstperson shooter, In which various
urban warzones must be reclaimed with
heavy weaponry and bio-augmented
abilities. If it sourds a little Deus Ex,
that's because it was eriginally designed
to be a spin-off from lon Storm's licence
but has since gone its own way ~ orat
least as much of its own way as the
gritty cybarpunk FPS theme allows

Your squad act largely on their own
initiative, but you bear responsibility
for keeping them alive in firefights

STALKER:
Shadow Of Cherncbyl

G5 Gameworid was playing
Scheherazade at E3, spinning yst more
stories about one of the most captivating
PC game ideas ever proposed. Whether
the rumaurs of ‘unlimited’ players for the
multiplayer maps actuaily come trus -
which, of course, they wen't - it's still
cheering to see so much creativity and
ambition thrown around with abandon.
The countdown has begun, and soon
we'll see how much has become reality.

This was a popular multiplayer PC title at
the show, with plenty of sniping going on

City 17, a grim Eastern bloc capital under
a brutal tyranny, is Gordon Freeman's first
port of call. However, Half-Life 2 rapidly
unfolds to become a truly universal epic

ne of E3'%s disappointments was the

lack of a playable Half-Life 2 demo,
althaugh you can sympathise with Valve for
being ultra-protective, especially after the
code theft scandal. Instead, Valve's Erik
Johnson showed us a lengthy video
combining footage cld and new, concluding
with & teasing glimpse of Counter-Sirike
running on Source and an affirmation that
Haiff-Life 2 will be released in the surmmer.
What counts as summer in Seattle? We
suggest planning a sickie for Seplember 8.

Firstly, we were introduced to City 17,

the crumibling, totalitarian metropolis
patralled by Combine Metrocops. It's the
game's opening level, you don't have a

weapan, and if you get too near to a cop
you can expect a coshing. Your powerless
situation farces you to absarb the city's
almosphere, and appreciate the referantial
wit that sets Half-Life 2 apart from iis
humouress FPS rivals. Maostly, though,
Half-Life 2 is all about spectacular firgfights
against grotesque enemies and hordes of
heavily armed troops.

As thie colossal robotic Striders stalk
City 17's hapless inhabitants, anyone who
had nigntrmarss about The Tripods as a kid
is suddenly lransported back. Even the
‘manipulatar gun'. whose secendary fire
sucks up random objects such as oil drums
or furniture, and launches them as

projectiles, seems ineffectual. Time to run.
Valve is rightly proud of its vehicle
physics, a rusted buggy with miowr
machine-gun proving to be a smart way to
zip around the coastal levals whils fiing at
enemy hoverbots and the rollermings thay
1. Ascending a shipyard
crane, it's possible to grasp a container and,
with a little momentum, swing it intc a
phalanx of advancing ene
playing human skittles, That
coce in full effect. Again.

dropin your pe
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5 fike you're
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game that will be colossal in scops,
combining scripted set-pieces with
immense player freedom,
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folr years o

It's also pr

Sa

reimagining of the criginal, it's not so much

Knee-Deep In The Dead as cooasionally
ankle-deap. Intimata!
tight corridors replace the stampedes
through stadium-sized concourses. T

wcrrfic &

he

game moves at the aily, shuddering pace of

-dlash rush

a bad dream, not the twit
required to comn

e ievels under par. If

Doom was ever a film homage, then this is

a step back from Aliens to Alien:

But you knew that already: w

ountars in

arkabie, then, is how id has stuck to

its shotguns on the vision for the game
while the genre has massiv xpanded
amund them. It puts Doom 3 in the curious
position of being almest cutmodad —in

; I not in technology - yet

scope and visua
also the most important title id has
produced in terms of escaping its seff-

imposed pigeonhole.
Vicanous Visions' Xbox port was on

show, and though its idiosynora

Foemat: PG, Xbox

Fublisher: Activision

L

er; Id (PG), Vicarious Visions (Xbox)

50me {as was also the case with

Killzone, see page 54) the limited demo
d popular. The Xbox version’s-coop

e,
mode was neither implemented nar up for
discussion, and at this stage s difficuiwto
1 wark within the
‘cinematic’ campaign. Tense gunfights
between impenetrable shadows and
chunks of cover, however, suggest both

aet a feal for how f coule

versions' fourplayer deathmatches
could be an interesting proposition

Revenants - patently the all-time greatest FPS
enemies after Hexen's Dark Bishops - wiil be
making a reappearance, as will Doom’s
traditionally organic hell-world environments
once the fight is taken out of the UAC facilities

Crash 'n’ Burn

It's a long way from being a Bumout clone - long
enough that you wonder why the assumption

With modded car racing now firmly established
as a viable genre, it seems that publishers are
pushing the form to see how far it can be taken.
Enter Juiced, with over 50 licerised vehicles and
thousands of real-warld mods to purchase for

was made. It's lacking Burnout's gleaming
visuals, but the combination of bruising circuit
races, debris dodging. recognisable city settings
and car customisation puts some distance
between it and the competition. The uncharitable
will say it's more a case of pick 'n' mix than
crash 'n' burnout, but the net result is still fresh.

your motor, from body decals to In-car
entertainment. Online races will be available on
every platiorm, and the game looks capable
enough grapnically. More on these pages soon.




Format: GG, P&2, Xbox

Goldenkye: Rogue Agent

e In-house (EA LA

Al opponents will fight as aggressively as you
do, taking hostages and rushing in for melee
knife attacks. You are an internationally wanted
supervillain, after all, so they're out to get you

A has sensibly destroved all refaren story appe based on MIG visceral, Inteligent, learming: EVIL, geddit?) clutch of enemies at once. This doasn't
E to this game as GoldenEye 2 in orrl.ﬂr defector A yan from the GoldenEye o emphasise the way that adversaries will sound ke a notable development until you
1o shirk co 1 with Ra mavia. The prese of Auric Goldfinger, Dr get wise to your tactics and atternpt to use consider the multiplayer possibilities.

4 FPS. Mot T iat Rogue Agent is a duffer Nea, Oddjob and ber of classic Bond them against you, Stealthy is not an option, n fact, multiplayer is wher

1"l be hunted down mercilessly. Agent really comes alive, offering

tions such as Bl olcana and the as i

— it was one of the smarter console loc

shooters at E3 — but its immaculate sheen Maorraker launch pac o the allure. Corridors are aschewed in favour of opel deathmatch, team deathrmatch and coop
mares it an extension of the Everything Or Play is fast-paced, with aggressive arenas with plenty cles a’ranqe’n to optians for eight players over Xbox Live or

P22 online. EA has fashioned anather
ruthlessly efficient Bond game, but the
degth of its multiplayer suggests it

could be something more bcaldec

Mo aesthetic rather than a thbute to the enemiss contributing
groundereaking gam lefariEye, they'll team upto corner |
s hook is that you L:,rsl to glass panels o get a
contrived an acronym fo

ense of panic — enharice the game’s stis T»~g v Me

, ar shoot out
shot. EA has

Al femational

ay of Gi

GC, P82, Xbax
EA

In-haousa

Headhunter's return remains a mixed blessing.
It's confirmed that an alder and wider Jack Wade
will be occasionally playable, thaugh grunge-chic
protégé Leeza X takes the starring rele. The
motercycle will not be returning, nor will much of

You can't fault this Rings RPG's thoroughness in
litting Japanese RPG mechanics whelesale, but
the timing leaves something to be desired. Ina
show that saw the likes of Fable, Bard'’s Tale and
even Final Fantasy attempt to expand the genre,
Third Age appears routine and charmless, Beefy
production values don't excuse self-defeating
conservatism, though EA could well pradict that
it doesn’t need to, given the gilt-sdged licence.

the original’s stealth, This concentration an
run-and-gun action may give Bedemption the
cohesion of polish its forebear lacked, but from
the demo, at least, it's a less exciting prospect.




Destroy All Humans!

