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The future of electronic entertainment 

T -ree r Ieo 'J - , Cr £· f::Sc g::1.:-:; ~Ot-.o bj :hi.:' 
~,;;r.".ril= ra:e as tn s ssue g::es :.: cress. The b\..::co:t 

of on<? o· t'1c Th.1n, · stcerso- shGoters ;-,:-is 1110'"'t• s E3 
·epo~ :::o -;ol. · t-o rk? 0· <.Cud 11 pe•haps be t"C ar•:::u·: 
Mcr::~::f11s set :o spo~d on Xcox Uve ads i- :rA rd" u:: t:: 
8IYist11as? 'Jo. Thre<" n11::n do'lars ·Nas ':::..1r •opo"s are 
:::or•ect the a1rount So--y Co11:::uter =:ntertanre·t A-re·ica 
<['e-: on :s E3 oart1 :l"is ;ea·. 3ut then n ·n; wt a ~n.J€ e­
a "•lt.::c .::.e1::::::'\ •g ·he LA ::-oo; .. ..:; st'"ou'll. laatu·i·9 • _ 
o~ere'1t tents f. :<1 ,.,,,., "e·:.:~arr·er: ··:::·'1 T•c Sla:~ 
::··,e:: Feas, r-llss, E I~:!. ~he Cr,s:<>. Me~-:::-:: a-o scrre 
d~lid: c rc_s :roLpe call no 1tself:: Orco J.Js: do..,~'l·: con··e 
chec.p ro·:".·aGays .A.nd th-9n ycu ... u ... •e t.:> e·lst.re ··,:c,u( -; ::GG­
IlVIted g· .. es1s h2.vo e--.ougn free bo:::ze t::: c::w ::ow•1 :t·e r 
cage· :hr:::a:s unt I the ,;wly ho_rs of tt;;; M:::r-i·;g ... 

Ye• :;eng a ·nilJO' ~la;er n :oday's .._i:leo[;a11e r->ar~e· is 

an -xr:~-&,e b-si·-css. An:: I S::n•. can af::·:: ·o ·rr:;-:, I"•S 
se ... c/ -no ... e; a: a •t:fe S'ilndg .::; ... E3. j .... s: i""l.~;r·- ... ,·.,'ha!,: s 
cre:::are::: :c: :::c ·c rak~ rs ne.~ .. c::nso e '-.'.'~fk. 

- :r.Jt-. FtaySta:1:::n ::>ortable does a ;pxt ob of s;,t ng 

1tsell You·ve -eve· see-. a rardrel:: co-s::" ~~B 1t '1C·. on1) 
beca .. se 1ts ~PlP'II::s are :::1 such o:::v ously ~ig" Q• .. a itr bv 
l·eca ... se t· .. ey\:eve· ... -.•ed or ar absolutely cHido. ~ ~.::::' "=1?~' 
B~111o·e :::-, ;"15 n5ce t•·e ss,,-, :see ct 4' 

- n S ·~ e::r's :;3 .-..·as a St~rt ::)f e .;Cess ~ I""'S.ry w\·3') 'S CUt 

.-.e\~ "-~ ~rrcu;;p !"e 911.! ;,a"'l::J an:l Jor' ca· en o' tn­
e t:-"11 to ::l'i ... ~ _vO .... CO~"l'le!'ltar~ :n-o f.e;ss t ... n .... ..... Cf t ... e 

I"OLiS£:.n:::s :::1 :•ties ::e'!1()1'1strated n _os A'lge es. A I!Olc. 11 
was ore o' l'lF ::etter :3s n ·ecent ·'lerc:::r,. a'ld t"'lere reel.., 
s sc·nc:h1ng 11cre to Sllll all tas:es espee~af'y 'you IK& 

garres 'eat.1rng so d•ers Stl::>:::t'"9 ca:r ot1·1ers' ·a:es off­
CCI'fliOn y frorr a t1rs:perscn .oersoe:- .e 

t·.here sn : .• ·.r·e n af'd t ..... ., .-.t·c:: ,o~ .,, k .;;o"in~ 

s lac"(n;, ;g-- r.~-.. ... · - f'l'"' .... ant": "2 .... .J:: ·""e 
a":e'-e.::acts o: - ra·h- erg bch"" ·: s :.:c : - . 
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front end 

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 Americans in attendance seemed to appreciate EA's sporting stars turning up to promote its 
comm1tmcnt to Xbox Live. although in truth most of the applause was a imed at Muhammad Ali 

With ewer 65,000 vrsito··s tiY:::ugrcut ·s 
:t .. ree -day d.ratkw. th s y.:;r.tr s 

E ectronrc Entert;;.i·Yn€nl ::.Xp::: was the 

br;;JJes: :c :::at·:C - a frlt r';;t ac"ieverre": ':::• ~ 
n:::-llo cs-barrc:: ;;pmng c reus cclclxatng 
1ts tentl1 aTive·s;;.ry J" tho 'ace :::f rt and 
de<::J te 'U1lC . .Jr'S cr·1ar2.: n;J from :ho 

,•,:::-Id s biqqest cla:-;ers suggestrr>l " 
nc·1-a::w·dance as soon as 2GCS. t'""e 
rLd_.s·.ry·'s yer.dy ~xJr·ver·~e-tce ur;~n LOS 

An::Jeles has "CVC' been more wnpo·:ar:. 
- he press ccnfe:rencos arc· bi99cr tiK 

pa·~ies rT:::re cxt•ava9ant. t"C :::a:t o to wrr 
ou' hea-:s an:: r~irds. ;;.r::: eorsu·"lcr do lars 
b)· ass:;:::ia:ic'1, IT ore de:e•rri1e:l 

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

E:l hi!srd rei!ly been a tn-ee-:l"Y cl'fa r 
•o· sc·"le :i·"1Q, but fvf crcscr.s dc·crsror th s 

year te kick ef :s grandst"n::i".g :we ::ays 
pror tc t•1e act~a sl1cw's doors o:::enrrg 
11arrrre-ed hene its desi'e ·.o be fi-s: u::: t::: 
:he plate as :l1e'; say rere And so it ·was 
:hat or ~:he everi""':G o.: r-..~ar· 4 0 :re •3.3.(()­
seat Sh·i-e .A_.drtonu1l n ::l:::v;r:own .A 
hc~terj 1nl c:l·n::Olr·y's 200L Xtlox p·ess 

cor·'erence. Previo..Jsly u:oed :o s:a·;Je tile 
I kcs of tho Cra·nnys pner :o c3 :;ogi·1ri"g 
it v ... as ·./,:here ··.:i:::eogar•e ildt...s:ry· 
professi:::nals. s:::ftenec U!: by travs ',JI o' 
Xbox-g-ee- cockta Is. lea-red about 
Microso't's f ve-way Xbox L ve 
v de:::-cor·'ere-,cn:J scftwa·e r.a ::;:::<e i1 tt·e 
eye for Scw;/s Ey5Toy c:.ru;i, Bnl~;un;e~: j~.s: 
before E3). rts plans to u·e casJal ga·ners 
:o its conso e vra ·wet ;;pmcs and 
co1vers ons of 2:::-year-ob :::oin-o:::s :see 
"Allar::: hter.;e··s. p46J 'low i-ia:o 2 s 
sl1aping l.p (see pL2). and t<e rTportaree 
o' E'lectr:::n cArts finaly ::;,ryirs i-,;o tre X:;cx 
Live d·earn, a de· ... elor:;ner-- :.;' suet· 
c)::pa-ent ::onsequerce th?.: a tun::r ::1 
AITe'icar sports s:ars .,._.ere oaicl top cola• 
:o :l.P1l.P on stage fer tre carre-as. :he 
a:::peara'lce o' fvt.hamma::l Ah an·onv then 
betrg erc·u~t· -o r;et 11ost of the a ... d1er~e 
s:r:nd ng an::l :::llee··i"lg. 

6_.: n:;t before '•Ne'cl oee .. , oie·erj up Cl 
b1g-sereAr sr:~~.r of sr .... 1ash A'11er can 
:e!e.v1S1or• ser es The Ap:)rentice. teatu"i'"';G 

C:>nald Tr .. n·p p :c•·hg Xtlcx rna-1agerr·e .. : 

:can- J A.l ard Robbre :O;;.cn a·1d 0 cter 
Mocre a;)ai·1sll:::c~l kes :;urport ng tc :;e 

Sony :r.o Ken -<utara9 . Kaz Hra ard 
An::lre··N House. ehalengrng t1e11 to c:::ne 
up W :ha v aC •€ or I ne ga11 ng ser,rce ':J" 
:re r res:Jectr·je corsoles W~ere Mrcrose't 
hod p"ev ous y C€a'i re11..~tant t~ a111 

p .. nches <if ts 'l·,a s :at eas· n put·l C' th s 

The Los Angeles Shrine Auditorium {left) 
provided ample capacity for the world 's 
gaming press (and assorted other industry 
types). all eager to watch Microsoft's next 
move. J Allard spoke only briefly on the 
company's XNA initiative (above), and offered 
a new vers1on of Pseudo Interactive's ·crash' 
demo - this time with two cars colliding head 
on. lt was a fine presentation, although the 
technology failed to work attcndees into a 
lather, which presumably was the intention 

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

·..,vas £1 -\ .... ee ~i'9Ct y l~; S~;·r:· ·s '·i.Jhera~!c 

gro n. TI-c ::>r,;yS:at on :J::ys ';;,i cd an:! Ios: 
t1e r . ebs ~11e Xbox tea·• was ··e·Narde:: 
·..vith tre ·rgr:s :o 1"1ake an P"G cf TrL.r~p·s 

ife. The a,Jd e-ce ::::::ed e-:ly l<.ppec: rt -'P· 

Sorre t .... ree years s nee - laurc .... ed 
Xt<;x. \/ ~:rosot- is real y '1 ; -:in+~ 1ts st"kiR. 
T"is was d;,r1::ns:r2.:e:: ::n t •,e st':>·N floo· 
~y a 'i"C·u::J of gc"u r>oly rnt·i;tJ:ng 1 :Ios :::n 
t ~-,e :::1atf0"1.,.. 11any o1e··i ... g :re :vpes o: 111gh 

:::rc:ouc:i:::n vslues that see11 tc :Je :l1e key 
t::: "nlockir r, serous chart s\..ccess 
...o·,o,.adays. Tile company's p-ess 

confE:ven~e · . .-... ·os vas: in ~cale. sen~us Ul 

mer·:. :Jr·d il ra·• rrostly '."/·th'iul a h :eh. 
T ·1c stand2.rcr ·1a::l ::;ee'l set. 

Halo 2's official launch date . Novernber 9. was 
a big enough deal for Peter Moorc to have it 
tattooed on his arm -albeit only in henna 
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Witnessing PSP's video playback quality was 
a definite highlight of Sony's event (even if the 
subject matter wasn't up to much). Tales Of 
Eternia showed tt s gaming credentials (right) 

Sony's pro·E3 presentation wasn't nearty as 
theatrical as its competition's show•ngs. 1t 
was all about exclusive 'AAA' content on PS2 
(rigot), PSP specs (below) and online pledges 

< ooa 

Sony slashes PS2, talks online 
A~d so. the 'o low1ng rromng. ' Nas off to 
t·1e ess-g:amoroc.s ·1a1gar- 1~e LA. Center 

StJ•d os . .vrere Scn1 :.as ''OI:::ng 1ts O'e· ::3 
::;ne~rg Firs: on me age ... Ja : ... ·as t1e ~e··,vs 
t~at Pla,Sta:I0"•2's t\on- .;rreoca· reta1 

:;nee ·.,vas :o be •ed .. ce::: t, S50 t:J s· 50 
:1.'!33:. G ven t'1at ~G :::er cer' c' a PS 1 
c~nBo es sh 1ed or~e t"";e 'la .. G ..... are _-.. ·as 

SP.ShlrltoS' SOardbeo.-. s-r. 
s .. ,;,;es:e:J thcl: its s .. ccess:Jr :. ::.J o ':l to·,-, 

s•-it t'"ki·1g it 11' :0 :he ho·nes cl a "&;, :.·o·ld 
of game .. s -r~-.en it ··/·:as t·n-.e for t· ... e 

This will be "a growth year for PS2 on line," said 
Kaz Hirai, who went on to claim that 1 00,000 
new users will buy into the service each month 

ccmt::ary tc a:::oress ·.;;hat has IO"G been a 

d 'lieu; cvea for "S2: onhne :JaiTi"'g. 