& that's

I 1 starts with the cows, E
what the conspiracy theo

S want you to

believe. Destroy 50 steeped
in 1950s B-mo he gama

begins with that most typical of xenomorph

K [

possesses tha ability to impersonate any
one of the population if he can get close
enough, assurming their appearance bafore
using his peychokinesis to fing the
redundant body out of sight.

mat: PS2, Xbox
er: THQ

er. Pandemic Studios

UFQ, stocked with
cutting-edge death-tech, such as the
tower-guaking Sonic Boom,

Thankifully, the warld around you s fully
destructible and buoyed by a robust

physics engine, all youl to Destroy All

recourse to Crypto’s

ing

r: Midhway
ar: In-house

Video-only at the show, the State Of
Emergency-engined reéworking of
Midway's 1988 classic appears more
involved than its denor title - we can't

tle abduction. Impersanate a general, 2nd you can
With that under his space belt, Cryplo — infiftr WAr Counc
a textbook Gray and a one suckerpunch of a diversion — “There ain't no
" You'll even end Lp going

help feeling it's a missed opportunity for
a knowing '80s-excess homage, pastel
rop jumpsuits and all. Unlike the criginal

Winners can now Do Drugs should they
choose 1o be a corrupt cop, and gravel-

ks hav

5 disgh oul a stratedic Buildings, too. Your UFO a

biast radius bigger than that of ¢

arrmy sant

by the Furon race to clear an Earth-sized dlizns hers, Ny . sending a streetf

path for

ent,

asfa

g just what makes humans
at he can snuff them out as

d loudly as possibly.,

er, while Crypto pos

torn from the back pages of a creaturs
feature comic - the Guantum
Deconstruc

Zap-O-Matic laser gun, capable of reducing
hurmans to charred mounds — he also

addressing the nation and rebutting claims
sion. And if this

of an impending alien
sounds like too patient a cours
there's the option to body snatch or
hypnotise a hapless inhabitant,

Of course, the
destruction isn't a hal
gunfight his way through a military blockade
before setting up a wall of fira that halts
tanks in their tracks. And if the on-foot
initiative isn't successhul, there's always

y of action,

slermiant of wanton

measure, Crypto can

destruction on the populat
Wi he three-pronged approach -
stealth through impersonation, on-foot
combat and UFO-based ultraviolence —
seems to be a mix 'n’ match offering open
o the player's own whim, it's unclear just
how free roaming the levels will be, and how

funnelied and prompted the missions are

thal take place within them.
One thing’s for sure, though

definitely start with the cows,

voice talent includes Michael Madsen,

Michae! Wincott and Ron Petlman,

i 1 "“\;.,_‘.

NARC references its arcade roots with
predictable opponents and generous
health provision. Which isn't a criticism

Star Wars: Republic
Commando

The challenge with this game was always
geoing 1o be perfecting the balance
between the active and the tactical.
Things ars certainly looking promising,
with troopers getting on smartly with the
job in hand rather than bogging you
down with micro-man-management
tasks. The weapon set, though limited, is
hefty and satisfying, and the pared-down
Star Wars chic adds crisp and striking
detail to the plain corridors.

‘One giant step on mankind' is the game's tagline, and
it's one of the few pisces of E3 promo blurb to show
any amount of wit. The eerie, sneering voiceover that
accompanies the game’s excellent trailer bodes well

The Metroid Prime-style visor is both
atmospheric and smartly informative



TimeSplitters: Future Perfect

Format PS2, Xbox, GC

Bublisher EA

L

cloper: Free Radical Design

It was difficult to discern any immediate obvicus differences between Future Perfect and
previous TimeSplitters iterations, although the cpen environments hint at grander ambition

afe within the emibraca of EA, the latest
S chapter of the TimeSplitters experience
i5 glready shaping up nicely. Only one
singleplayer level was available, but this
dermonstrated the rock-solid control and
SITIOH

th movement ¢l

tenstic of the
series. Set on a moving train and beset by
an attack hehcopter, a la Solgier of Fortune,

players take up the reins as Cortaz, the

slightly cheesy, yet hard-as-nails "70s hero
from § t two games. Help, f required,

was provided by a coop Al character - whao
n keeping with the time-traveling concept

of the game was Cortez himsalf. Style-wise,
there was more than a hint of Time Crisis,
both in the large size of onscresn
characters, as well as in the way enemies
popped out of the scenery. Perhaps a
reaction to Free Radical's other more edgy
Second Sight title, TimeSplitters' art
direction seems to have embraced the
arcade side, too, with a strong colour
palette and chunky graphics in avidence.
Alsc avallable was the multiplayer version
aof the game, which supports up 1o

16 players. Prom stuff.

Battlefield: Modern Combat

Format: PS2, Xbox

ringing the joys of vehicle-based

firstperson shooting to the unwashed
consale hordes, Digital llusions' reworking
of its online PC hit sees the hardware
advance to the modern era. Taking the side
of aither the LIS, the Chinese or the newly
formed Middle East Coalition, players
spawn into a world littereg with armoured
cars, tanks, helicopters, fixed gun positions
and artillery pieces. Access 10 some of
these is arganis

2d by character class, with
the five options ranging from heavy assault
1o sniper, special ops, assault, and enginaer.

Fublisher: EA

D

per: Digital lHusions

(Cine neat fzature of the gamea’s online-only
capability is the promotion system: the
only bea certain amount of ranks &
with the relative performance of players
constantly switching their status. Equally, a
certain rank will be required to gain access
to specific vehicles. Some more basic wark
remains fo be done on the game, however,
Designed to support large scale 24-piayer
levels, this was limited at E3 to a couple of
smaller levels. The P52 version, in particl

felt stripped down, and the framerate
could do with some optimisation

Modern Combat may need to limit its ambitions if it is to succeed as an online conscle
game. The potential is great, but currently it’s littie more than SOCOM with vehicles



Pariah

A fter years of working on L
Tournament, developer D

s fime to get its

elements, uses the Unreal
engine. And it shows. Pariah certainly is a
ty game, with plenty of shader
effects 1o create hyper-realistic water, fiery
ions and atmospher S,

he multiplayer is shaping up nicely too,
thanks to the comibinaticn of bouncy

eX0

I GITE

& quality of the singleclayer
exparence, With ten months to go, th
little gamepi

2’5

e usual
. Tha

Though Pariah's setting is
by the numbers, its second
protagonist, prisoner Karina J
{not shown) is promised to be a
less conventional gaming hercine bettre e cleanaai By 4 B0 ot on

explosion. Cther featured glements include

at: GC, PS2, Xbox

Futlshar: Codemasters

" Free Radical

- and
where you can

drop duste Y peG oI

Lumping them together is far from fair

g S

s strength s s

plot, which flicks back and

forth between present-day

m breakouts and earlier running-ana-
gunning arn g, helpd 2

It’s let d

nd clumsy p

Psi moves, such as the Psj Blast
(left) and Healing (above) drain
energy from your psi meter. This
gradually refills, which in effect
provides you with infinite health




Citizen Zero

Australian developer MicroForte's
persistent online shooter, bullt with its
proprietary Big World technology, has
slipped off the radar several times over
its four-year development. Briefly picked
up by Microsoft Game Studios, but
gurrently without a publisher, it looked
reassuringly solid. Interestingly, its
skirmishes involve playars cooperating
against Al opponants, rather than the
player-vs-player battles of PlanetSide.

Citizen Zero is starting to show its age,
but its impressive scope should ensure
an audience on its eventual release

Mercenaries

Offering a level of freedom absent from most military games, Mercenaries ditches strict
behavioural realism in favour of aliowing you to approach missions in unconventional ways

Call of Duty: Finest Hour

BS, world war two games ware mere

common al E3 than girls In skimpy
T-ghirts. In some cases, the two were
combined, as it seems a model sat astride a
tank cannon still works as an advertisement
for the joys - but no such gimmicks
Were reguire

outing. F

3l OF Duty's consola

Hour sharas 8 sensioility with

the PC orginal, but these are all-new

15, created with 2 l-new angine

The game concentr

i

ates on incividual

= | in the midst of battle. We

mianaged (o keep the explosive intensity of
the criginal intact. You don't even bagin with

eral minutes of

m-and it's

karmikaze rushes before you pull ong from
the hands of a downed collsague.

The numiber of troops on screen makes
Finest Hour an impressive achievement, You
ony have mnima control over your men,
but the ga y draws you on,
s0 curmudgeonly Al Is not an ‘

INVIE

Spark's primary aim is to engender a feeling of intense pressure, The sheer number of
characters on screen simultaneously, both friendly and hostile, is a real achievement

Fortral: GG, PS2, Xbox

Punlisher: Activision

ioper; Spark

ne ot

he many thirdperson vehicls-

lercenanes

onented games on s
i5 akin to GTA In & warzor = battlefield in
this case baing North Korsa, Borrowing the
deck of cards metaphor from Irag, the
mission is to round up 52 members of the
cld regimi before they can jaunch a
nuciear attack (and we're glad developer
Pandemic got those pesky morals sorted
out early). Mixing loose contrals with
crowded interactive environments, the
game certainly has an extremely arcadey
feel. Any vehicle can be commandeered,
with one notalble scripted move involving
Jumging onto the skids of a hovering
helicopter before disposing of the pllol over
the side, Arnig-style. A more tactical
element is provided by a rudimentary
reputation systemn, which will ses
playing off the Koreans, Russians and
Chinese, while additional weapons bec
available via an Sconomic m

yau

missions are rewarded with ¢
i the basks gameplay where Merce
ambition will succeed or fal and. at

present, control stil reguires work

Burnout 3

Burnout's new publisher |s clearly
bringing out the brash best In the gama,
The delights of Crash mode have been
enhanced with a new versian that
fundamentally puts a bomi in your boot,
and the delicious potential of twoplayer,
head-on coilisions where you both
broadside the same junction from
opposite girections. Thanks to EA finally
cosying up to Xbox Live, players on both
cansoles will be able to compete online.

There are, as trilogies require, more cars,
more tracks and more graphic and
gleaming vehicular dismemberment



Area 51

In Area 51, not only are the enemies mutants,

but you're a mutant too. Naturally, this gives you

the opportunity to try out varied attack styles

title with Miclv

|

Ithough it shar
A poor lightgur
vesteryear, the n
mare to thought :
Life ana Deus Ex for its inspi

The plat, -as ever, concemns a viral

shooters such

outbreak in a top-secret research facllity. As
specialist Ethan Col
what happened, overcoming all manner of
alien invaders gnd human conspiracies in
the process. This somewhat stereotypical
backstory aside, Area 51 provided a
surprisingly solid FPS experience, at lsast in

your role 1s to find out

ShellShock: Nam '67

Fublisher: Midway

aper: Ingvitable Entertainment

the anline deathmatch made in which it
was avalable at the show.

Less avident, b A e the
alien-enhanced mutations you pick up
along the way during the singleplayer game.
Another promised touch | )
MNPCs to help you in a curious sor of

partly scripted, partly inteligent manner. And

in liew of any other inngvations, it seems
likely these will end up the make-or-break
feature for a game trying fo carve out a
reputation in what is already a highly

competitive genre.

With ShellShock's release looming so close,
hopes were high that the game would ba
available at E3 in an almost finished state.
Although the demo was extansive, it's still & little
rough around the edges — Guerrilia is likely to be
burning midnight il by the pint over the next few
weeks. What is in place Is the game's '60s vibe.
The soundtrack has plenty of instant recognition
and the soldiers sound and swear as they should.

Brothers In Arms

Ubisoft alope: Gearbox Software

Faormat: PG, Xbox

driding and directing the squad through
fairly blunt commangds — the game design
relies on the readily apparent team Al to
on to sensibly interpret vour orders. As such, kK's
wering fire or an all-out

ith the world war two firstperson
W shaoter curre hed — like
the jungle war genre ~ 2
iful of staples that publishers |
3, the race to differentiate is sin

assault, and

stabl

one of tho!

creen trailer intially gave your sguad respond
the impressicn that Brotl
follow the Spielbergian cinematic
biockbuster route — and it is graphically
strong — cleser inspection reveals a deeper suggested modeling
emational hook based soldier, should give Brothers In Arms a
a squad of young troopers and cormrades. human dimension not often apparsnt
Players assume a leadership role, in sguad-based shooters.

rs In Arms would

. Enemi esm o
s, combined with the

sund immersion in

Brothers In Arms isn't alone in attempting to
humanise its war stories, but it seems more
credible than most when asking the player
to empathise with the game’s characters

Elite:

Combat

An unconventional spin-on the WWII fervour
gripping E3, BattleBorme's title drafts the
ubiguitous Dark Aliance engine into military
service. The resulting game is a less knockabout
affair than its dungeon-based brethren: if you
don't crawl, dodge and conserve amme like your
life depends on it, then even one German will
prove that it did. It's a more measured agproach
that bodes well for the final game.



StarCraft: Ghost

Fomrat: GG, PS2, Xbox

Vivendi Universal Fupichar: Blzzard/MNihiisbc

partnar Mihilis

Since wea saw StarCraft
Craft Ghost |

implementation of smaoth animation, neat

5 {such as the Iny htly more forgiving Spil
ging storyling should

rCraft devotees and

1 the ubiguitous Havok physics

nent nave made it a game to be

nith techmoaly,

Nova's animations are remarkably fluid,
enhancing the sense of character contral, A
future as the female Sam Fisher seems assured

The main cause for concermn n Ps-Ops is

game will get in the way of the playing. Toying
with the physics — blasting a cupboard door off
3 YOU jump on and ey

its hing te it fand

therefore yoursed) across & gaping hole -

s S0

much fun that the meat and potatoes of gunplay

and sw amething of a comedown. If

these humdrum st

ations respond with the same
fiexibility. they'll put the game back in gaming

Prince Of Persia 2

Formast GC, PC, PS2, Xbox Pubiisher Ubsoft *Ltshar Ubisoft Montreal

The prince’s new, more ruthless perscna gives
you greater confidence to tackle multiple
enemies by chaining moves together in slo-mo

jolgige:

moves 10

game u

for whatever

Ublsoft's meanar, mus “Lip prin

cguired a

ditched the chiffen &

5 reminiscent of A

ion for mow

as firs

oward 3 refreshing new t

M

Fomat PSE, Xbox
it Acciaim
per. In-house

The muc

touted mystery feature of Acclaim's

otherwise conw

tional thirdperson sh

turned out io be a ballistic interpretat)
smart bomb. Buillding up a ‘rage’ level aliows the

player to enter an all- ying gun bailet, or

release it in bursts to bring down indlvidual foas.

It's visceral fun, but woefully throwa
compared to the subtleties of Acclal
comic-to-game proparty, The Red Star.

way

v's other




The Punisher

PS2. Xbox

or Violinon

At a fime when the line between
Interrogation and torture |s the subject of
Ty, along
comes Velition's take on The Punisher

an adeptation that stays true to the
vicious amorality of the comic, Alongs:da
the usual tropes - twin weapons,
bullet-time, awkward camara ~ its claim

intense nternational so

T

to fame is the intarrogation move, wiich
allows you to grind your gun butt into a
prisgnar's head until they confass.

Other interrogation techniques use the
game's environments - pirhana pools,
wood-chippers and sharp, hard kerbs

Star Wars Battlefront e e

rom humble es do mighty anmie
Fgrcw. After inau
the dissppaoin
isaed 1o have a stellar year Having
5 with Full
), and shown its
abiiity to generate the freshest IP on show

picious beginnings with
& Wars, Pandermic

=
established its credenti

Spectrum Warrior (f

at B3 (Mercer

Particutarly gratifying are the \

which encourage pl
pilots and gunne
y-sign of gelivering on what

should be a vary easy sell,

rs 1o leam up as

X-Men Legends

foutea as an actic

depth skews it to
roleplaying. Pla
most of the old favourites, all upgr;
The idea is te pick a tour-mutant team with
a range of skills and abilities, You can switch
control betwean charactars, while the rest
foliow the instructions you set for them
While this Is definitaly one of the fastest,
most explosive RPGs we've played, mutant
or aviscerating

powers don't exist mers
ener

s — sach migsion presents a set of

more cerebral, environmant

ur X-Men may be
ser them, t

Select four X-Men for each mission from a 15-strong cast that includes Storm, Cyclops,
and Colossus. Switching between them in battle is a simple matter of pressing the D-pad ;
deathmatch modes only add to

diready mealy expenence.

Format PC, PSZ, Xbox

Dead Rush

Nevalopar Pandemic

Your city is overrun by zombies, mutants
and undead beasts of indistinct
evelutionary origin, but instead of
cowering at home you've got to zip
around town in any vehicle you can find,
collecting parts and weaponry to recycle.
Using vehicles as weapons against the
mutants jooks hilarious, but thay will
retaliate by attempting to drag you from
your car. And they'll keep fighting after
decapitation. Driver with zombies, then

As well as the instant-action battles available on the demo, Battlefront's galactic conguest

hicl mission is to
mode will allow players to collaborate on a more strategic offensive agalnst whole systems In or out of a vehicle, your mi

scavenge for car and weapon parts with
which to stem the zombie/mutant tide



The Sims 2

mation from Little

YaUr sims

on the EA
mational profile of a barfly,
steazy wants and fears, Don required
me into &

with t thanks

tc his

ittle promipting to tempt an old
discrate living room. But his fumbling was

mare family-orientated,
shrugged off nis excuses and had a
dawn in the garden. Mot a

andl grow up (fa: f
spanning grandparents to grandehild

What's mare, the crumbliss crumble. Scare

assurad,

2'is shaping up
ng and

Publisher: Electronic Arts

Maxis

LAl
O LGy e

on pack never ma

Despite the increased subtiety of the sims’ facial
expressions, the game is still heavily - and
sensibly - reliant on icons and thought bubbles

Cold War

PC
Dreamcatcher
Mindware Studios

Mindware has until Chrigtmas to find a way to
distinguish this in the overcrowded ‘realistic’
steaith market. The pleasing piot. concerning an
American hack framed by Bussians, provokes

another bland round of corridors and stairwells.
Steatlth is represented by the usual preposterous
method of crouch-walking right behind an oddly
ablivious enemy, and the much-vauntad
‘improvised’ weapons seem worryingly scripted.

Rome: Total War

Aome s a game that has been revaaling itself,
nch by inch, for almost two years now. Smaller
titles would be running out of things ta show,

but Aome has bulk like no other title, As well

as unveiling muitinlayer modes, Creative
demonstrated in no uncertain terms why its
blend of vicious hand-to-hand fighting, vast
realtime battles, city building and political intrigue
might just be all the gamas you'll aver nesd.