Th s year '·Ni I :::e "a ;:vc··:·,1" ·;fea· 'o· 

or· I ne gamng on PS2 " said ·SCEA 

~Yesident Kaz Hirai, ·v-.:h: ·._-.:e--.t or· ~o : lc.i'Yl 

tt·at 100,000 ne·.': .Jsws -:-:11 buy in to I"1H 

SC"; ce each ·no":i· . ci'iefy at:racted by 

o·:er 100 t :les tlla: w1ll offe~ sc•"le '·Yil' :::f 
or! ne compo·e1: befo··e Cll"iSt"1as 

A.nd tll s w1! be a n:ney-s;J nner: ga11e 

o_,bllsre-s will ce a:::le te :l1arge fo·· 

do :mloa::lable co"'tent SJC" as a:J:::itior;:;l 

e.e's. wh1ch ::::u:::··:·:s t·/i:::roso't's recer:ly 

'O !ec-ot..: Xbox Live revem.e rnof1el ·:PGP2 
o· ... ners can l'low <b:-:·1lcc;o a Pans 

c:J·...,c:::ncnt for a ~os: o: L3:1. H rai 
a::-kre:, ed;;Jeo :hat Sory ras beer slow to 

explo'c en111c revenue streans witi1 1ts 

ocnsolo r!:lrdwa-e. 'b_.; net to· on:J . . 

Cn t·1c con'l"lU"ity si::le, Sorry p ro·n ser 

that users ·NI s:::cn be ab e to :rarj;., ;Jilrre 
ccr· ... poner:s s ... c ... as cars in Gran T+..:r.is·:~~o 

4, a I d:::-:-nl:::ada:::le t::: a 'o1h::o1r i".g 

··~~ner-ca~;ac :··/ FS2 ·nerr-cr:/ ~o":: 
Fn1ly on tl1e tcpic :::f on! ne S:::ny :::ol.l• 

·•m res s: a d g or ·:s ::;..,,,_.. .. . assLri1g sa11e 
cue is·tc"s ~h8.: 1t v ... ·ot.lcl 'lOt be seer< n;; t~ 
xntr:::l t"e r ntel ec:ual proper:ies. In ot··e·· 

v;ords. 1t ·:-:o_l::in': be · cbng a Micros:::ft' . 

PSP shows its true colours 
S.::n·~,. ha::: a reacy sr-o·.":n · .. vha: its 
P f.ryS:atio" Portable 1 "8°1 'OOkcd like a•1d. 

'": :i'O G;:.rne Developers Confe-erce r 

Marc 'I. i1acJ a so g1··:er " (disaocei·:.ng) 
t;:.s:o- et ·:<i1a: 11 could do. bJt ex:Jecta:icns 

wc-o s:i I cuoya": - if not pe~tlaps at t·•e 

e':C s sJrrcLnd ng \J nterdo's :::s. cue -o b• 

Jn·;ei ed a :::o1..ple :::f roLI"S later a:::'Gss 
t:::·.;.:r. Just a 1"1:::nt1 pnor tc E;! . ·we :i been 

ed 1:: ::eheve that S:~ny ·i:CJI:::n't be 
sooutir'G flhO.JI =>SD in _os Angc es. -low 

··.wor·g ti1'"1 p'oved tc ::::::. Cloa·tv. t'<e 

ccr·po"y hac cisc:::vcrcd that N1r:e·•do 

··;.;ould :::o oiori~g hands-en cleiTOnst'atiOn! 

of its -e··N har:::helcl a: tre eve'1t. am.1 : 

:::repared a co·v n:ing c:::u--w by s~·o·tcii'Q 

a ~:wnors:ra:ic·· o; :s ~~o,..sO:Ie·s r1od a 

capabilities v1a spa·kl r' g v:::ec fc:::tage troT 
ths '!ev.,. =i'la F£;.nt~sy .A.:l·.,·ont : h lclrer ard 

St::ldc-r-lvl!:lr' f"10VIOS. ard. c-uciall';, sn ppe:~ 

of actio" 'r:::1'1 a spiJrge o' ga1"1es Gl .r-ently 

:::ei·1g c-oated 0'1 :::ev kits fron- L:::nclc~ to 

T:::kyo. (See :J14 fer t·e ful• PSP st~r;f.! 

Tal~ of PlaySta:1:::n3 wasr·'t entirely 



a:]3ent at :he- t:r·/er:: 1t vla~ a-.rcl..ncec :rat 
·h? 'C'IT<.t's Cel CPU wo• •. ld :::e rol .:·1 ? Jt 
la·e t,...is ·-.·ear a3 ,-e ... ea.- o• ··:~·orp(stat '"'ns 
C€JC:-.:.:~J t:- ,, ,·1;.. c.: .. ut11(:. C""",_..lt \iBS ... ~. ~kl"'g 

- : -8CGI·c c lnt'ICI":u·o.il ·,.a,CIJ'Te:t 

t :~, c'? oossi:: e t: 5 f"'~t ~ :a ... e asset~ 
:·eate.: 'c· re-oe·eoj ;e:~uerr.es ,, · 1""5 a'ld 
s-ot t·e• nt: F a.S:atiO!'.; Jarrescaces 

1: :.a; a ·,:::!C~, cr:·~ssoral s·o-t.rJ 
'·:r S:· ,. ;:.a. nJ tc.; ·.a. -~· ·.r•.JSO"'dS ~· 
t:'j a-.,-.~""'5 sn~ 11 r1 3b"l; • lo . , " ill 

Nintendo's new day 

--.; nler:.:c ;· -r-,. oloy·sood an-:1 H qr ar•i 
Comp ex. j ... s: a'":J,.Jr-:; :l,e co .. Per troi"J" 
\.-'Hw··s Ch1r'H~~e T··ea:w. c:.+l'l,;i o• n·~ ... I""~ :;1 

-io ly·.·'::ody - olly· ...... or}d o~;dll')r~-, tt1e 

c::;r·1r.;£H .. y c::;u:::: l 1ave et~(;·~ en lor- !S E:3 

"'Ooplah T-is ·• .. vas :ro ros: oa~Jtt ~· 

ant c pated p·e-sh:::·w eve-.t ol tl1e1T ell. 

Of co .. rse. ~·sa ta::e•ed ol::: :::l•chc t:: 
:;a·, ' llfl! :-\ ntcn::l::: r1as a yo"n;;J:r a'-!d o:;--,ce 
r·a· Sony or V :::ro.;of: but as w :h -n:::>t 
c :res. 1t's trJe - er at e<;.s- •t 5een·e::t tha' 
:.ayr....dgu;~ O\ ·h~ nttcr:;&es s.,·~sa~i··~ i·1 

1 - ·ne- no·rw;; s..r :.art Pg rrpdt(:'at, tc< 

t· ~ a11.J t-~·u"':o £ 'G'= ~ar o' Ln:: ::;'ln;;J 
l'lO'S L ::.e q.-.;·~::: -'1€ :::2.rk _.,-,- :::1 

.:..m~::a"l '\ nt.;n:::::; 'ans :e ~-.·r :ers 
t--'C!O~e·o'f ;-,EJ;, at arcu;::t. T-c.;c iOO"n;;J 
"llEO ....... c:'t 1 .... r:.t a··£·!-;:) c:e o· -a .. :::-.):c..re 

.-.a; goang 1c t·e . .r.eied noe tns,'d 
-eard le at lh"'€ rr ;J"ot e<en be" re<'< z~v-:a 
gap· .q t•P s~·l()'.~,. ~~n:; ~t,ey ·:y·e'e it:::t'r"g :c lf.t 

11.~1r ~,•.;l"'::x: pi,..-;s :y·c t": er r;Js :e h0u~:: 
f ·i; sa ne·N d"y torN ntcroo .. ,._,_:s 

tn.., key 1'1ess"ge. Iron· :l•e co·n::;"ny's 

'lltlr,e:••1g cn.e' Reggie Fils·Aime. n·a,r;J 
a cor"~ dent firs~ [lp:~e>a"a ... cc a: su·:r an 
ovc-nt L ke •-,.•,::roso't. tl1e :::on·pa.,, Nas 
~on·i·•g out ; :]ht r~J e•Tpr&sis n::~ ·s 

IJ ... :ders:rlr·.cJ ng of ..... _.r·.at ;)Hrl'WS . .,..,.·a·)t o·:· 

st)o· ... -.•i·"t;; c i:s of l..t.e!rG.:o· ,;Jtitt~e 2 · Echoes. 

N•ntendo was govrng away NOS stytr, replete 
with g owong-blue lights. to thOse fortunate 
enough to get hands-on ume woth ots mach1ne . 
NatJrally. we brought back a handtu of them 

S:Jr~0w a ... d Pcs.'c'ont :._.:~.b .. : as::: :s 
resoo-,5,:; 1t1 :o eau:· ror ;Ja•Te·s of a I a'l~s 
Aro cl1en :was on to :)ash r;J ST•I' :.re 

r:,:ros:::tt ·o-e co-ncet :o• of :::u·s sa 

... aparese 1"l.:ll"l .. JfC!ct U"'f.'l' • ... -.•IV'" ·.: ... ·w·:s ~o 
cap: .re al. :::f y:cw <>ntw'lrlll'no,lll J:-:1;\rs." 

- , s-Ah l~ prt,n~ti'T~~:. ··r~ ... ~d dllot·"e' ~ne 

does·Y. ea• c. wi'O! y:::u do as on:J a~ yoL. 
do it :::n t"c r oocrati"•G Sy5te•T ... A.nd the 

~ -.........~ . ' ....... __........, 

r--,···?'· 1 ~·I . . . 
. . ·-

,'- .. -::.: .~~~ . . ·. -~. 
]:1-$-~ . ~~~ .c. , , ~·,toi. 

Leading the charge on NOS: Mario K3rt DS 
and Metro;r:J Pnmo: Honters. A large part of 
their appeal will be woreless link-up play 

From far left: Shogeru Moyamoto does hrs 
best Unk impre55ion for the aud•enco. to a 
pred•ctably rapturous •ecophon; Satoru lwata 
talks of Nintcndo's pnde at havrng established 
so many firsts in gaming. before cl3imong that 
NOS is the company's proudest achievement 
to date; George Harrison focuses on buoyant 
sales figures while ignonng a persostent 
heckler: Nintendo new boy Reggoe Fo-s-Aame. 
who opened his address saying: •· My namo is 
Reggie and I'm about kicking ass. I'm aboul 
taking names," to much general amusement 
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The touch-sens1t1ve screen. as demonstrated 
for us here by at E3 by a fnendly N1ntendo 
employee. wOt'ks like those seen on POAs. 
it's not exacUy revolutionary. then; the true 
Innovation w·ill be d:lwn to 901me dos•gners 

~r-~-oc· ·'"t•,fu ,- a::cr:~·:: =~ 

,·,r::::ced a·.ct -~€':•J. Tr :·· : • ;; · ~. ·: 

.... ~e-a....,.:. :o"OI... .. c -<nct~·.:n i,r~~-= ~·53-: 

·- pr-'"''1 th~ r-:;st -:f'·, :;ua 'c3' l'c - -

;c,C'C··,:;. - s ,.:.j-.. 1:- te-;?a·t 3ut tt ~~· :­

~-.11~: : ... c 1n:i2.ls s1anJ tc:r tc _s DS ~:: :.i 

,-,_.::: ... l~,r·Jer a-d n·.orc "~lc-ve.rt r· .. .:a·· ··; 
:>S: ce·.e ope<; s.,st<'IT In cre:a11-~ CS 
· ... ve\,.e gr-.:e--. :'"'e ·~vorc·s n·os: :a c-:·:c: ?J.l _ 

11akers .... e·.,.\ .. :ools tG ·.,.._:er-<. ·.,vitll. re:.· : .. a .• s 
to exsre,:;s -heir i'"'1ar;i-.at on an:: ::t c:; .. r:.e 
n t•1e end 'IH\V WlJ~y<nent for a cf 1...s. Tr.:: 

• IS ,..,s. )S net c.Y., C''<l'l9€S \J r.·e-·co. 
_ gos ou· 1"1d~s:ry 
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Sega's NOS contribJiion was fa.rly mlseroblo, requiring you to rub the screen back and forth in order to raise Sonic's speed- ond that was it. Nmtcndo's 
'Carvmg Toch Demo' {centre) was a p leasant d lverston, and its submarine sim was a good indtcator of how the unit"s two screens can work in harmony 
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Nintendo OS software: the first wave 
In a rare move for the company, at E3 Nintendo showed a bundle of NOS 

demos that m~y not turn into commercial games. However, the seven titles 

featured here should be finished 1n time for the machine's late-2004 launch. In 

terms of showing how the dual-screen concept can work, it's a mixed bag ... 

Animal Crossing OS 

... ··--.. 
,=: ,:·-: ':J. 
( J !. __ J}fJ 
·-:r-· . 

l. r:D ·.,___, .. 