' - Warh
Battlefield 2 e VAN

Devenmer Digital Nusions (DICE)

PC

e Climax Nottingham

Our beardiast homegrown MMO

continues its march

c of ran

1er market

given all the rule

strings they can handla,

The engine is Climax's own, and the
maodels are rendered in fine detail

Tribes:
Vengeance

- PG

Battlefiald 2 has new engines behind
the scenes running the visuals,
audia and physics. This includes
dynamic lighting, modelled bullet
penetration and EAX 3D sound

/U Gamas
Irrational Games

it looks |ike the Tribes universe is finally

going o De aone the |ustice it daserves.

) the amival of Iirational G

the

Brilliantly det

| an instant
S atiiiti

T iN-garme wi

OWS Miarking

gl tme

Members of the team working on the
multiplayer game include people drawn
from the Tribes modding community

players b




Freedom Force Vs
The Third Reich

t PG
Irational Games
T In-hotise

(as well as flavour-ci-the-

sarad by meat The first Freedom Force was one of the
o Y Zaly
most charismatic PC games of recent

years. Sucking the story 50 ye:

5 |ia-:k I

tme and having the heroes tace off

against Axls villians like Fortissimo {a
corpulent ltallan graced with co
opera attacks) was never likaly

exuberance. An improved angine

wardly

o dim as

he ncreases the levels of creative

a hard-hitting hi snootout f Ny chilling and expicrative paranoia. destruction available, and the create-a-
coordinated attacks, flanking manceuvres, The potential of this marriage rests largsly hero system has been streamlined.

on the dynamic nature

loosely razam

Matrix me y battles and

Heroes now |oin the fray without being
instructed, although the basic tactical
RPG rhythm of the game remains intact

Sid Meier's Pirates!

Atari
Firasis

Nostaigic gamars are set to get exactly

what they
billed as the 218t century take on Meier's
1887 al 5 85

you sail the hign seas, draw cutiasses to

ve been asking for Pirates! is

and that's how it o

board a rival, and then celebrate with a

baliroom dance to woo the QOVermors

daughter. Pirates! looks polished (the odd

lan versing frgate aside| and the
graphics ara joyous. Imagine The Sims 2
putting on Pirales of Penzance

Weaponry will range from the usual assault
variety and missile launchers to experimantal
futuristic guns, such as a sub-nuclear blaster

b . A

| S— I
You can choose a nationality and starting
date, as well as a special character skiil



Dreamfall o

None of TLJ's visual appeal has been
lost in the transition to full 3D: veterans
should be able to recognise the top two
scenes from April's early journey

fia once again this in mind, var atups wil be field", &ny item In the warld can be
heroing Aprl | avatable including jo

d, and the po ity of & 15§ terac Y e autammatic

&0 the reinvention of the and fantastic Arc.
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Tabula Rasa

and funde

hasn't exactly stared from scratch,

But the work athic has

taken to on Tabula

addition to being influer

About that ‘sci-fi theme'; we
mean the butterfly-winged
horned horses, electric-haloed
heroes and Yes album cover
landscape kind, although Tab
Ras also sports some rusted
metal dungeons for those easily
alarmed by exposure to colour

the app
with Lionhead wat:
actors from causing a sex scandal or
the fact that you beain at the dawn of the

=4l lies in the details, in

tha nead to prevel

R e
As if creating Citizen Kane meets
Predator wasn't an exacting
enough task, you've got to
rescue key personnel from rehab
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Park for aspir
i shouldn't be di



Splinter Cell 3 Dragon Age

PC, Xbox, PS2 e Ubisoft aveinoer Ubiseft Montreal Fomrat: PG “ubisher. TBC

g each other up

As these screenshots demonstrate, Splinter Cell 3's appearance at E3 was a last-minute
decision; there was little for Ubisoft to reveal. apart from the fact that, well, Sam Fisher's in it

BioWare

Dragon Age promises the option to select not [ust your character type, but your character's
back story and motivation, encouraging multiple story arcs from the quest's vary beginning




The Witcher

er: TBC COProjekt

The Witcher oscillates betweens scenes of reflective, story-building atmosphere and frenzied
battle scenes, in which your choice of predetermined fighting manoceuvres becomes crucial

W...

26 2 thing of the past

Akin to mercenaries, they
to ned willage:
act out of a spirit of

ion of srstwhil
s of mer

s possible to kill
although
y make them leas

I you shoulc

Basad on the morally ambitious fiction

of Polish w

W reguire it in

& number of inng
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are pro

Call Of Duty: United Offensive

=1 er: Activision Can, r: Grey Matter Studios

nowing it's on 1o a good thing with this Kursk, Fleging from transports being
irmprss compstitor to EA's Medal ukas, pernacs the most

it, as the
g, The

3 R e L D) o IS
Of Honar serias, Activision surpris:

frightening ex
Garmans close In with flz

the announcement of an expansic

ing WWIil-themed shooter. As with

Call Of Duty, United Offe

manning the gun furrets of a
er occupied term
Britain, teh o ot

rear section of the bo

The dramatic level that takes place aboard a B17 bomber sees you desperately switching
between gun emplacements as your comrades are gradually picked off by incoming fighters



World Of Warcraft

Blizzard's decision to give WOW
a rich, hand-drawn lock has
drawn distaste from some
quarters over its technical
simplicity, but it's instantly
recognisable (and enticing)

in the crowded MMO market

yer PC RPGsan
e aims to plend
slemeants of the traditional — being based
on a pen-and- £ wicl

design and impressive technology. Being
first

naoticeable.

2 gxposition
1 it
ugh quns are avalabl
VESPONS YOu can
& 1o use our n

imagine, we

V1o

ral

er: Vivendi

Bilizzard

as one of the slck
strategy titles for which it became mous,
Equally
taken its time to et the currently ongoing US
beta {and ferthcoming European beta) to

test every aspect.

ever a developer 10 be rushed, t's

The mechanics difer i
norm. You create ¢
trol

ty

Grouping with other players is |

3y, it's given the creatars of

o think about

1 Activision

Trotka

Troika's artists have certainly
taken the jump from isometric
fantasy to firstperson gutter goth
in their stride; we hope the
appeal of the Vampire universe
hasn't gone out with teased hair
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Victory in boss battles leads to the world filling
with colour and the return of its animal life

1 SEHG

varying its oyg,
Safeguardmg both P
-nd those of the JGDS

Each of Amaterasu's actions can be
allocated to a face button, indicated by
the symbol! in the top right-hand corner

Intentionally, Okami's restared landscapes - all peach sunsets and cherry blossom — look good enough
to hang on your wall. And, as with Viewtiful Joe, the game is even mare captivating when it's maving



Q&A: ATSUSHI INABA

PRODUCER AND HEAD OF CLOVER STUDIO

Peg® hy did you choose Clover
A N

[ § Studio as the name of the
%= new company?

Is Production Studio #4 still active, or has
the entire staff moved to Clover?

«The idea is that Cra ol
mes as they y o oy
e ket ' any '€ apy ate
o the market. . “a/ ,, Ole to cre .
S Jo roe Under preSS‘d"

I How would you describe the fundamental
ac" differences between Capcom and Clover

Studio, as developers?

In many ways, this seems similar to Sega's
restructuring a few years ago - forming
‘independent’ studios based on the
in-house departments to shift the financial
risk. Is this the same process?
Mo it ifferar? In real 3

Previously, you had many successes
inside Capcom, and had the freedom to
develop a high-risk project like Tekki. Why
create an independent company?

s, |l is trie that the company st Mg o
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The Earth's life force returns in a sterm
of brush strokes - even at this early
stage it's obvious Okam isn't pulling
any punches with its visual signifiers

< 088

What difficulties do you foresee
developing within Clover Studio,
compared to within Capcom?

Wyl [ think that the risk fasto

chject ve

STVES

wQuY main Objective .

S0 ;
gone with the reSOUrC

\

comfort ¢
ol i

Developers such as Mikami and Kamiya
are associated with very popular,
successful licences. Will Clover Studio
continue these?

s
we have to defl fo or ol
e Wh&?t Ove oyr potem\a '

es this affect Biohazard 47
i5 15 2 special cass. Shinj Miksami iz
Fnsh tin

an or cannot ¥¢
ave right now

tually sending some
= gams with Mikami at Proc

And if Capcom decides to make a fifth
instalment of Biohazard?

Jould not - problem any mars,

o Fd waLld tein

What position and priority will Kamiya and
Mikami take at Clover?