Animal Crossing's letter-sending and 
pattern-making mechanics are ideally 
suited to NOS thanks to its touch-sensitive 
screen, althOugh rt's not yet clear how 
N1ntendo will further push the concept. 
Expect online to figure in there somewhere 

Wario Ware lnc OS 

All obvious highlight was this th•rd Ware 
outing, requiring you to chop items of food 
by slicing with your stylus, drag coins into a 
purse, and reveal a Wario coin as if rubb ing 
over paper with a pencil. The latter was 
responsible for many scratched screens 

Mario Kart OS 

Nin tendo gave prominence to Mario Kart 
in Its marketing materials, although it was 
suspiciously absent from its stand. Pemaps 
this w8$ in recognition of its failure to fully 
utilise two screens. After all, who looks at 
the map when they're p laying Mario Kart? 

Super Mario 64x4 

This was the best demo for appraising NOS's 
30 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 PSI, not N64, in 
style, but it all moved smoothly enough 

Metroid Prime: Hunters 

Hunters was up and nmning in fourplayer 
w ireless link-up mode, and the results 
were ... Interesting. Jabbing the screen with 
a stytus 1n order to turn and lire wasn't 
difficult, just unusual. lt can't help but tum 
into an inter-office cult, though. Can it? 

PictoChat 

Pta-1>?r 3 ~et :;.aw 1'3n) *' 
F.a,11r: I jon· · J<n.:.w "anc 

Who < f';"IO 

~~·~ 

+ 

Children are addicted to text messag1ng, so 
they will fall1n 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 rt'll be banned 

New Super Mario Bros 

NSMB was ono of the few NOS games at 
E3 to use just one of the screens. 11 wasn't 
piayable, presumably for this very reason 

NOS Bomberman and beyond 

AJsQ runn.ng on NOS consoles rn Nrntendo's 

demo rooms were a selecbon of third party 

efforts from Japan including Bomberman from 

Hudson and Pae· Pix from Nameo. The former 

IS a predictable 20 rnterpretaloo of the classiC 

(albe~ preceded by a 'pumping' subgame 
involving rapidly moving the stylus left and right 

on the screen), but Nameo's diversion (for you 

can only call rt that) sees you drawing your own 

Pac-Man, Who then anmates and chorrps 
away at the ghosts cluttenng up the screen. 

Other attractions Included Pac 'n' Roll (move 

Pac-Man around a Marble Madness-style 

environment by contrcilfl9 tus roll:ng direct100 

on the lower scl'lle!V. 8aJioon Trip (gu de the 
descending baby Mario by placing little clouds 

on-screen), a Yu-Gi-Oh! out•ng from Konami, 

and Egg Monster Heroes from Square-Enix 



G1zmondo was on show at E3, olbcllt only 1n 
prototype form. minus its camera funct1onal1ty. 
Due for a summer releo:~so, the platform IS 
c urrently left wanting for software support 

< ~} 1 ? 
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Mrcrosoft's stand (top left) was one of tho busiest of the show. helped in part by the likes of Forza 
(above), wh1ch was runn1ng on three screens vta five hnked Xboxes. And. yes. you'll be able to set 
rt up loke th1s at home. Sony. meanwh1lc, ensured that its PS2 exclusives were clearly marked (left) 

"All of our many advances are now industry 
standards. All of them make us proud. But 
I th1nk we are most proud of Nintendo OS" 
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To mark E3's tenth anntversary. a retro area 
was set up'" the Kenha Hall, tradittonally the 
home of gam•ng cunos . Amcncans take their 
class1cs senously. and the exh1b1t was stuffed 
to the gunwales wnh rare consoles. cO<n-ops 
and home :omputers supplied by afic1onados. 
Nearby. f1rstperson shooter champ1on Fatall ty 
tnght) was taktng on all corners m 100 
consecutive Unro:JI Tourn(Jment match -ups. 
The pnze for beating h1m? One thousand 
dollars. Only one challenger managed it 

The phySical aspect of gamtng was notable 
thanks to Konam1·s Eye Toy-enabled update 
of Dance Dance Revolvt•on, Athens 2004's 
dance mat compatibtltty (far left), more Eye Toy 
action with Sega Superstars (below), and 
Eye Toy Anti-Grav, a TnckSty/e -esque futuristic 
racer which tracks the movement of your hood 
and arms. Unfortunately, calibrating the beast 
proved stupidly difficult, resulting tn a most 
unsatisfactory outmg for a novel concept 

lnfmium prepared for E3 by plactng double· 
page advert1sements in the event's Show 
Daily publicatton, challeng ng ;mendees to 
finally see the much-rumoured hardware 1n 
fully functiomng form on ItS stand. And 1t was 
somelh1ng of a revelalton, nol only because 
of the size of its presence but because the 
ftntshed hardware looked so sleek (above). 
The system's joypad may took like any other 
PC -compatible controller, but the lefVright· 
handed keyboard was surpnslngly effective 

0 1 3 



PlayStation Portable promises power 
Amid the insane environment of E3, Sony offers a clear window on the 
future of hand held digital entertainment - so long as the batteries last.. . 

A 5 'crec&:;: la~; ~~~rot~. :3 2'JiJ.' M\S 
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PSP: the games 
Every PSP game officially revealed to date 

Firslparty US 

Sy::ho., Fi tor: Loga"·s Shadow 

A 'I Offroad Fcry 

-.,., sted Metal: W<:rld TOJ' 

\6A ShoctoJt 20C5 

\HL Fn~e Or 2005 

:=1~ht ng Sp nt~ 1s·reet oaseo cea: ·em uc: 

F•rsrparty Europe 
v.· pecut Pu"e 
v.~ .. k:J Ral y G'la.moqsr•o 

Form.la O.·e C" 
Mede·.i 

Th s I; Foo:bal 20C5 

Hare Corosooo'tal:>e ,e-s or otll'e PS2 cnt M­

com~at be t :te ~ci~.\oa .. el 

Firstparty Japan 
.!..pe Es.co;pe 

Vokode-m::: ss~o 

::·.•e'Y:>:>:>y"s Go' 
G~~n -unsr-o 4 I·Ao: e 

Ken No Kagi Sh• No Mo•1 thack 'n sash title 

·:: th F:r:a: Fa,tilsy lnfi.Jences;• 
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Thirdparty US 

Death, Jr (cute act on p ntforrner frorn 

Backbone Enterta nment) 

Tony Hawk's Underg·o~r= 2 
Sp dE>r·Ma- T~e \lovte 2 
NBA St•.;et 
NFLS"eet 

T1ge .. 1o'v'o:~ds DGA ToJr-

Need Fer Speed: .J•derg'O.rd 

Frogge' 

Free AJ'rl'lg :f-om E das. b<!sec o~ t·e roe "'lop· 
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Jnab c to test I'SP s ergo~o,ric cu01ht es on 
any1t"'i1g tYcre strcnuot..s t11an Nan'co's 
Ta:es Of [terr.:a. the bLtt:on ayout is b;;J cal 

18- t:: 3·1-,e;:;r dds. so presvwcl, SCn) 
'eels t-at th s ~dd :t:::'l(l' .-.e.:Jhl ;·.t- "<O: be 

2. ~rob e-n fer a::itr ·.':'ista. 

Any colour, so long as it's ... 
T"e·e is r:· :;o·:er as Sf" '·:' PSP ::ut So.,, 
:::r8'r'"11SAS a ~w·,~H ot pcud1Bs ~:n~; ho s~e .. s 

T"e c::: :our olll~t> "'"c .. ine .s I ~tells t"t.AJ' <1 

::: ack. but the E3 dsr;lay al&o had var at1on~ 
n whtte e"lo"i yel ow an:! s lve··. as well as 
;wu::;ssed logos end charo:::·e's 

Ninety-n1ne recognised developers. including 
virtually all of the world's major console players, 
already have PS Portable games in production 

a· .:1 Y"'>rJrtabe Tre rO\c ~~on s :t'c 
r dg":l ar :n...e tn.rrbs:~k. ,.,,., c- a:::ce>J'S 
·o rm. :1"'- a~ e"X'TIO<.S ::egree o' 
1r =I" ~r· aro co-·ro ceso :e :::e"'g set 
ar est •t.s• ·c ·re w"'a:ecr ~-e c:,.,;;ote 
1· ~ SII..Ja'-:1 a --low en, .. _, .;r,i. a~r:l thS 

1'<"!1) :.~- s '~ .,.._ bt: '1Cf CI"E"S 

At •- ~"~'"~' :ne PS:> c;:nsct- rs st ght y 
·:·• Ct?' ·har '"'le 01g "la G3:... cut aJ·,.lcst 

, . ..,. ce as neat, Sor~s -<a:- rat dect;:;rec 

IIH" ·t·"' pnrra-. au::i erce ·::r :t'lc PS=> is 

cnusual :urn·based out>ng: 

-a es 01 Eter,•a 
Oar< stalkers Chron cle 
Puyo "oc Fe,er 
O·ync1s~y '>o·Vamor$ 

Explo,ot•on·Bosed HO"'O< FPS tKoeam s 

·.•.-or-.,~"~g t tie sa·,.s : al 
G.,~h;lr;· Bar>:la s 20 PPGt 
vs YearC·TheA-, 

Ne.'. P dqe "'acer 

A>e t-pact lnterrat """ slee<· 00<<'9 R>d~ 
.~ercore1 

BSG ops~crede c "'>1""" act<On ed·.e,tcre 
from Seec9 n KoreOl} 

Oazy 'lact'lg Ka-1 P•ce' tNe•on s ce1 sraoed 

•an·ace" 
S.r« Sta' s~ud<O tScace C~oON;I 5·Style 

dare rg g~me: 
Volcanus O'"'"~li'"e 1sty1ish mec" shooter:• 
Armcred Core l'or-ula f'or: 
Aen·GOkJ: Tl'e Tower 0' Purgatcr1 

:~--ec:r·.·~t,. •s a -:rJCa ~3.CfJ .. .,_,.. ar) 
pc-rt~bs ee-::ron.c ::::s-.1C~ ro;::()-:~'1~ en~ 
PSP n;o·pora·es ncCs·-· -3t.::n·Jard 'EEE' 
e::2 1·:: \\1-F -.,:'>'Q:)Cf, :;ut &ry o"iy 

hnte.:1 ... : he.,..- -rtS trig"' tr.-t~Y.. 1 You I::~ 

8.09 to pa; agar<;t -ttl--r :>s:>o-MH~ n ·~ 

san-e roo·n. c ;'~er :re~·, Olr'k1:Ja u::: t:l" 
ra ... ~c o1 8.00 ... ~ ~· r·"et'f'S S:·1;r .;1j'l'~ 

:::f c a 1,· c.·r::u-cc -:..ricl1 PSP gat..,~::; ·.•:oJ: 
s .. ppo- JTU ~ plaver, but Grsr; Tv,.·'S.'~~O..; 
t~~~o:;.:.·e and Li/:·:oeout P~:re ._,,,. 11 be OITc-n:J 

-nany :o ut1 ise o:::al wi-fi r;lav. Gat-et ·1es 
H . • ~ ... as ·l~·:'ca:-.'..ls Q.n,·.ne te It-er o·v-,:n stOt' 

Sony ts acop;.ng an atitude sml.3r :o 11 
approa:.:b t:.: PS? o-1 re operat on t :y 
::: oci•'g :lle onus on devHI::pHrs, a t "OtJ;Jiltt 
Toay t1n·.;e leaTed Iron· it~ ext.AJr e·~ctl i· :1·1, 
field ·.;~llorc t r;:;s ai-:J',vod M c-osof: :o 
occu:::v t·1e :::::;s :ic·1 o' :Jcvcl:::pors hcnd 
Tre possi::: 1l1t cs J .. o :zr .. tal s1rg s :uatc~: , ... c 
wi-fi -,o;spot. ·:,:u· I c:::··,c8tvat::lv be able :o 
h:;c~ ,Jp Wl(h ot·e· plavers (;I:C~I / 
pe-sistent PSP v.:or d.; ;re~ be-:cre a 
reat:yc a··:J ' G::OS L'i ';;ct;:rA:i rt;: 11>'" 

eq.at'oo-: ar e:..:€15>:::'1 o' the U:~:c .!1::::. 
o:>r:::ec: i~ -c: u"''ed3b'e. ;-c..x a ... : ... rl 
;;e;,.~rapl'c:;. oca:io- bccorri'll; pv-: o' tne 
;J<crre .;x:::e·e'lCe. r.e dea eo• c"-e ac~q;' 
"'elo-.'.· PSF :::v.~er as the', enter :cu' ra~r,1 
:.re: :;r~_\eflJr.g t-e,., t:; ::e<lt ;<lv '>CO'"" n 

Sor:; ft.ole:J c~<~_E~.t.re b~ ~,s~.a,n,.~ a 

- ~rbc:' ~~ o-~t:::~;.:::G PSP 1='-'tcncrJ:; ot :3 
at :-.ornectod · .. a ~33 A ~ei pad an:i sty•u> 
s .... g;:;es: ::l);\ ~ Jrct ::nal :\ IS. be I"'J 

c:,s1:::e ... ed . ... -..h le&. nu'n:::er :::ac .:eat ... rec 
:ncre a-d telC symbo s --,e ach ::' 
... on-;J:-:.rn:: sot-·,.-.•are G'""· sh:;··:·/ s'rJJ~~·s tha! 

Sor·y · ... -. .. ont :JB p1t~;b1r·~ ·hH PSP as tr\ 
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l\-(3age-sty e garoe';::llc1e -ybr c. but text 
a"·d c-·at f<..n~x:'1s a·e a natJral evolut on cf 
. _,,1-fi. and a :;o·nera en~our<1Qed :a k o' 
p"'o:o ard .., de:: Messa(;i'lg. 

Lack of stamina? 
Tt'e on y aspec:s :c temper ::3s 
atr-:::s::here ol FSF ex::1ternent v;as tal-< of 
ba::c•y ifc and :::ri:::c . .:net t•1ese are fac:ors 
t-.at rave ser.;ed to see :::f Ga11e Boys 
c:::r·1,:et~:ors in t-e :Jast :Jr· :lle battery 
ssJe. Sor·y ·.,-.,.·ould or·ly ~iiCial 1 ·:·.: say :hat t ... e 
·ec--argea::le itll u01 ·10r' po·Ner source 
·.;;ould be ~orrparat e tc ot'ler si·n tar 

a'l10Jr': cf cl s:: <..se :t·e r g.:rm: rcqJ~rcs. 8.J: 
if t"C PSP IS iKely to ru- cut of jJi:::e ce'·Ye 
t-e end :lf T·cv. tl1en So-y 'las a problerr . 
t's ::artly se ved by a bat:e-y :;ac~. ab:)ut 
t-e s ze :::fa :::usiness card arKJ S·n"'' l'li:;k, 
t1at ::a-, be st·a:::ced to y:::u· ·N·ist. \Jo one 
ccu o cc-' r"'l -.ow roany r:;u-s :;f p ayti'l1e 
t'liS w1l! add, t·o·.':ever. 

Sor'y is even ess 'o-:t1:::orring accut 
::rici'1g. t·Lt :he cues are r tile 18 1 
den·ograpll c. ccns1sten:ly cat eel tne · P:x: 
genera:io-' Lau-,cnln~J t .. e " SPat less tea'l 
£200 IS ,.nch rka::: e. and i:250 rnay be 
'1ec.rer ;re 1ra·k. Ut·.JlD yices <J'e expe~te~ 

tc fa ll r I ne V·; :h tha: o' cu-reet G8'l1es and 
r 1:;v1es de ive·ed or 0\!Cs. 

:each v.;ill ::e:•Jl in Japa1 before Cll"ist11as; 
an:J rcr..stry scec,JI&tors clarm tn;Jt :;:;tt1 
cor·1pa ... ies have e<nra·ked 1 'le sar-e date 
- Marc'l • 8 - 'o· the UK re ease o' t•1err ·1e·w 
clatio·rrs T 'le formats reiO>:ive pos1t on ng 

·-:.:11' clea·ly be nslruMer'ta :o thei• success. 
\J:JS reralds nteresti"•9 g2.meplay 

1r'11Cvat1or·s ··;;hereas PSP r•ay s n·ply 
rep·ese-: ;re agg•egat on and refi1e11ent of 
exist n:J tec'lnclogies. Ho·Never. it's n 
sJddenly r•r,;king po-:a:;le gaMir G a ·.;1able 

propositio" :o tllose ·.':"o've previ::usly 

c1ev ces .A.ccordw·g t: an s::::E.::.. s:afer at 
t•1e E3 stare. :hat trans ates as :e• hcu·s 
for ga11 ng three rcu·s for au::!io, a-d tust 
t·wo tl:;u-s for 11ovies. T:; so11e ex:w1t, :t·e 
rrpetus wi I be ~n cfevelopers :o I n·it the 

3o:t1 N nteedo a 'Id Sor·y ·1ave ::rcr• sect 
Euopcan aJrcr es '::r :heir n·ach nes 
before the end cf tr e 2004/GS financial yea-

cis·n ssed it [i'l rru:::t· tile sarre way rri Ions 
hao nc ·ea ieteres: in t •a.:J :rc'1al hcMe 
garning o_ntl the FlaySta:icr e·a arr ·.;cd) that 
its i·ncc1ar::e wrl be felt. '·NI ;Js l'lultime:J a­
han::JI n;;~ ca:::a::1ty ::e such a big dea:? '·Ne' I 
ha\/5 :o see . . As a gar1ir G oe·· .. 'ice. 
:h:;ug··. it -as s:agger ng :::Jtential. 

This inset shows tn e comfortable proximity of 
PSP's digital and analogue directional pads. 
as well as the concealed Memory Stick slot 

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'm incred1b y excitec . it's ar entorely new 

format 'v\·e·re C)U'"IChi.,g here. lt is ~o: just 
a c ues110n o1 takirg an exist .rg forma: 

ard r·"~aking it a cit faster 0" adcing 

better ~raphics o· what ~ave yoc it's a 

·.vhole ne•.v .. Nay of pl~ymg. If v,.e get rt 
rigot. I :hink PSP has g:>t a coance to be 

rnore signtficant tr an CU" TV-oased 

forrrats- PlayStnt on· , 2 ... or 3 

What's the feedback been li ke so far? 

Veri st"'r g. I'm re~lly pleased about the 
·.va;' :he harc·::are ces gr anc crclotype 

pi::::tl.lres V•/e re ease-c a ~e._,,. mo11tl"s ::::ack 

have mtgrated hto t'"e: ral prc-::::uct v.·it~ 
f .J I f ... net on a ity. Ifs a reaby beaut•ful 

:esigo. a"d it's go t eve')'body's 
nttenticn. The 'eatu·e that has got 

evertbody do•rg Cack'llps dm·.-r tre 
CO"Idor is the quality ol tt·e screen. Unt•l 

you see you see n n ccntext. 'Norktrg. 
it's t'ard tc desc~•be 

Why is it such a leap from the portable 

screens we've seen before? 
\>\.'ell. I trink t ccmmu"'l ca:es the 

Siatement ::::-f ir:e1t nherent .r tt'e 

plotfcrm. Sony wertod tc bt..ild 

some:h•rg for a 21 st-cenur,. at..d ence 
tha: used lead ng-edge tec~nologies. 

Other por:acle ~ard'Na~e forma~s ~a\'e 
terde:::: to ~a.o ex s:ing pa1s bins. JStng 

tochno ogies that are prevalent at toe 

time. 0 Jr screer s "'""eV/, custo- -mace 

tect1no ogy. In order :o ma-<e a great 
stnteiT'ent •,vit1 t1e p atform ...... e 1eeded 

< :to 

to achieve a holy trio•ty o' s:rong CPU 
power. ong ba!tery l'e ano great screen 

cua ity. t's ta<e~ a while to get t~ere. but 

I :hrik tne results speak for tnemselves. 

You already have 99 developers on 

board. How aggressively have you 

courted software support? 
Internal y. •"'~ terms or :he Eurocear 

10-house stud ,os. •,o:e've been ve')' 

agg·essl\e. Exteroally, •t's far to say tha: 

t""'e com:~anes ~ve're work ng v.•1th are 
redou:) ltng the·r eHorts on PSP "'Ow tha~ 

they've seen the ~esporse it rece vec at 
E3. We've got very bread induStl)' 

suppo1 ana 1 s probably a faster upta<e 

thar we saw w•th PS1 and PS2. 

Is there a target for the number of 

titles you want to have on the shelves 

at launch, or within a year of launch? 
No. we'·.te ne.,.:er reaJiy looked at it t"lat 

way Se long as we demo1strate toe 
techn1ca advantages o: ~he format w1th 

a nun-ber o f woat we'd call pla:fo·" 

defning t ties. then that's Grea: - we 

don't really count : 1n ao::.olute numbers. 

Most 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 PS2 

counterparts, there wasn't much of a 

suggestion of new game ideas being 
brought to the format ... 

I tt'in'{ ~hats unde"'Stan(:acle. a'"ld :::uite 

natt..ra a: this po nt in the 1ormafs life 
Bear in mind !hat tie emt..la!or "'las no1 

bee1 ~round f:::r verl ong and first cf all 

you're goi""'g to see games whcse 
ceve op'ller.t methodo ogy s already 

understood, or games for which the 

graoh•ca assets are already avatlab e. 
Hav ng sa1d that the E3 video oic show 

some new and Jrioue prooucts. 

What are you anticipating in terms 
of new game genres or new ways to 

play games on PSP? 
The~e are a couple o f t~ings. One s 

:he ftJnoa-ental differerce between 

TV-based gami~g and portable gam1ng. 

\>V""'en you're play•ng at home. you te'ld 
:o set as1de ttme 1n advance. 'vVhereas 

w :h ponable ganmg. it's mo•e 

opoortU" Ity dnven - yoc 're about to get 
on a bus ar d you've go1 20 m rutes to 

k 11. So we need to encourage 

deve lopers to invent game ideas that 

ccmp .ement t"'l s mindset. Secon::ly, 
:he ne:work play and cata-shanng 

tu'"lct1onal ty 1nhere1t withi'i the fonnat 
open up all kinds of rew possibi it es. At 

frrst you're tal<iog about -ultiplayer 

gamng aga1nst people you kro·,.:. sat n 
:he sa ...... e room <::s ycu. S.Jt t~e 

pro~iferation of v ... ·i- fi hotspo~s 1n cafes. 

arroorts aod the ike means tha: 

:echnica ly yo\.. could be p ayi'ig your 
PSP O"l.i""'e aga nst anyo"'le 1n :he v•,;orlc . 

and that's a big deal. Alternatively you 

have the concect o' a physi~al n·ea -
such as a cafe - ·.vhe~e a net\':Crkeo 

game IS taki'"lg place i1 vrrtua space. 

oecple can come a '"Id go ot a'"ly time but 
:he garre cor:i"'lues. er ::ou could kee:: 

p ayiog t~e game o'flire. We'd 1ke :o be 

able to cater for t~at k•n:l of experierce. 

Is there anything specific being 

planned with the first wave of 

Sony-developed titles? 
we··e gong :o be des gniog addit ona 

levels 'o• '1/opeout Pure t"lat can be 

down oaced v1a \Vi-fi. Hopefu lly o rev.,. 

track ever; mont"'l after release. 

What's the proposed payment model 

for downloadable content like this? 

In this case 1t w•l oe absorbed by the 

cost o' the game. 

How will this content be stored, given 
PSP's lack of an internal, writeable 

hard drive, and the fact that UMD is 

currently a ROM·only format? 
Oo Memory Stick Duo P·o. You can get 

'·:le-or; St1c~s wh eh store anYthing uo 

:o 1 Go of memoof. But we'll be 

design1ng t~ese l:'/ipeou! Pure trac-<s so 
yot.. can store sever a oo a 32Mb st ck. 

What about the idea of challenging 
strangers who enter the range of 

your PSP? 
_ike b ue,ack ng? Oefin :ely- there a~e 

soMe part cuar games -.~.·here you ccutd 
d·ove that tor,o:aro . w~ere yoJr device 

lets you see otoer peop e w~o coulo 
pay. These are thngs tha: wo.l he p take 

the PSP beyonc 8ure gam ng At some 

potr: -.~:e 'd like to see oeople :ext1ng 
each other via t~err PSPs instead of :her 

p!lo1es : t11ey 1appen to be r a '>'··i -~1 

ro:spot. or to send video "':iai to eacl'" 
ott·e~. or to use vcicec\·er lP. 

But at the moment you're not risking 

trying to compete with the mobile 

phone market. 

No. and :ha:'s cuite s m pie. Although 
PSP is a ·glocal format and the har2.ware 

des gn -.~.·i I be the same eve~'·::rere r 

tre wo• d. :here is no global format for 
- ob le ohones. Unt I mooi e p~one 

tecorology gets !O that point. we 

de ibe•ately did not adopt the moci e 

chcne stan:ta·d hto toe PSP. 

What's the function of theIR port? 
Ifs cerlect :or l c,,ve~-bandv ... idth 

commJricat ors suet' as :;ew:een PSPs 

er ber•.veer PS:::. and aro:her dev ce. 

Obviously, you made a big deal at E3 

about the movie support you have for 

PSP. What has been the reaction from 
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vanous film studios about formatting 
their mov.es for UMD? 

,\e\e beer \'··::;rk .n~ l"l<l"d to a low 
·n:•.·tes .:1rc - usic to ce ~rea:ed ver; 
eas 11· or JMD. 