Though arguably less attention-grabbing than that of Joe and co, Okami’s promotional artwark still
leaps from the page and has the same sort of charm and sensibility as its sister Clover Studio title

‘Let's rock, baby!' meets 'Henshin a-go-go!” -
two great catchphrases, rightly together at last

add their personal aura to the games they
iop and to our company, They il
c& in rmany aspects.

lion, Bu & company. they ars

Yjust! directors,

As studio head, will you still be involved
with creative work?
will continue to 1

sure: will charg

y Simuitaneaus

ap thal way until | fesl
Plus; don'’t forget that
fus &t Clovar, | thirk |

.- DU

=L LhaEt

will face qguite a
this. | think this |

more comior 1o do the

Will you be running Clover differently
than you would have run an internal
Capcom studio?

ng with rme. As

sult, [T

not matter

Have you felt the need to respond to
criticisms of the original Viewtiful Joe in
developing the sequel?

Wih the first | Ul Joe

Have you been surprised by the game's
positive reception in the west?
O



tourie

Okami seems highly original but equally
high risk. How do you intend to manage
the balance between originality and
commercial success?

think it 2 the  faced o

e, arid

A
I

' ”
’O
L

Kamiya suggested the introduction of Dante into the PS2 port. "l thought that would break the game
balance since Dante was really strong,” recalls Inaba, “but he insisted, and the result was very fun”

y much! When we went

fo B3, w
gamers but w
[rais

v that it was well accepted oy

2ver thought it would be

Is Viewtiful Joe 2's multiplatform
development a concession to the
American market?

The marest is az

Do you have any plans for Clover beyond

mean, P52 is the main Okami at this stage?

g the game only on GC

sspec

harchware :

Okami, like Viewtiful Joe, uses a

lop forthe Iz clatform © = rhe cel-shaded visual style: will this be a
Mirtendo has s characteristic of Clover Studio games?
this tar witt Notat all fvo Eichaz. it mas

cannaot be disn

Okami has a strong Japanese theme. Is it
intended chiefly for the Japanese market,
or do you see it being a success overseas
as well?

Many believe the next generation of
consoles will require hundreds of
developers to produce a single title. How
do you plan to develop for these new
conseles with a 60-person studio?

Cf

It's still unclear how much of a ‘new experience’ VJ2 will be in practice, but Silvia's cheerleader-fu
certainly can’t be accused of lazily aping action movies, Or cheerleading tradition, for that matter







riike movies or music, videogaming
hardly values its history. In history’s place
it has ‘retro’ — approximataly ‘anything
more than ten years old’ — plus Atari if
you're American, or for Brits the Spectrum.

Videogaming is so busy looking to tomorrow
(with one eye on today's charts) that it only looks back
to namecheck the 'golden days’ - that mythically
perfect early-'80s period mixed up with puberty and
first cars. But lumping the past into a colour-clash
daydream is flawed. The history of videogarmes -
while hardly a tale of sex and excass - has vaiue.
Without an awareness of where games cama from,
it's hard to see what's happening now.

Relentless topicality misses the point when the
paint's not clear for a decade. Who guessed at the
mod scene that would germinate from Doom's .wad
files? Who played the onginal 2D Grand Theft Auta,
spurnad as old-fashioned, and imagined the impact of
its sequels on half-a-dozen genres? And who thought
in the '90s that a low-profie PC developer on the
untashionable US east coast would one day seem the
prototype for 21st-century game development?

Unfortunately, Looking Glass Studios didn't get far
into this century; it closed in May 2000. But in a littie
over a decade it nvented the firstperson 3D genre
(Uttima Underworid: The Stygian Abyss) and the 3D
stealth genre (Thief), and made a stab at the first
squad-basad lactical shooter (Terra Nova). And that's
Just the big stuff, Looking Glass was all about the
detall. So what made the studio so special?

Burning down the house

It Looking Glass Studios was a rock band, it'd be
Talking Heads - inteliectual punks in respectable
clothing, mixing up genres without forgoing fun. Or
maybe The Velvel Underground — perfecting ideas
others weren't @ven locking for. Working on the




RAISING A GLASS

Turning out firsts like other studios turn out this season’s football kit, Looking Glass’ best games evolved the game artform...

ULTIMA UNDERWORLD: THE STYGIAN ABYSS

(PC, 1991, Origin Systems)

The game that preceded the FPS genre, even Wollsnsiain
30s creator John Carmack is said to have been inspired
by an early demo. Certalnly, as the first fully 30 RPG with
novelties like bridges and levitation spells, the smooth-
scrofing multi-hued Litima Underwerid fully realised
Neurath's ambition of combining classic rolaplaying with
cutling-edge technology.

SYSTEM SHOCK

(PC, 1994, Electronic Arts)

A groundbreaking firstperson action/adventure set ona
depopulated space station, System Shock was a vast
gamespaca of lgvols, weapons, ecquipment, problems and
even a oybarspacs altemate reality to explore. Oh, and
zombies. Survival harmer meets Uitia Undlenwornkd via
Wiliam Gibson, Deus Ex tans bow down at that game's
spirtual forefather,

TERRA NOVA: STRIKE FORCE CENTAURI

(PC, 1996, Locking Glass)

In Terra Novar you choose the nght squad memiberns, get
them equipped, and then speed forth in sci-ii fashion across.
thras planats (with varying gravity), Bsuing orders and
hearing the anguished concern of your squad mates when it
all tums sour - years balors Rainbow Six or Spec Ops. The
engine handled wide-open spaces but was graphically fuzzy
{and used sprites), Terra Nova was critically adored but

was ignored by the Cuake-piaying masses.

THIEF: THE DARK PROJECT

(PC, 1998, Eidos)

Lookang Giass' last great expesmental brealdhwough, Thef
gets you thinking as you apply stealth over firepower - a
chalienge that equally vexed its creators. Malang a game
wherne you avoided combat at the hesght of finstperson
shooter fever might seem perverse, but this onginal
firstperson sneaker was colebrated, and ks quiet lootsteps
scho today in countless games.

ULTIMA UNDERWORLD 2: LABYRINTH OF WORLDS
(PC, 1992, Origin Systems)

Looking Glass might have been innovation-driven but it
wasn't gumi, and it guickly provided a sequel 1o the onginat
bestseller. Technologically a refinement, the plot is better
integrated into the wider Litima stonyling than the first.

FLIGHT UNLIMITED

{PC, 1995, Looking Glass)

One of those rare games that mags you drop your coffes
wihien you first saw |1, real satelite image data was the
bedrock of Fight Linimited’s detaled terain, It immediatsly
miace Microsoft's venerabla Fight Smulator senes:laok just
that. The physics modsl is 5o realistic that real-ife flaws in
the planes’ nandiing emerged quite naturally,

BRITISH OPEN CHAMPIONSHIP GOLF

{PC, 1997, Eidos)

Aninnawvative galf game — we kid you nol. Like many
Looking Glass titles, a reduced scope (there are just
we courses hare) enabled the designers to up the
detall and atmesphene, Neediess to say, the golf bal
is physically modesed

SYSTEM SHOCK 2

(PC, 1998, Electronic Arts)

Larpely developed by Looking Glass veterans at imational
Games, System Shock 2 was even more frighteningly
atmosphenc than the onginal, and, thanks to the use of the
Thief engine, audio now played a bigger role. Perhaps too
austers lor the post-Hal-Life world, sales unfortunately
falled to match the crtical plaudits.

THIEF Ii: THE METAL AGE

(PC,2000, Eidos)

The last game completed by Looking Glass, Thief ! pushed
the sneaking template to its limits, ditching the orginal's
fartasy trappings for tha closest thing we're aver likaly to
sea o a medioval crime simulator, The finely painted wordd,
compilete with greed, avanice and sufiening. was perhaps its
greates! achevement, aithough some gamerns complaned
that they spent 100 much time chsanving it from the
shadows while waiting for a guard to budge.
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LIFE AT LEGENDARY STUDIO

NO PICNIC: NO. 1
The heat is on

“Like all developers, we'd work really late
into the night, and this being before the
tech boom the building we were in would
shut off the air conditioning and the
slevators,” remembers Seamus Blackley,
"We'd be trapped, and in the summer
with all the computers it would get to 100
degress at 80 per cent humidity. Hedl,

But the creators of System Shoo

hardly accept their predicament. “We'd
set up a system of fans blowing from the
fire exits into the offices and around the
halls — an amateur HVAC systern” says
Biackiey. “Twenty young developers
awake for a week at a time in a dark office
in & nameless corporate park sweating
into their keyboards, creating the future.

LIFE AT LEGENDARY STUDIO

NO PICNIC: NO. 2
A tale from the underworld

“The: last few months of Underworld’s
development were the most personally
and professionally satisfying time ol my
Iife,” remambers Warmen Spector

“Paul Neurath and | determined that
the only way to bring Ultima Uinderworfd
o completion was to get the team out of
the Biue Sky offices in New Hampshire
and nio one room, somepiace closer to
Cambridge, Massachusetts, whera they
all lived. Distractions and travel time
were killing productivity.