So the Initial reaction is supportive? 
v~$ The ....,usW; an::: - o ... ,e rat..s~rtt-s 

. a"l: I• ·~ :c s_c~ because 11 a 
3-eat ~cpor:o..My 

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

t•1nk the ~ua ity o' lhe screen ~houtd 
mea1 t13.' peopto . ..,-,1 be ~appy to wato~ 
d .vhok> hhl or PS" 

Do you expect people who already 
own a film on DVD to buy it again 
on UMD? 
Decerds hew mu:~ u·ey love trA ,,,m, 1 
Q\..9SS! t"'' nk tt"e .. t; ,_.,. ;,1 be a St'0"19 renta 
rn.lrke· too. J.JSt I h.e !t"te"e s •,•, ~h OVJ 

Are movies the main dnver for you m 

terms of Video content for PSP, or are 
you thinking about less wieldy 
segments of film, such as TV 
programmes, news, and so on? 
t, nk yo,J ~ocla eas ly mag1"e a 

S4.:e~ a~K) , .... trc · Jtt.re ""t-e, )'O.J're a: a 
,._ I ~o~spo: selec: ·g t•e :wo ""'-rs of 
• ..... cor'A"'' :ha1 ;·cu ·.vant to ..... atct 
.~,ot-e· ;·..,u~ pl:lre·s r tl"e a r o· •.•;i"nte· ... er 
., ou ·.vant to st=re o, you" Mem:ry S!1ct( 
- whc~ ~1g~t oe a cocp o ~~ ep sodes er 
L tt e Br ~an, t~e Ni~e O'Clock Ne·'" a,d 
'he Bloomoerg = na·c,al Repol"' -
~. -atm.·er ccnteot Js attra :;t ve 

Do you !honk the speed of download is 
gotng to be an issue? On current wi-fi 
connectoon speeds. how quockfy do 
you envisage that someone could 
download video content? 
lt dece"d, on che compress•or and a so 
the speedo' wr t1·g to MemO"! S~1ck. so 
ts a •11• hClfd to pred·c· But 11 s ~01 

geonQ • ~ b~ ;o 1o~g :os t= b<" ·~·'.et ea 

At the moment, downloading a movie, 
even with a decent broadband 
connactoon, obviously takes a while. 
Can the compression you're planning 
to use neally slash that t1me? 
Yes. t11l0 ·~pr-e a'e aditatttages ~o .. ,.h:i'"19 

too a = ter $Cree<' - f" '·e· p ,e(s 
::; d s.p a, for exam=te. 4.nd 'or ce~a r 
:,pes o1 ccntent I oehe·. e :he cooscmer 
•.v1l tr.3ce pet\.. re :::ua 1ty 'er tug'"ler 
OO'.'.'"IOBd speed. 

On the mus1c side of th1ngs, how are 
you goong to be able to compete with 
people·s existing methods of 
consumpt1on of digital mus1c, such as 
iPods and other MP3 players? 
'lv'ell. there are two aspec:s to tl"'e m us c 
fJr ct ona11ty on =>sP. One 1s t"''e 
pre-recordeo music 0 ... Ur·/:. Gnd t~"e 
ot .. er s d~~\nmd ng musiC :o ',le"T''ory 

St c-. ara "'e SUOport a wtde rar;e 0; 

dc""nload to...,...ms 

Why cfoesn't the platform support the 
MP3formot? 
l,·s t~e most w despread 111JS c 
~o.,..p<essiO~ format. b~: 1t's ro: t~e bes,. 
Yd t s o'l100'1ant troa: ~- e =la> to t~e 

st~en;;w~s o' tt· e =>s=> l~: so t"'la: :he 
~se< ge:s ' /19 ~~ ooss be a.d o 
exper•e-.ce. ATPAC ea· or er rruch 
be:ter qua tt)' ·.vtt"'l a - ... c- h gher 
c~mpress•on fate 

You're talk1ng about goong into an area 
where people own existing dev1ces 
and have exosling systems for gettong 
hold of music. Are you ex.pectong PSP 
to compete aga1nst that, or os the 
audio functionality really just an extra 
to it being a games machine? 
Q,ce vou Qet used to :he 'dea of m_,s c 
1'1 c1gttal tOt- or yoJr PC hard dri·:e you 

eO"'~ t./C"'t abnur ·ne forma: t's r. T'le 

FSP 1s d-:Si~""" to be ag'lOsl cas 
CO!=>S bit. 8"\d ·.::: be as O'Oad ;-

·:omp3t b n •.•; t '1 1rd .... stry formats as 

ooss1ble Be: as you m ght have 
gJesseo. games are re~l y I '"lP 40Cl.S for 
:~e short terrr. PS0 'las ;rbel evooty 

cooab" aJd10 fcnct•ona 1ty. b.: t~ats 
so....,etrl'lg tfle muse nous~,.-.1 t"M t: 
get t-..· heacs -o.rc n=t j.~St .s • 
coesnt ma:tl'r '10'···· ·::et ·f~e evange 1se 
it. ·hey 11eed to believe it as •.vo11. T"'at 
process s sta~i~g now 

Woll there be region coding on UMD 
games and movies? 
~r'o-t.r~t"' ~a~ t tal'< abeo.t :hos ,et 
f',\'e understano :rat PSP has oeen 
oes.1an~d lS a ""L.It reg on dev1ce. cut 
tha~ reg1or 10cks can be Sf'lforcec witl'"1n 

t'le sot:•.vare or h.:.rd'.·.·(:rc ..... to ere 
ncco~~ary· 1· s U"'' ike y t-at the rT"Ovie 
r d .. s~ry ""' , al o·.-: tor t"'e ex.1ster'lc~ of 
-en reg oo m~·.oe ~\!Os. ~ut garres 

Screenshots from PSP code (from lef1): 
Hard Corps, World Rally Championship, 
This /s Football, Wip&out Pure, MediEwl, 
Metal Gear Ac!d, Formula One '04 

Start 

Select 

Sound 

D1splay 

Volume 

Home (reverts to menu) 

Analogue st1ck 

UMD 

ccJ d erd uo beo'>Q co-pa: o e be:weet' 

terr t~oes as ····,' " GB.4.J 

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 

charges, espec1ally given the b&nery· 
intensive nature of stream1ngfrom 

disc-based media? 
•.Ve ve sa1c t~flt t'le ba:tery I {e of PSP 
·NIII be comparab e •::1th other s 011 a" 
~ev1ces ava,lab!e en ~he ·~·arket Tt'te 
ss ... e o' t-o·.·• oovel::::pe"s dea .,-.,,t. t ·e 
v ' .'0 med ~m"'' · ed :~ be st~d eo 
orce t'".ey g.e-• 'f"a ~·:.are a1 :t-ell' 
l ,- gert ps. '•Ae·n g'Ve g .. 1:::ance :: 
de·d:~ loo~rs :nee '.'.'0 K'10.\'v ·:.·1a; the ~ea 
me·rics tire. Tt'at's r o: so-ot'i·ng o~ 
=o"!ce'n ot t1e m::::menl. 

Do you know how much extra life w1ll 
be provided by the battery pack that 
was on d1splay? 
\o, I - a'·a~~ ~·o: cut 1 •h'1-< 1t ·.vas 
sensi!::le to ~how !hat t··' ere was sue"'' 
a :hing 1r prototype • ght •ro•" lhe 
very beq1nn rg 

Aie there likely to be alternative 
colours for the European release? 
Tt,~: '"ae.n t bee .. dectded ,-et 1 \'··~s 
r :e·es:, .. g to ~ne it'e res:::::nse ,,~e got :o 
scrne of :he : t'1er des1gns. l--.ere .. vas a 
vert st"'ng (esponse to .a v.·h te onn wit1 
Japarese tconog"a:JI)y on 1t. ;:~e'sona ly, I 

d d~'t •ke :he ye low p·oto~pe out a lot 
ol •:.'0-e"''l socket= satd :ha: tf'Ont •• .,as 

t-...· '<M>-.1'19 I ' ll Story IS 8'lJ'll'l'>g 10 !;0 

ty we .... ·11 P<olxu:ly s:a-t '"' ,coo an= 
t-en ·.• .. I e~oa"'Ci t "''e range : nee ···•e ve 
caug, t .;p w th Oen"and. 

You're not revealing anything yet so 
far about unit cost, but do you have 
any parameters in mind? 

N~ n ~ too""'"' t= spe<:J ate ab<> • 
~n::e 1 ·~o~< •:;e 11 a·ro..n~e :rat a: :re 
To<;'o GaO'e Show 

How about software cost? 
I expect tl"'ot ow r rsrparty p .. oducts v.· !I 
·etaol lor a ,,-, ar P" ce to t,a· o' PS~ 

games ·or· re>:. 

What do you thonk about Nontendo's 
OS? Was the t ouchscreen function a 

surprise to you? 
lt's a s.Jr;::rise ,, that N nter do si,OJ d 

kn:w oet:e• ts a sho<t·te-m be·et • 

So you'ne not voewing the os as 
competotoon for PSP? 
t sa ver-,. d 'fe"ent prccL.ct. an-ed at a 

'•ierl d1fferer t oudten:;e. 

Some believe that Nintendo is risking 
cannibalising its existing GBA 
audience. What do you think? 
I :h•·• ·~~;> · ~'0 ·o ~a,e to as< \ontenco 
t .. at et. est or- a ne :-ry to u"lderstand 
·...vhy :hey ao~ear to 'lave m<!de s .. ch 
.a r<"lco·1e"k reactior 

You think Nlntendo's OS is a knee-jerk 
reaction to PSP? 

am CO"t I"CKt Cl : 

017 



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 street players via SMS - and also have a mission of their own 

0 n t· .. e "£ Ill;. s:ree:t-: ~f \·'Wl\.. ' 1~s1cr. ·r·= 
::on·p•":c· g,;.rre ' as c:"·:e :o 'e N ··e 

:;;··eet ::; ,a,e·s s·Q-I:::pcd .:. 1t1·1 C P"lS <?r'2.b e.j 
~:• • .:::.,s a .. e fC·81l ll'J t ·Y0 1 ... gil C·· ,na::)·,\'" )\ n~ 
to fd D'.·\' hH t·:.-:l.~)US r"OJ..,-e ::SPlq S!X.Il 0~..: 

to t'e·n :'ly 8 fAceless :·tl;;racler ~-·ow'i or h. 

as _r'8'9 R~y Help 1f 11 can ce cal ed l'li:lt s 

p•::;·A:::ccl :::y onhne players. Slue de:: f·o·n 

;re ciCI'lCnts n go:;l e·y spa:~e:o a: :ile 

Corner·1ouso :::n1c-r .. :) rr .. d .... r:::1s 1ruseu'lt 
:rey· fo lo·.,v :he s:rco: piD.y21rs ·._;ia th0i" 

avatars· posit1ors as sl1own c·1 a 3) v rtc.~a 

rrap an:l ea" :exl ttler1 ad'fiCe. The cnal 

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

Equipped w ith 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 on line players 

qoa o' c:::th ·;.ets of plavers is t:: fi·1cl Jc ::> 

:;c , ·s ofce a pi1ysica loca:i:::n 111 t~e city 

·nat::r·ecl n the Vll'7l.a v·:o·ld. Once t-e··e. 

t" e 'dSDr' bet·1".(j I"H g;u-re ·.':I bP.:;orre 

c 6ar. Jn::.ckn: ·: ... , .. :o :he s:ree: r.)!ayers. 

,... ~:::. e ·.cr :he :::n r1c :::layers~lso ~ .. fr ... ·e a sub· 
m ss : n - :::. ;)C: s:::r•cono :o pick up 811€ :i 

t'""e ~}:;3l:a .. :ls :::.cgcd n sc-.:cro.l d:rfercnt 
paces , ... :r e pa, , .... g arc2.. 

- he c.s, ""l"le:r. o' gar•1eple:.; 

occ,;s1:;'1a , res.J.:s 1r :::on-petit on. 

Sorrel rres t" P'<; wen't enovgh st·eet 

pl"vors to go ro .• n.:J so t"ey are t:::ld t:: 

ilead r :::onr 1Ci i"8 Clr9CtiOr' S. C.:~tus :;n 

re gns _ntl :he-:< j!?c de v;t·c. ' anyore, 

:l1e·y ea- :rus:. 

.. - here's a'""'~ a proportio" o' ::woet 

players who c::>""le ba::k spittirg bl:::c::: 

tlecat.sa s:-:meore 11c.s been tel i·1g tre11 ;o 

;;J::: t'le ·wo·<g ·.o:ay o· has t:ee-1 uw1er~l ni1· ;; 

t11cn· · grns Matt Adams. one o' tt1·ee 

co·f::Lndcrs 8' 3iast - lle:::rf, tt·e rn .. ltirne:lia 

artB gro ... p bell n:t the g:1rnc. t./ric.·c Hoy h:'.· 

Ar:-:;~~:-:a· Yt..!U. 