“l ended up moving to Cambridge,
and basically lived with the team in a
draughty basement room in a government
weliare office. The entire team squeezed
into one room), dragging beach chairs
down there and propping their keyboands
in their laps, We had to stufl towels under
the doars 0 keep the wind from whistling
through the place. A fax machine was our
Ik to the outside world,

“In that crummy little over-crowded
office; the Underworid team cranked out a
work of art. The place was alive with
activity — coding, design, testing
docurnentation writing, pecpie bitching
about problems, shouting ideas, cranking
away. it was intense and unbelievable.”
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AND THE REST

CAR & DRIVER

(1992, Electronic Arts)

PC

Boasting ten physically modefied cars
te dive around various racetracks in
true 3D, Car & Drver might be seen as
an attempt to bring 30 freedom to
racing games. Not a great success,

JOHN MADDEN FOOTBALL '83
(1993, Electronic Arts)

Mega Drive

A massive hit, this version of Madden
for EA was iranically one of Locking
Glazs Studics' best-seling games.

COMMAND & CONQUER

(1995, Electronic Arts)

Nintendo 64

Looking Glass invented Commantd &
Cangquer on the NE4 and Westwood

one of things the developsr didn't do.)

FLIGHT UNLIMITED Il

(1297, Eidos)

PC

The terrain data-capturing sateliite was
pointed scuth to San Francisco's Bay
Area, while new additions included air
traffic contral and weather systems.

THIEF GOLD

(1999 Eidos)

PC

With a few extra missions and behind-
tha-scanes footage, Thief Gold helpad
Looking Glass reap benefits from the
great press the original received,

FLIGHT UNLIMITED Il

(1999, Electronic Arts)

PC

More planes, bettar air traffic control
and weather, several new areas to fiy
over, and a DIY leved editor. A fourth
part and departure for the seres —
Flight Combal —was never finished,

DESTRUCTION DERBY 64
(1999, THQ)

Nintendo 64

A competent ancugh outing with
four-way multplayer racing,

later took it the PC. {Just kidding: that's
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SEAMUS BLACKLEY
has enjoyed saveral
diverting careers, and is
now at Hollywood talent
agency CAA. | waar & tie
and make thousands of
phone calls a day," he
explains, choarfully

(&

ERIC BROSIUS

i audio director at
Irational Studios in
Boston. imational was
founded by several key
Looking Glass velerans,
inchuding general manager
Ken Levine, the man who
first conceived of Thief,

DOUG CHURCH

now works for Eidos’ US
development divis

whera he's balieved to be
working on the naxt Tomb
Raider. “Salt the fri he
doubitiass says, according
to Looking Glass tradition,

PAUL NEURATH
founded Floodgate
Entertainment in 2000.

It was reaponsible for

the: Neverwinter Mights
expansion pack Shadows
Of Undrendite

WARREN SPECTOR
18 stuchio director at lon
Storm, and was project
director on the Looking
Glass-inspired Dous Ex
Many ex-LG staff work for
hirm. "We're not Looking
Glass,” he says, "but |
hope in somea small way
we're carmying the torch.”

TIM STELLMACH
is the design group
manager ot Vicarious
Visions and the project
manager for the Xbox
version of Doom 3.
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Man vs bug

ave you ever been infested? There is nothing more

effective at reminding human beings of our
fundamental impotence than a horde of insects, Oblivious
to your hatred and revulsion, their tiny size and vast
numbers allow themn to carry on unscathed as they lunch
on your wardrobe, breed in your pomidge oats and siurp
on your sieeping blood. You can't punch them, no matter
how cross you are — can't even see them in some cases -
so your only hope of annihilation lies in a vast programme
of fumigation, cremation and destruction which seems
totally disproportion in the face of a creature an 80/1000th
of your body weight.

It's all about scale. Arachnophobia wasn't scary
because Jeff Daniels made that terrified face over and
over, it was scary because the spiders were tiny, Tiny,
unstoppable and unavoidable. What's surprising is that the
opposite is true in videogames. Mostly, enemies in games
are tiny comparative to the characters you play. Not
necessarily visually, since they'll often stand shoulder to
shoulder with you, but in terms of the threat they pose.
There are obvious examples, such as the swarms that
confront you in Serious Sam (below), but even threats as
haunting as the redeads in Ocarina Of Time soon become
something you dismiss as you run breezily past. In games,
the more of something there is, the weaker they generally
are. And in videogames, unlike in infested bedrooms,
many and weak doesn’t cause you sleepless nights.

It's this trend that Full Spectrum Warrior bucks so
dramatically. Everything that faces you here is strictly 1.1,
Each target you face is as potent and mobile as your men.
There's no cannon fodder, no enemies who artificially
weaken as your heaith bar grows like Pinocchio’s nose
and your guns double in size. Throughout the game, one
man with one weapon can leave you as impotent and
defenceless as a hornet's nest would in real life. The same
is true, even more radically, of distance. In games, we're
used to jogging hundreds of yards without a thought.
Space and movement are freely expendable. In Full
Spectrum Warrior, those five feet between parked cars
matter, because they're the five feet the corpse of your
riflernan will fill when a lucky bullet spirals through
his face and out his shoulder. It's all about scale.
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25 June (Xbox) TBC (PC)
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Beth your own and enemy cover degrades
under fire, Crates and abandoned sofas won't
buy you more than a few secands of safety
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The realtime fog of war effect greys out areas not under surveillance by your men. A useful toal,
its Impartance is reduced from the army version, which alloews you to set individual fire sectors
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The orange cursor system flows around the
geography of the level, letting you preview the
positions your men will take up when ordered
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Stealing from under the city watchmen's
nosges is entertaining, but avoiding them
can become a chare later in the plotline
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Cash 14735 5

Thieves' tools and supphes must now be
purchasead with your ill-gotten gains. The
overly generous pricing means you'll seldom
have to ration your spending, however

A memaorabla first for Theef is this fleeting dawn
outskirts, The game's traditional midr darknes

an in the City's abandoned
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——— can instantly flood a reassuringly
i shadowed area with treacherous light
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QOlimar is accompanied by his weedier, taller
brother Louie (Olimar's Japanese name is an
anagram of Mario, inevitably}, and controlling
each independently lets you salve complex
puzzles and hatch elaborate assaults

Lose your marbles
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Blue Pikmin are impervious to water, making
thern ideal for this kind of bridge-building work.
They're not exactly fireproof, however, unlike the
tough reds. Yellows are no longer demalitions
experts, instead tackling electric fences and
zapping beetles. They're still the lightast of the
bunch. and can be tossed aver high chstacies
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Jacques' whip-based weapons and their
object- and enemy-grabbing abilities bring
some tactical variety into the game

mwolimes.is cars
o reduce menat
vwenderfully absurd) narrat ve along

to be a litthe clumsy,

Maw that enviranmants are in 30, the game camera can oceasionally prov
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As is traditional for the series, each fighter
can build up to an apocalyptic Musou attack
that will rout even the most stubborn enemy
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Curigusly. failing missions results in a cold
shoulder from the power group concerned, but
massacring every man in their headquarters is
generally forgotien about when you return

ATensho has been upgud.:d t

Ideally, even a mass battle can be finished with
a series of decisive finishing strikes, triggerad
by goading attackers into losing their balance.
Higher difficulty settings impart a one-hit-kill
severity to sword duels similar to Bushido Blade
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ar: Nippon lehi  =rce S50 (£28)

Qut now (US) TBC (LK)

Although released in the west after Disgaea,
La Puceile is in fact the pravious Nippon lchi
game. Disgaea fans will have to wait for this
winter's Phantom Brave for a real sequel

ndear it toar rmarket
The battlefields are isometric 3D, and can be rotated round the four compass points. As a system,

it's not quite flexible enough, especially when you need to be sure you've |ocated all the dark tiles
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ter: The Omega Strain

per Sony Bend Fr £40 = Dut now e nE125

Checkpoints are particularly bothersome. with
some levels respawning your character near
multiple enemies = a pain if you've also run
out at ammo. Running away (s the only option

ntormaticr

thare's truth in the
nared Is a trouble haves

s i maxim a trol
The objectives are unclear and often convaluted,

a tactor not helped by having the goalposts
changed mid-mission. Forces friendly to your
cause work independently and you are advised
not to hit them, as indicated by large red icons

To gve Bend 18 due. some




tom Robo Battle Revolution

oper: Noise Proa ¥6,800 (£34)  Fal

Forme: GameCube  Fobister: Nintendo. D

= Dut now (Japan) TBC (UK}

There are obligatory, and decent,
multiplayer modes thrawn in, but it's also
possible to go head to head against
multiple opponents in the Story mode.
Your rabo enters the arena after baing
shot out of an adjustable tube. This is
then followed by a random countdown
that can give you an early quick hit