Co11 n>J Iron· a perion1.ng arts 

~at><g~~;~ r·d, ·.'·:e \.:e slv·:a·:.:B beer ir:e .. es:ed 
n nte,;:cur·;; v·:'tl an au:::ience, · r e exclairs 

···/·.,·,1at ._,.,.e·re :ry ng le CrHa:H \·Vit·e U11~;le RO':l 
~a garr1c ·20nst·u:):e~ 9rO ... rKJ sccial 

relatio'Sil!ps. In :::·:::o· t') :::c tllo:;: y:.1 t·av9 :o 

rer.,~ve a cer;a1r amot.nt ::f co--:ro · 

Yet io· tile naic•ity ot players. :llo 

cx:;er w ·ce. ~·f p ayi-~p U;~:;:e Roy :::reate~ a 

d1rterent set ::f er·K;tior·s ro-ginq frc1T 

::;s.ranc a to c;r"Jforl l'lcieeo::l. ........ it· .. ~ot.: gi··.:i·•g 
t:::l 'll..C" H·Ncry c::r·rple:ic'l o' the ~ro:;n·c 

..2>su :s i· .. ·,·•:l'lat .Acorns cal s 9. • soc u 

c:::nt·ac~· bct·N::ocr players. Th1s extencls 

c~ntact o .. :si:le o' t--~e 9arre's t ITespan. a 

~r~~ess ·,·vh c- con\:erse y· also exten~:s the 

gar-H3 i--to e\:e, .. ;,,.:::a·:/ ife. 

l aunci1ec 'rst n ~on:::cn. and 

'?.CHS :Jrl(:;C ' ::;• ·11,; Jvlar·:;"HSI?.r 

:)f?li~nnam:e, it s d?.Br lha: unc.:e r1o:" .. A:·· 
,t.ro:..:n.:; ·rt;.IJ 1s rrcrH t ··r.'l'l just a gar .. e. 

..... ::-·/·:ever ''V\·l':lt 's !;;I'Cs.: a::;:ut f_/..-:c:o F?e+; s 

t-:··.v ;t spi Is nt::: .. ea k=e ... A.da'ls ellt-.t..ses. 

'Last ~io~t. a : la:ye" ·Nas telllll'J L.s atiov 

t·~v·: a tra•:: startec i,Jmp n:J ,JO and d:::··s" 

outs de tile pr:::ne ::::::x -,e · . .;;as n, stl::ul r·;; 

·Fuc-< :;f ' He ·hanted to k-cw, ··.;;ret"w : I ~;;! 

'<':!-:~' p;- G' l"lt q':lf'H:l.' 

. .4.'1d l'lat for 31ast -he~ry. s lile 

potent u ::' Un-:::c Poy. '·.;.; :r lv11v18•3s. 

peo:::le arc --a:::py to oe ::.r er::: or a r"len·ber 

o.: spe:::1al forces:· ~..av·s .A.:Jan-.s. "B .. Jt t··e"e 
we ccportu-itles to take qanes 1r ~: ifere-11 

ch~ct or·s ·.,ay~e i·· \·\·.a.ys f')Ot mt: "1C'e 

;ClfYii.iar to p.:-:<;piP. frn·n lit~ra~urA or Ctre·na. .. 
Ot"e· possi:>ht es h; u::e aug·nent n;;J 

exist ng '0<:\llty b£\SCCI -;JCil'OS. "Ca" y:::u 

imao (IS ITe .. gi·,~ ~h s ··\· : ... The Geta'Na .. l?" 
.A.:::a11s ao-<.s. 

Tre rext perl:::nTaLce o= : .. ./:"::::.·~ .cfoy A·'.' 

A."~;:Jt~o' Yo~: -..vi I take p e~ce on the strAe:s ~f 
··l·/;:st Bro·rr . .-.,:i~h ::Ju--r·f,;' -he 1 1rst ··,vAek o~ 

.Ju"e. =i"d de:a Is at th;; ·:-:ebsite: 

V·/'v'.;\'·/. Jr: e .. oya lc::.rc·u·xlyou GOIT 



EIGF award nominees revealed 
Voting opens via SMS and internet for the Edge People's 
Choice award at the upcoming Edinburgh Games Festival 

As ar·.::•n:eo ,., e- ~- Edge l'?.s ncn na:c:: •er :;,rtot?.n:Jrrg 
1orrEh 'ror· · 'IJ.,; la I t_ m··rs for t• s .ear's E::noJr.;J'1 

lnterlli.:l:)·kt G::rrc :=est val. Trw~ :..r.; t·:·/0 J'·:.:Ctrcs - :ne ·vote::: ;or I y 

a '!"I •fll :JI i"d.s:ry oxper:s. 1l ·d a Pecple s Clv•1ce awa•d vo:e:J l!y 

Edge ~- rJ.::rs a· .. d · .. t; :crs ·o G. 0 ff; Garr·es. ·.\·1 1- re J I ... ~on·ine=-s ·:·:I 

"'-:- :.t\ k- r J.; ~~ j:~t::.:v SJ~ ec- · ::::~ "2S:r :t cos 
T: ;,t=l .::·.::-::. <J:her , 'lb a: :, : .. • ;;.jg-:;-on no: :-:rr -:r ':; :: 

·h- 1 s.n.ci,.J•·s ::e::; to , "I!< !_r ,::..1r ta OL.r ... I "::~ate t, SMS. 
vct~r·g-:: I noma1· cpe~ u·.t 1 t•c ccnc .. sn r/ EIOFu..: on A-'9'-~t 22. 

Send all text messages to 83130 
• "or 1:.'07:;; F:a. send t•- :. ::Js • CE t•ETOV 
• ="'r Pro;·r:ci Go:~J""!l ~., J vor= son-.;v 
• Ft+r .~o:~ . ..,,r::r. Car:-~ac• .. se a t ... e .:~..:r.Js · .. OTE KA-A.h.tA.R 

• Fo' :',:c.•V'~''''· sen::: th- No•j:; ·.JCTE MAJ\r~t\ r 
• ~0 .':' :•.ic:r:,c;r•arn, SPr'G :l•e ·,•,;:res VOTE V:MO=IIAM 

,-·~ J t'e .:,-c<•::J; , OT: SFL \o TC:R 
• For .~c ..... r s~. .. v.Jt~s, send f!'l~:- ...... or.d:, ·./OT= Sv\'Of'CS 
• 1-o• 'l!c.•;t::(:: Jc;e. seorc- :h! .,-,;::res vo- E VIE\VIIFUL 

Te•· rre;,sa::_~;e ::~, 25::. _ .A- p ~, J ~l ·e,· :;c.,;. 
F-~r· .11·.)1 ..;,:;e-- :o UK res ~re •. , C'l ,. ,:., ,::tes rr11,;1 ::e rccc ve:c b, 
r'H l '"l·~·~: or 22 08<.-l [lllrc-nlS rli...St ,-lOt :Jo=. ... errp::·:.,:ee. aqent ()" 
su:::cont"ac.~or of th~ 1 :rn1·o:c~ C" a re at .... H of eny os t11ose :;Hrsor~s 

The r·r(+T(Yf-r iB =utu· I U:.) s ... nq o.i11 :eJ Boauford CG .. rl 30 
"/:flr " t s· .. BcrJ1 _A,;f"' •. 8~1 25.\ C:or ... pa'"' no :2::sss:. 

Recently rev1ewed 
A rundown o f last issue's review scores 

Title Platform 
Ga!+'ecn X box 
Reo Dead Peror.er PS2. Xbox 
Pes>deot E'lil: o_,tl>reak PS2 
Httman Contracts PC, P$2, Xbox 
Powerctrome PS2. Xbox 
Pamkiller PC 
TneSufferil'g PS2, Xbox 
SteeiBattaHon: Lme Of Contact Xbox 
S,'flliSfa' PS2 
Senous Sam: Next Encounte< GC,PS2 
Se-e~ Sam<1f8J 20XX PS2 
Armored Core Nexus P$2 
Ra/liSport Challenge 2 Xbox 
Stngles: Fftrt Up Your Life PC 

Galleon Red Deed Revolver 

The members of Edge's panel are: 
• C'larles Ce~::l c:-::.JrCe" er 4e~·~.,_-j::;--·· S:'...~t::) and 

:H .. ect·:l" Gf 5."G.k:en S/lOrd: Tt:e $.'et::p,.ng Dtago.--:. 

• lvllctlael :Je Ola:e··. exec.Jt ve ;::rocuccr at C··eat ve Asserrbly. 
ce··.·e c:per c' t ... e T~~a.· '.'t'ar sO::'I~S 

• 'la~,., cJ.? Ror::e. co-n-niOi'~al ::•·eel::' c' Guer· la 
"::l"'e o• S:x::S.~_.x: ,.,;!.'" c- a~o K. :z:c·"€ 

• "--ei YO<~ng C'eat:• c' !.'r.;fls:,._ ere re~e-:1', a::1 Cl":e: 

general 11ana~er of Jvlax1s. ocve oper o' T.•:e s.ms 
• Lara1vn \.~c\i\:i l 1a'~1S . lea::i ::1esig ... e .. G.: ,i7v:+' S::::ec!n.~:-:' 'llarnor 

llGVv' ·.~:'"'rktng \\'it ... Ed9e C·.: ~ea 1ty. 

• G~·,r o F"t.sca gal"'~s rF:;.;arc•l€r attne ~2::-e · llagH" 1-
~n ... s :> !!11:: :.o-f::u-.-1-or o• Powc~ J Robo; s: oos 

• =1a. t·.·hl!}~ . ..:o-k·u.,.i-:-r a' 5~\\a'c a-c exe~vr·;t:! cr:Ju:c .. 

• Koj A1zowa. e::ilto· "'::he. F::.n·,itsu " S2 1TC!9ill l le. 

For more Information on EIGF04, and to register for game 
screen1ngs and Go Play Games. v1sit http://www.etgf.eo.uk/ 

Publisher Developer Score 

SC• Confound1ng FactO!" 7 

Rockstar Rockstar San Doego 8 

C8Dcom ltHlouse 5 
ErdO$ 10 lnternct.ve 
Evolved Argonaut Sheffield 
Dreamcatche< People Can Fly 
Midway Surreal Software 6 
Capcom Nude Maker 8 
SCEE London StUOJO 8 
Take2 Clrnax 7 

Sammy Otmps 2 
From Software In-house 8 
Microsoft Game Studios DICE 6 
Koch Deep Silver 4 

Resident Evil: Outbreak Hrtman Contracts 

Dare to be Dogrtal has announced the StX 

contenders for thrs year's prize, which 
rewards Sootttsh students fOI" innovative and 
commercially viable game designs. 

The teams behind the shortlisted games 
-Just Add Water. a team-based puzzler; 

FIZZle. a mor-.gam&-based party game; Cl)' 

Sctawtaz, a 20 grafli~ game; Nano Agent, an 
FPS; Pixre Oust, an 6$COrt·miss on-style 
platformer and Blue Moon Rising, a coop 
su.vival horrOI" game - will have ten paid 
weeks to WOI1< on their ideas. The winners will 
be awarded £4,000. and be given support to 
help develop the prototype into a comtTWCial 
reafty. Take a lOok at www.darelobedrgrtat 
.com to see how last year's winner Demon 
Lore (above) Is do•ng. 

Jason Hall. seniOI" 1110e president at Warner 

8rolhets, has revealed lhe company rntends 

to fine 1.censee publishers tl games made 
from ~s lP fa11 to receive an average cnt!C<ll 
rating of above 70 per cent, as calctJiated on 
srtes sucl1 as GameRankings. Talking to The 
Hollywood Reporter. he said it was a move to 
pc-event infenor products. 

There have ~ funous responses from 

lhe indusby. notably from Atan cha>rman and 
CEO Bruno BoneU. 'We sold four m loon 
copies (of Enter ti'IG Matrix]. That's $250mil·ion 
worldwide, • he declared. 'Warner Brothers 
would penalise us because we didn't achieve 
70 per cent? Ate they joking?" The irony is it's 
'kefy Warner's interrtoon IS to prevent the land 

of hype-ovw-substance embarrassment that 

cllaractensed Enter The Matrix's release. 

:.:19 
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Rad gravity 

US: - .,e :t'el'l fl or h die Gc;1Te Jan· 2 (a~cuat·; t~,e -h n; nsta1·1ent 

o' ·he qa-ne des'T fe.:>:i'·;al. :hanks t::: a rat··cr gee-<.-:::ent··ic 
n ... 1rberng s·ister1: ··.vas r-·1yS1CS r· Garrepl2.y. sorr·:::hng ·A·e\:e 

bee·• osp:::Jslng :ro vi1ues ::r :; nee. ·.;;el si··:;e Sn·nt' a·•~ lr~ n's 
n .. 8.r·.::tl 8..JS Ex/·'0 t's reass,Jrno~. t·ur t··2..: HI t··B ~;orrpe:it ::;·;·s 

ertror .. ts shO\·':e::; .._-.,.t··:,.: n~al- ife cy--,arnics of~r so rr~ny ·;Jtl''"l ng 

po~st:; I ties. S.nce space 1e .. e sI tTi~ecJ. ·.'·:e rec.:::'l11le''G you ··/s1: 

·.';VN;. nd egaiTeia'"'l.CCm t::: CXPC'iC"CC :1101'" a I '::;·· y:::urself. Cd; 

:11 OV·; us :c· P"GSe"'l: scrn~ h ~h £,;hfB. 
St:_~·.nr .'-farr-:s:ers is Lsrnrr.:·:-.Js -..-.:ritte· .. ··/•/it.-1 :::arnors ar·~: 

p·;.: .. otechrics. Eo.· F:.·,:.- is V·.:hat t· ... 1atsL.U"£:. ·n ·;r": ha·.:e o'esic:ne::: : re 
··\·as n .. ·C·re nterost::d ir .. :::· .. ysics :t'12.n rrusic. a· .. c S:ccp 1 .. v.r· Da 
l=.snes IS 2. ·nac:1bre ta-<e (m n•oh tx;d·: ... ~! !sp~;~a \·\:1:11 c:r .. v Is 

r··.:l~sl ir-:eres:i··g lo Edge rea:;ers. t-~ou~h. ITC.y be Boo:i...oo!sr t's 
essent ~I y ;m ntlit si~;:re-<'creen platfom· oar1e alonq ·he 1r·;;s o' 
.·"..·1a.·-.:'~ .'o,.1.:;er. exce::t ·,·.:itr rc2.1 phys1cs. a·1d ocmons:rates j.;st 
ho·.,v ·nodGrn t".8.rC-.":are ~f-:P ntrnducH m:··/·.: i<jHaS to ~ ~ dyn2.r' .. cs 

ir· a ··,va·i ·nt.~:h more ·i.. .• ncJa'Tle'lta t'iar ::: .. Jre aestr::rics. 

Acclaim's double trouble 

US: If you're a kr:; -:nTe 'a"' :::f .A.:::clain1s 'v1a"y--<ate &ncf Ast1 ey 

series o: '·/C:eoge.1res - 'ICL..Jdl'IG G·n·s .·\·:gt:i ()A. Dar:ce P&..'7'l O.f 
Tne Cer.::.H}' nr·~ l 'le rr·n~n ficHnt Cr:;:;h Cc:}rss - you -I t-e 

S.Jr::'l5<!d ':: h:lHr tt'<l" ·he SU:Jer-r Cl' fra-:::11 se :jU6ens "1H'·JH 

laJnched a la·.';Su: agai"st tr::l soft·sa'o p.bl,s"or .. As we I as 
::tccusir .. g tr en .. et v ... ·it· .. hol:1 ng royn·ie$ ~~; th~ ' tr'B ~f 

S177 .8::6.32, :lle su- ;;lso c a1M<: A:::c &im ha<J 'blatantly 
aba~,ooned tre Mary-K:,:e ar:: t•sh ev :)rand. ar:: ~,as taken tr e 
h,;lar~:-Ka:e ar::: .Asr ey :: .. ~ncl ·1 ·"· ~cog2.110S ·.,·.:h 8h rac: flo1...risrec 
r;n::l " as ·•o·:.; r.n it ,nto t~,e Gr:).JI':; . The ' nal shl·,.,. a::::::o2.r:; :::: 

ha-.:e :he cs.ncel s.:ior· of .·'..1ary-.K.a7e A.no' Ash.'e:l •'.n ACT:'O·\': ··,vh ~t" 

·:.;e ad M' ··;;e l•ave~ 't re.;ea-cllc::l :altr:::.gn :y::; ng it i-:c G:::cgle 
1'11gllt be Ln:. bLt spccul£tte i:'s c: fi-:ol:~ers::o S"o::ter ·sit·• 

elenents :::r s•":)PP"\l a-·c -:;-n<nce .. ".c:ually ;t· n< ng ;:bout il. 
it's~ srame -hey :idr 't le.-td :her nar .... e to a 1i1rtua: Or. ga11e. 
··:.lily? l'Nn s:ic-<.s. ::;f ::o:::urso. t·s'n st :::ks. 

"A brutal encounter with Or No costs the 
player an eye, but Goldfinger's technicians 
replace it with a gold-hued, synthetic eye, 
earning the player the name 'Golden Eye"' 

&\ expl::stnf. th·~ I~ J'tt.cns r;_:t ·~r;:: o :::o1:'l:":': 1:,:. Gn·~-:e;•E•. '!' s~~ •. Jel 

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

charity nonetheless" 
Stl.a·' =:;:·•~rr ·rJh:·-, -:;::: d;:· ... ·B :::per:::· •',..4··~0" '/1.-···.·y ,',-1,Jets 'r;e 

i!i::~~:~:,.~::/~~ :~~:,.~)~~1 ';''~·~~~~:.~:~~~s ~·~::~~,~.~~ ...__ __ 



Paddle royale 

US: A·Hr -rr;r: navo 11a:l more ~crebac~::; :113., -e-r·• "ones a·o 
::-:fl"le ""ore-na- r.ut :c-gdnc•. ::.r:l t-e tfH-::: obo ~'"~iP" -.:tner·t,. 
car"') a cac-e: -::• :.o~ s ~la~ t~. sa: ... r1~1 .. .:~rr~::> t! .... : :s ~:es-
·- "Ctrnaton sc10u 0 Stl atrr;~~· s-::Jme i· :eres· in~r cng-ser-;ng 
0~11·e f<L'S. J£tXX =>ac."::: is sonn :o ·eleasc a-.:::th,o• Tl/ G;;.rrcs Jn :. 
~·Lit l"is l l "'e "1 u·e s--.apc o' a packl H. "'nean1119 those wtlc strl 
aren't SiCK o= P.:;·.ng, Brr-;aw::..~t 0""0. "l8S . Su:~e ... Broo~ovi can 
- •c-••r-c•: :ror~ aJan "tl,... ,,,_, r;;.:u·e "lolan tc:nde:J C,r 
·-itS SJT"I"l=< tt·" :)?. :c: ;;t:;o ~n·a ns ::lassies I •t' ;.,'q: ·: er:-. e!. 

:. i!.~lCS . .;nd Q;ny:;r Bor::bor. er::: C:::"TlF-' r L·.-o Jla;Olrs: 

- n<JI€ and n·u t pla·,e·. 

We want to be Clyde 

US: - ~ be rt ·-~TI U5 ·::: ·ec "'l Ill.-::: ::::::no ~ < n 1\f],•, ":::'< as a 
r.:·h· 1 cf recr.;at.on. but s-:;-n.-t-u iJS ;;re :x e·n;1~ • n;J n:::t :o 
proMote. P.~c-Va"hallan. a la·ge-scale t.rbor g.:~ -ne lra: recreates 
Pac·.'.I!O.r"! ir Nev·; York, s t~·e C1cat on et sLJ(iPr'< •n NY ~ 's 
r·:braz-j· .. :O tC'b::'8'1Tit.ni·:;:"'iC.rS progrrur a.-td pn:·1n1~S 10 be 

• wsld' .klt> l"IOfC u.ha .. S1f'g ~n ,--' r,P::al a=o<> ·.•:or~0'-1 
~-~ r1lit. !:!f Cre&oi?C as ::>-..,.;.t ,\)., <VlS t•·f~ t"e SI'"-'"< 

.:cnSLI1'11":J ·:1rt_.a d-J:s •. nJ r the gu :::;:;r:e "' pia, er baG~ n eh., 

~ontrol ro:::·'1. TJ1e ':::..r pla,ers cress0::: as n-<;. 8 n,y, P n-<y and 
Cly'lil. a ~·:J gu :::ed IJy :her 'o• •. r c.n<-~logJcs 1r t"e control roor 1. r Jl1 
a·ou.,d ·11e s·re;,ls :r,. r 1<, L cat:oh =>ac MSO s leadi-g hl s::::::re 
•roe·:.tn2.22::: a:::tlc· . ...-: n '2-n,..,..tes aHut>.j' troe';:;htcos·c 
a 'One n a::crrpj-g to lxat ·t>a• , .• , r =t Test Edge ruaac-3 
'.r 'id,:klt. ·norc :h;;.n.; Or.<3r"Pr St 1 '.t">:l"-;J" chtc S s:lb€t 
;,e"IJ"' <r:: sysle"lleMs .:self :::ar:rcuiarl; ··.vc t::: t~e r.:r--.ect. 
tl"1<:i"'€ sa cr&nce you'l, soon be ao et::: play s~·n•:what closer c:; 
t1orr.o. --e Pa:::-Varhal1;m ·.e;r·n is :::urrent ·, dAvelop·1g a~: ··sh.c'· 
.'.I rt lo·,\· playe .. s :o c a· .. t-13 ;~,Y·p lf1 t·"c" o· .... :. ctty a"'::: t·"JOS·2 

--e-es-.-<1 she ... c fT 1"10 rrai'rJ I st at ,·::.":. ~:::rrCW""-.atra·l.:JW' 

Buckle up 

US: y Jll r~· ... ':': r cs.:cr ...s 'v\'11r ·~...r oar;ts CC"//r' ....,o· ..... ·ever, r ·.,-.:e ·.Vt''" 

·: -- ea :::·oc•er ·:.11" oo..r ''-JSers X"111o.J cf. tJ,.,.1 :::....- 'rs: :::c1 c' 
d I !.'0.10 be •:,-:·s.'"~C.X."." -:or a s :c :ha• se s NES c:::-:r:::lers 

'?fitte<l ,, tell bo.:::klc;, lt a5Sll'e5 bt.;ers :hat t-e bti~<Ps "re ~1a:::o 

,v1:i"' 1U-11d ;:r.rts t·1al ._,, 11 keep l"">Ose cants 111-' ,n:J t1g--· a-:: P... ::: 5 
a oop vo•.1'd ce1~5i·ly -q:e so. But rnaybe that's a wort·w:·1i e 
r•·,estrnont ·or tr::.: ust·bv;~I--:J 'JO<. Is 11 gee< C"" '•t;r:. can't tell 
an1 IOr"", lut ·J~e-res a ... m:~ .JrK t .. lC<ef' CfJP on sale ·1-erR. t~o. 

Data Stream 
N Jll!l) ·r ·f J.3.'"'':S :t: E? Near1y 5.000 
For C005: ~~: 40.3 per cent 

;)I" PC• 30.7 per cent 
~ I •<J ~ ;.:.-- ', c>; -•- 6.8 percent 
= _ "0•~ :. ·~ ~;3 or:· <, 18.4 per cent 
(.. r~ :r lrtBrr-:t Q;'11 ·~ 3.8 per cent 
:.r' ·,t-;'l' . . .'E ~a·"'&£: 26.6 per cent 

Ec: .~~al.'o31 qaJ1'~' 15.8 per cent 
So•:·rt:. rt'l•: ,~ ;~.<V"JOS 12.5 per cent 
~r-~ 7.3 per cent 
S '• '-'· lC.. :s 3.7 per cent 
r • .rnc:.er:·t~.2~.::-rr , e-Stt' te"·: .. .; 1,000 
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GBAbit~er 

US: Srrr 8f to r>-,e X:lox 51)00:: -rookatco ·--v~ n Edge 
s~"'lC ""011"S a;t:l. G3Acce..,.at()( ,, 2.fl • ·e·na G3.~ n : t·at 
•J ::.ws t-e u&•:r to play ;Ji.l<'leS at LC to ·w ~e :llc spe;,:J ".:VIlle tr 
·n :;n see<" sc>~~·e:h ng ::f a sc,;r ::,;s 'nodificat<on <11 '<l;t 11 s 
,1 r··~c: a: P1o~ -sr: ,_.se ·~""~ sy·st-=,...., '::' "'~O :Lre-... ·,.. cte-... e :: .... ~·-­
er-: -, t:""' ::u ar. er1.Jat eo. A "nnctfied GO.: ,.,, 1 1-P ?~e-t:: p.c., 
SNES a·•d PC Eng1"e ::Jal-.,~ fu I s:::eec. a sf. h-r, :::on: !l1<.tl nn·; 
CC"v nee t-oso who car 't Wi.lll 'or !he DS cnclilS nev :Atlle 
11 ~ ne::·e·:: s ·e~e 1-·orrnat O"' <:bcHt ·he GBAccAie·;;-:::• .s 
a~.~ z:.t-1€ '· ~ .-N .. ·wa-ea:>~"'1-S.~OJ"""' a· t- e:lr~- vidcogaT'Ie 
S!OIIl :hat a Sv O''-rs !::a::ert 10h1 TIOCS f:;• I"" GB..S. to· I''" 

pa·:•c.•la·lv aesl'19lt::>al'y cnnsc :::us a-·c a speaker arnpl ;:;at,::;" 
P':-''1 f::" t"'~u~~ v~·h:: ... -..ant ·o ~c:.l y Hr.-o· ... Pt,:Opl• ··ea. .. c·~ 

Sweeeeeeet 

Japan: 'Y ( ¥vsc ' 10\.. 'OOiy •. ,-: :: I"Tltat~ ,ou--::~soho ·: :.n· 
' .. :e-··~:; r~s& 1 ... 7r .~- •· "'"''i as ..-.c ,;o .t :)rop:;1y. I""!-= id€ ea:h 
I )::;x ci Mogar-cuse·s Famcc·n Gar-e Sol/tdtra::k M .. seLr1't 
:.~nd-; T::y - h 'ih 'veto t'1e k<..Js <r 11a"ko~"'ti f::• th;;~: nat"O - ,s 

SC"'le :s.t1<t1 ?.r'Q a~ 'l:"l \J "''b"::;:-br8f'ced CO. Eac·• CC 
contars :ne au r~s.re ·ere co:-s Fa11:::r 9011 fl, ·re·c. 
8:.:: • sov~d:ra.J" fr211 Z~·d& , :'.1c:ttc:::d, l.iar·o a·"'d r1a·1:,· nore. 
SPvertecn m<>re. t::: be exact. ·.-h,;h ,..,eans :t1cse .,.,:~, a 
con-ple:e ..,.lec'IO'l and ::t ccxne. ,;:;" ·e • rrpl·, go: L r -•t··h 

'he"'la l.•las...r&.etoha;e5,:~, ,.,.-,s.~ee::c-:t~ Tr, at 
t· " us .. " l ··T'porte•s - L k Sa•1g P '-'Y l>.s a -and pP-ha;:>s b::::< 
"" appo<nt•·1ent w ~11 yol.r :::crl! st. toe. 