Van Helsing

=t Xbox (version tested) PS2 P

~or: Vivendi Universal  Deveicoss Saffire Price: 8400 el

se: Out now Frewoughin E132, E135

Helsing's grappling gun is the game's
standdut mechanic - it can rope in
wayward enemies or, fired into a distant
wall, zip Helsing along the ground, Sadly,
Bionic Commando-style vertical swings
are anly available in prescribed areas




Smash Court Tennis Pro Tournament 2

Format PlayStation2  Funlaber SCEE Namco rce €40 Felease, Qut now

Despite the inclusian of a specific
cammand, lunging for wide balls is very
hit and miss, with the animaticn
unexpectedly jumping your character
several feet, Luckily, computer controlled
characters find it just as problematic

S Nave

M, It makes an o

e nilow 1 the middle

Mario Golf: Advance Tour

Format Game Boy Advance  Publishes: Nintendo Devsionér Camelot Frco E30

Qut now (Japan) Juna 21 (US) TBC (UK}

e Maris

aoen

chunky sunit

Pulsing arrows and gentle shading
adequately describe the contours of the
green, bul close-range putts can be
fiddly. Though Lakitu can be summoned
to provide a selection of views, his
camera isn't equipped with a zoom lens
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As with Cannon Fodder's smooth scrolling, the busy animation of its tiny protagonists - from firing to expiring in messy

explosions of pixel gore = is not hing that a

- £

Buildings - such as the hut pictured above - were a device chosen
in homage to Atari's Gauntet, as Hare relates. These were soldier-
generating portals, and a source of extra points for completists

While Cannon Fodder's Boot Hill was Sensible's wry, but nonetheless
directed, poke at the futility of war, its in-game treatment of combat
was rather more black-hearted. Juggling soldiers with bullets, anyone?

<116

could ever to convey. It was a genuinely slick 16bit game

an idea we had for a Gauntlet-style
game, but in a military setting, which
is why we ended up with holes in the
ground where men ran out - like the
ghost-creating machines.”

Mega-lo-Mania in shorts
Like other Sensible games of the
fime, Cannon Fodder had a unique
we had Sensible Soccer - the Mega-
lo-Mania men dressed up in football
kit — and we'd established a look, so
Cannon Fodder was the third
‘Sensible look’ game on the Amiga
and ST,” explains Hare. “I think the
military-action route was an obvious
one. You take a bit of what Sensible
stuff looked like, take Gauntiet, take
explosive hardware, and that gives
you an idea of where we started.”
Superficially a mouse-driven
shoot 'em up, Cannon Fodder was
more akin to a puzzie game in many
respects. Although its earlier levels
gave players very simple objectives -
kil all enemies, destroy all enemy
buildings, or both - play evolved in a
manner unusual for its era. Although
there were clear boundaries within
the confines of an individual stage,
the means the player would use to
‘solve’ any given confrontation
required a more evolved response
than a simple quick trigger finger.
Through tight level design, Sensible
provided the means that players

EDGHE i138

could beat a given map. The manner
In which the player approached was,
somewhat refreshingly for 1993,
often his or her own prerogative.

We put Cannon Fodder's evident
puzzle game leanings to Hare, and
found him entirely receptive to the
theory. I think a lot of military
games, or shooting games, miss out
on this stuff,” he opines. "it's really
quite easy to do. | like the way that in
Cannon Fodder you didn't always go
forwards. Sometimes you'd go
backwards. You'd find a building and
not know how to deal with it, and
then travel the map and find a
helicopter, then return and blow it
up. The levels were very tight. it's the
tightest level design we ever did.”

That said, Cannon Fodder could
be brutally difficult in places. Not
guiding the player by the hand by
offering resources but rarely a readily
apparent conclusion, its emphasis
on experimentation could lead to
some frustrating instances of

The initial batch of Cannon Fodder recruits
were named after Sensible staffers.
went to great lengths to keep thum alive

Sensible fiirted; with the later
introduction of helicopter gunships
and tanks, it delivered. "l really like
the way we blended people walking
with people getting into vehicles,"
says Hare. "l don't think anyone had
really done that before.”

Speaking to Hare, we get the
impression that the development of
Cannon Fodder was something of a
stroll, an example of a codeshop
firing on all cylinders and vaulting all
admit, however, that one aspect of
its development was at least mildly

We get the impression that the development of Cannon

Fodder was something of :

stroll, an example of a

codeshop fiing on all cylinders and vaulting all hurdies

trial and error. This is a flaw that Hare
readily acknowledges. "1 think the
difficulty curve became a little bit too
steep too early,” he says. “I think
there were a couple of levels, about
16 or 17 in, that people got stuck on.
| think, perhaps, that we could have
done more to help the non-hardcore
players into the later stages.”

Richer rewards

Cannon Fodder, though somewhat
exacting in its expectations of player
ability, had a reward system worthy
of a Nintendo own-brand game. its
scenarios were introduced ina
measured fashion. Beyond every
excruciating failure, the prospect of

the next satisfying pay-off beckoned.

Vehicles, a device in vogue with
modem shooters, were a principle
Cannon Fodder innovation. With the

problematic. Sensible Software
might easily have opted for a single
commando strolling through its
assorted levels but, from an early
point, opted to favour players with a
group of soldiers that could be
separated into individual squads.
Hare acknowledges this device as
the biggest single technical hurdie
the team had to overcome: “| think
the biggest problem we had was
getting the pathfinding for them right,
the sharing of who took the shots,
who defaulted to be leader and
ensuring that getting in and out of
vehicles worked smoothly. That took
a lot of work"

The most charming aspect of
Cannon Fodder, besides its sallent
qualities as a piece of game design,
was that it had a distinct feel, a
sense of humour that veered
between dry and wet with arterial,




schoolboy-pleasing gore. This was a
game that concluded each level with
jaunty, circus-style tunes, the
surviving soldiers waving or leaping
for joy, and yet it took the time to
remind players of those that had
died during the mission.

In no place was the Sensible
humour more apparent than Cannon
Fodder's opening sequence, a
slideshow of images (taken from a
‘pop video' filmed by the team that
later appeared on the CD32 release)
accompanied by the 'War Has Never
Been So Much Fun' theme tune,
produced by Hare and respected
“We got the riff and the singing
together, then took those ideas to
Richard,” recalls Hare. "He added
little bits of production work, and the
hom lick. | think it's the first decent
track to appear with vocalson a
games machine. It was the kind of
thing we did then: we liked to
experiment with the mediums we
were dealing with.”

Poppy philosophy

One strange aspect of Cannon
Fodder was that, while it evidently
sought to titillate players with
byte-sized agony = bursts of blood,
writhing sprites and soldiers ‘juggled’
by gunfire - its treatment of friendly
fatalities was unusual, ‘Sensitive’ is
almost certainly not the appropriate
word but, oddly, it's the one that
leaps most readily to mind. In
acknowledging dead soldiers at the
end of each mission, by making the
menu screen a graveyard that grew
with every fatality and according
each sprite with its own name,
Sensible imbued the soldiers with
greater significance.

“l liked the character
development - the fact that when
they died, they'd appear on the hill,”
agrees Hare. "I think you identified
with soldiers you cared about in the
game - they were never expendable.
The Boot Hill, Cannon Fodder's
menu screen and graveyard, was
funny, but it had a point to it. Anyone

playing must have twigged about
what we were saying when the
names of the deceased scrolled up,
and the graves appeared: you're
having fun, which is one emotion,
but at some point you're going to
think: Shit, that would have been me
out in a real battle. | think we got the
message across in a gentle way.”

Perhaps as an extension of this
idea, or as an artful example of
media manipulation - depending on
your individual take on the ensuing
furore — Sensible and Virgin opted to
use an individual poppy as the cover
image for their shoot 'em up. The
Royal British Legion and the Daily
Star, mindful of Cannon Fodder's
November launch date, took great
exception to this decision. The
poppy is a sacred reminder of the
men and women who gave their lives
in two world wars,' thundered the
Daily Star editorial on October 26,
1983. ‘Computer games designers
compete to glorify war and
viciousness. How dare they use the
poppy to turn truth on its head. How
sickening it is to see it being abused
to sell a savage computer game. The
distributors say that the poppy is
there “to remind the consumer that
war is no joke”". That's just publicity
writer hypocrisy. Make sure you
don’t buy this shameful game.’

“I don't remember exactly, but
I'm sure that we all just felt the
poppy would be a good idea,”
explains Hare. “People dying in war
was an underlying theme. But it's
interesting the way it was responded
to by the British Legion, who took
great offence to it: we were
degrading the name of the poppy, as
they saw it, But we weren't intending
to do that. They thought we were
infringing their copyright with the use
of the poppy. | think it was an early
alarm bell regarding legality and
game content.

“We paid them £500, and then
they were quiet. That didn’t do much
for my feelings on their morality, and
I've never bought a poppy since. I've
already paid £500 for one once.”

The cover was dropped and
Cannon Fodder, as its very first
screen was quick to assure players
and agents of moral outrage alike,
was not officially supported or
endorsed by the Royal British
Legion. The irony, of course, is that
this brief flashpoint served only to
raise awareness of Cannon Fodder,
which topped the Amiga charts, was
ported to a variety of consoles and
was followed by a successful
sequel. One achievement that
eluded it, however, was a high
profile across the Atlantic.

“From a game design point of
view, I'm very, very happy with
Cannon Fodder," says Hare. “ think
it's a tight, clever, easily accessible
game. I'm glad that people
remember it, and if I've got one
regret, it's that it didn't do well in the
States. it was the one game we did
that could have got us a lot of
respect over there. Sensible Soccer
was never going to work, some of
our quirkier stuff wasn't going to
it should have done well in
the States, and | still can't
understand why it didn't.” E
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Blowing up a building coukd be something of a lottery: there was
always a danger that your soldiers could be hit (and killed) by
falling debris. Such events were litle short of monstrously cruel

Setting off an explosion and beholding a subseq chain
reaction was always a primary Cannon Fodder pieasure ~ and the
more enemy soldiers you could take out in the process, the better
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While Cannan Fodder allowed players to save their game, this message was a dreaded event for all. In this instance, Stoo,
Uik, C.J and Chris fell afoul of a cunningly hidden box of grenades in the lower right-hand comer of the screen. Curses
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Examining gaming history from Edge’s perspective, five years ago this month ‘
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k-sounds like cames sucr as ShelfSnock: fsm
‘€7 |E134; may be taking things along ths route
and | nink 1 Iz ce7anly a cood tnng that some wil
tny to maks a more visceral exoerence, The game
wil almest cerarly racsive complaints for baing
oo viglert, buswar g of that rature, A good
decumentary an the same subject doesn't get
gatex for dapicung atrocities, infact 1 i often
commencatle when (gsues ke these are tackled

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

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

x E Communicate by post:
edge@futurenet.co.uk

W stll class this as entertainmen: (althzugh | use
e term loosely! even though t gossnt make Ls
lauh ar gel us excited,

So pertians there is room for games 1o be
rorfic ane volant-and yel recarve wicler
acceptance n sockety. Not through desansnsalisn,
Cut oy oreanng sxpenences which car educate
antd (lustrate “ow tad ths shireslly is. Admittadly,
this &0t gsing 1 be everyores cup cfiea, ILis
after &l rrrmenss fun to take out a few
unsuspacting ensmies al a distance with 5ome
well-paces neag shots; enterta-ment thesa days
le expected 10 come nard and fast | think ts a
question of Eaanga, and at the momant viasngs in
games rargly moves beyand a bzamrs formula 10
titllation, N wonder people complar abiout 1nat,
James Bell

ded that onaof the mos

s e i e

sfects are. As games
ptet a8 acull’ crodusis, it

or tress S5Ues 10 be expitren

I hope | rever have 1o read another word
written by Sabetlinck ever agan, | can bargy
geligve vou eftertaned such nonganse by printire
1l vour gagss. His deas, as expressad in E126,
ara 56 (l-concelves and poorly thought aut |« haraly
arow whers to 2egin,

| wil concade hat thare crobaby s 2 sckenng
amount of aping gaing on In the games press with
100 few peODE ratng a game for now it pays, as
cpposed 10 what stowa the writer thinks ris
readars ik i shoud get. However, ths Isnot
news | ve besn toid trys often encugh before ~ow.
Thats why | read Edge — | se= t a8 ore of ine ast
basuons of honasty, What got ma geoing was
maoerlrck's |dea of 2 good revew, ang wrether or
rot games shoula gel a genersly bad revew If they
snow & spark of Mrovation,

I'rr sure that trere are many Edge readers, ard
roesd readers of other vieogama magazines.

who spend mans time and mo~ey or gares Han
anybody they know but can't afforz to auy a+d
play them gl &s mugn as the thought tugs o= my
heart stings, | can't afford to gat MOH: Rlsing Sun
Just because of some hame-sickness-ralatec
torsspondancs, F'm buying & frstoerson shootsr
it's because | want 12 olay @ good firstperson
shooter; 2nd a5 sucn Aising Swit won't gest 5 penmy
or a mirute from me

Tire out | ust reaised Tat Faberinck
s.coesten thal s medocre stonceling e« was
rncvatve, and thas the rest of the game'’s sub-par
Juality ca- thesfors oe axcused Good gre®

Naw, FFomay, '3 ke 0 congder Fasedinck’s
idea of whar 2 'good’ revew is. Aoparanty s
Istrg ‘the facte’ He has lost me sightly here, a5
ha hasn't told s exacthy whicn facts' ne woulz like
listedl, Crie imtsrprasanon of this waould ke alang the
lines of: ‘Hatz 52 game, vewad I sre fisstosson,
whars you run aroand comidors, shogtng almos:
evary lvdng hing you sse. Thee ae guns of lots &F
dfferert sizes. Small guns do g smal amoun: oF
damage. 2igger gurs do mare.” Nol exadly an
ermertaiing read. is =7 twoule aiso leed o so
mary rsvigws beng Ihe same. Tnere is anather
rerpresation of 'the facts’. out | 'sar w0 Suggest T,
lgst the Faomeister thronws & tantrum, The Al 0
Breed iz rot vary good. and the aliens sesm
retarde.’ Fact, or spimar? |'g argue the farmer,
but | coulz reasonacly see slither cong usian drawn

| get the fzelng Fabeninck krows that his
argument s flawed, Tha playground postunng at
1ne start of his leter, atout how Ieng ha's dlayed
cames: and ~ow org Nes beer & vdaccams
Journziist, does not add wegnt 1o his argument.
roweevr muen he thinks it dees. (Farything it
snows that he needs to gst out mare
Andrew Merson

I've been reading your articiz on
Micrasort's XNA (E136) with great imarast.
Sormehaw. It reminded e of a system they cams
Up witn same Timeags: MSX,

For the yourger readers amorgst you, M3X

It is, after all, immense fun to take out a few unsuspecting
enemies at a distance with some well-placed head shots;
entertainment these days is expected to come hard and fast



Will the new Bard's Tale, due later this yoar
on PlayStation2, cause the console RPG to be
rethought? Jonathan McCalmont hopes it wiil

ntact e thing ooy low-budoet, »

|z ths thi

orathing usefu
M|ch|ei van Leeuwen

Bravo' ‘The Rlck_._ 500 guide ! — it 'I E PG, Peraps

T Edge

Dan Clapson ClE gamer | usualy na
term, You might 1o

18 Tact th

| read with =

e A

and WMEX die

eoalss ~oding [towe
Lragramiming Fiston,

realy hope [hey

My heart sinks when | boot up a new PS2 game only to find
| can't disable analogue ;untru. | just pray that U'“-: _Jc,v eloper
has included the function to change the analogue sensitivity




EDGE 139 on sale July 8

Next month

130 E£DGE #1539







Under Fire

B “
G I

» 38

gamesadar




	Scan 00
	Scan 01
	Scan 02
	Scan 03
	Scan 04
	Scan 05
	Scan 06
	Scan 07
	Scan 08
	Scan 09
	Scan 10
	Scan 11
	Scan 12
	Scan 13
	Scan 14
	Scan 15
	Scan 16
	Scan 17
	Scan 18
	Scan 19
	Scan 20
	Scan 21
	Scan 22
	Scan 23
	Scan 24
	Scan 25
	Scan 26
	Scan 27
	Scan 28
	Scan 29
	Scan 30
	Scan 31
	Scan 32
	Scan 33
	Scan 34
	Scan 35
	Scan 36
	Scan 37
	Scan 38
	Scan 39
	Scan 40
	Scan 41
	Scan 42
	Scan 43
	Scan 44
	Scan 45
	Scan 46
	Scan 47
	Scan 48
	Scan 49
	Scan 50
	Scan 51
	Scan 52
	Scan 53
	Scan 54
	Scan 55
	Scan 56
	Scan 57
	Scan 58
	Scan 59
	Scan 60
	Scan 61
	Scan 62
	Scan 63
	Scan 64
	Scan 65
	Scan 66
	Scan 67
	Scan 68
	Scan 69
	Scan 70
	Scan 71
	Scan 72
	Scan 73
	Scan 74
	Scan 75
	Scan 76
	Scan 77
	Scan 78
	Scan 79
	Scan 80
	Scan 81
	Scan 82
	Scan 83
	Scan 84
	Scan 85
	Scan 86
	Scan 87
	Scan 88
	Scan 89
	Scan 90
	Scan 91
	Scan 92
	Scan 93
	Scan 94
	Scan 95
	Scan 96
	Scan 97
	Scan 98
	Scan 99
	Scan 100
	Scan 101
	Scan 102
	Scan 103
	Scan 104
	Scan 105
	Scan 106
	Scan 107
	Scan 108