Make-A-WISh gets game 

US: Oe .... St• •• s.-...n IS n ne 'j":~·rs-:; ::: ::.nd " rwrriSS en ~~orr H k'?lria. 
""~" J '"'S'l .. ·s t.... tr- Srca·--'1' a;.. :..·-::=-. r.ic,.,e·A·,·:s ... Fou-:a:rr £ 

.... ·he s::s • rs :)·,·.·Tl ~ :oo~;:.r,..e Be."! s -..:t }:r'r;- v.:e.s :::f. 
-o):thf:' :;:· Er: J :; .... n.3~on c.: ... Jcas.t..rts. a1ld 1ea:u~cs ~he 'le"o :::q 
a 110'··-"''bcc.n:J s ·o~t n;J ea 'e' <X>I s ·,•, ·ha- sr cct ::·1 ::f '1<·te~r 
wed; .-.-s .-...._.a co&EG.~·· ~ S)'t eiJS n,.:: t;arre r~,.."tS ~·· r);·ta: C' P..::;. 
A d ; c:c:~ a· oo ::c,·.n :aoed ''·JIT :.·.~-.....r .~e-... ish.Oig c....r1 

(! Continue J) 

vou ·ea'ly need to soe ~inte,do's ether. secret VIdeo 

S:'a"lGel)'' rem n~ert o: At~1' s Lynx. :::.r ;: .. ·:ho~ kl~ si ... ki.e:· 
DS ndW Wa 0 
A CO<)'wi""'CI"9 oemo o: ,..~ touch~screer ga•" 1rg car ·.·:CY'( 

Quit 

Oct aJ:um' 20037 Yes Of :ourse 



CUT 
L MEDIA _j 

The Confusion 

.l.nd so to :he ·-cx't 8 ' :5 :::2-:;Jes o' \Jeal StephEns:;n's 17tl' ccnt~ri 
s·.-:asr·tluc< ir·::J. t;rx:icP.-rio:) ng h stor:;al se once fa::t on. -aki",; 
_.p -.:-;hen:. tne operer C .. IC<sive- eft off. The Conus ::n foll:::viS 
t"O ir:crcasi"g ly complox :rava1 s of Ja::k S-a~ce. ~ng of t·1c 
Vagabon:ls. 2.11el tl' e saucy O'Oto-ec:::-:::'11 st = i7a. Jacks wcun::: 
~JP~ lo·:".· y ~~ar s a·./e n Algiers :::.J: t11c gc-::cl re·.:·:s is his f~F.m:··· 

:x:x seerPs ~o 'la··.:e beer· cured by a case of son .. e loca fe· . .:er 
N:::t ;ha: e.:her :::o1-1:la n:, -,or 11 s defow•er: pecke'. is i-<c y to 
s c··N h1"1 do·N" .!:.. n-erc :::ou:c o :::f h .. ndrecl ;JarJeS lat;;r l'e's 
ro,n::Jec "!) a :;ri.lck tear of :: flrjes. i i' ;;J~is:s plan-ers <.nd 
:racle's. stc en a =rencll :reasu··e sr iP ~nd "ctrootod : t::: Car:::. 
Ue; 1'2.S ::>c·2:::·•c ·norc cign ~eel 'orE iza. r:;·.Nevar ::Oespite be ng 
cH::t.Jred :ln :he ··Nfly lo En;p:.ncl by t·1o Fre·~er t-e now 
er·noble:l Couqtess de's: Zeu· '11<l"l<tgcs t::: keep C,Jsy; t;e::di";J 
the Kln>J's :;w·sor end J;;.::k's br:)t",er dS ·NC I as 1rfaLa:icg t·e 
dasr ng sea :::aota n wl·,o -,o·N cortr:; s t·er la-;;Je for1u·1c. 

It s capt1vatir';J stuff. o' ccuse. cut tl1e··es a se rnucill"~'e 
goir':J on be .. eal" the surface glcss The Confus :::'l's aur s to 
,.no:::·-;er :he <:r 't tra: :::ccur··ec ·wt·en rroney :::e:::a11e divor:::ed 
frol'l r"rc e:::n'lodit es su:>ll as gc::: and slver. VVIti'O- t S:::a111's 
a~c.sss t:) S~uit' .t:..rner.ca ·s nat....tra res:: ... rces. Fng!ancl suffAred 

fror"l ~·uge proble'l1S ·s1t' 1:s ·noroy supply ; ·Nas no 
:o1ncide'"'~e. s: least i- Steche-·,sc··,·s :::·:.,:es. l·' at ls~ac 1\8\·'..tG ... 
onclec: JP Ileac: of t"e Lonclc- lvt nt; itself t're location 'or tro fina 
pflr1 or :11c tac. :::uc i·1 Octobe'. 

Hackers' Tales 

>=reedorr fighiP.rs. er rrinals destroyers of C2.pitaisn-. scientsls :;f 
;he :::ybe··sorl::l - ea·, ·.'-:e l~r-, :;ny:h ng new Iron- t•1c ITys:er :::Js 
_.nde-·sorld iSle; :::f ··,a~kers" 8,.: ·-sra·ever t<red label is used as :l 
dcsc'ption. :ro :::-:::::: OIT ·wit" t··,is SJbcJ!l.re ,s t·re ot:scurat<on 
t··fl: s.JrrOu":'ls t ,;nor ng tile 12.ct yOL rocd :o :::ea ~~ac<er t:.: 
,.ncle··stand 11-:::·-N t·e cleve- l',cks cl tne :rade ·work. :::Jbl::: c:ebate 
or t"e s,.bje:,: seel'ls :c -amstru"•G :::y eX1"er~es. il.ccordi·l~ tc 
:cers:::·l£11 prcferc--ce. hack:xs 2.ro e1t·1er tre fi'la rrre-rflcH lo 
·Nes:ern ::ivil ~:ion or ;he .• lll't<lte pcstrno:::cr-1 seekers of ·rut'l. 
A-cc's a::~aucst suc'l ste-e:;types that :he sorrewhat 
;:recispos ng Hacke··s· -ales comes ;JJocJ. A ratt1e· "igglccly 
~o!lc·~:ion o' ··/erbat r-1 n:c·\:ic·:·/S ··:·.:it·', 20-odd anG'lyllous 

hackers. :t o;,els Cc;::k some o' :he c:::--' ~s,on. al :::··si-g t·e 
;Jen~~nl rea:ier ~~· gHt n l~·Ht1F' ~:Ha (i v· .. ·cat dr vcs :he ndivicLal 
l1a::ker':3 ent-u5ias11. t\"O tl1e··e are :;erta n y S0"1e s:ra·1gc 
::::ascs. f'"'oro ·s the scda cngi· .. ee .. · . .-~:ho e.l· ... vay·s carne.~ a d~;v ... n·s 
nose ns a :::·op 'or ice breakng :C' :::crsuacl ng :l1e :::ol :;e he s 
harrrless .".nctr er. t"e ::-rly :-:·rrst fln "acke' or t·1e scere. c 81''15 

hes ta<e"< a lo: :::f t··,e ph los::::::hy o: t·acki·r,; nto t1.s re igioLs 
cxpcrcr2o. l":crcs:i--,glv. 2. ot of t"e oder r :;cke's do have 
strc'lg e'h1c;;,l de::ates a::o_: wra: t·1c:y sr:::Jcl a-o sr:;L!Id r·:;t 
rJo ··.vit·i ... IH r p~-..ve". -YPICBI y. t··Hre a·e a se <:r .. n::; .. cl nate ~.u11:::er 
o: yo ... nqer Kc:is ._.\ .. -tO are less e~rc .... rr·s~)P.c· 3ut :he ore tlli·tg t;1at 

see11s t::> Ink :hCI'l a I is " pss :::-, :::: see I"G'·N thh,;s w::·k .!:..n::l 
Jr::: ·1ea::l ires and issues :::t !cga ity· astde t::--ere a"e p Rnty d 
·.v::-se vices h life·:: ffll bul o'. 

Site: Arcade Flyer Archive 
URL: www.arcadeflyers.com 

The Arcade Flyer Archive is a huge repository of 
Hyers tor arcade games, one-sheet promotional 
pieces used to pitch the machines to woold·be 
buyers. Each flyer 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 alike. On a more 
intellectual historical note, the industry is nearly 
three decades old and rt's absolutely absorbing to 
see how the marketeers' illustrative style has 
evolved alongside the technology it promotes. 
Interestingly, since the Site cov= flyers from 
across the globe, it's possible to compare 
game art across continents, too. 

This Japanese advert for Katamari Damacy (811 0, 
E136) is set in an office building, with a salaryman 
waiting, apparently, for a job interJiew. Little does 
the employer know, however, that its pn:>spective 
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 
n:>ll his way there stuck to a sofa, and then another 

. V 'd ~'"""! 
The secretary waits calmly as roshr a demonstrates 
his new upholstered method for picl<ing up ladies 

A male voice says: "Make it n:>ll, and it gets bigger!" 
followed by "Katamari Damacy" and "PtayStation" 



021. 

1
1 ;o.l'v~ ne·,er :lee-- t..c~; enO<.gh to go to ~·s 

v< ·eaaq~a-:c·s r Chcrtsc: •. ~t:· Re:::E~e aan: 
a r•cu•c. ··sa IQ', et·: ;;;lass t::u l:lq; next ·c a 

st I ;;lass a<e. a gtas~y b~,;~ .. .,ss park n t•e 

"""cde 01 ;~ass. ro.-.h(.>l'e Errpi:J~.;OS o.mbu 

"" ~au, a·-::.•rc ·re b:;b;·. · a seen-s pleasant 

'""10 .. gl1 . Jr'~ i ,.c.J Ieo< nt:l the•· eyA5 R"d rea11se 
t•"'•CY tl"O GS glassy as t· .. c aiT'bion..::e. 'YC·U ~A Or'lf? 

of us n:::w. >=<edEye." :rey :::ollea:rvely 1"1CnotO"C. 

nov~r·g fw·N<ntj, c ut:;t'i··g 'G ders :::f encl ess 
papC0 NO"k. "_o,n us .. 2.r·c :roy 2-dva··ce an::: 
=led::," r1~kes a creak 'o· it. t"1ro• .. gh t'1e n ass 
cloors. a:ross :11e glass fletJs that '""d ro._., ...... e. 
r::: :;·e·e. but he is c·ase::: bv st·otchy glass 
t> N'l Ps ·rqt .,,;I ne> ~i!t::l. c.•·c· h rr a"d 
I......,C'JS:l:~ l" ·n ':r e--.:e~ f:.r"Z e-"~"e~. 

P1so·e-" Fele•er:to;g SLpcr·gook S::l 1 ' IS 

earl·, 111 <' ·d.rrr" v:::u··e t:~obacl·. ·t. o~ n;~ 

11:··:• 8ed::ve ~a., get a·Nay ·•••lll d·) lliJ tni!t ·.<:"i e 

:.:I '"1!:.1'1tai" ·-.g •·is 1'\SC<L::<s.r: COOl I ' ·t 

vou're crobatly :h•rkng re can!. 1'~./ro :.r " 
111 t·eps hes :::ny c:::pyrg the refe•en:e tron· 
Tho Si·n::so·1s. Yeah. that ·s it FeJEye I 1-.es coc 
new :::rogra,..,r.,es hke. uh. W<lrt A Fan·ous 
F-ac"' arn Pmp My R de. A->d \ew yweCis . 
• essi::a S r·pson s_re s hot 

Ot- -p:~ N:::; re's t·. ng t:::o .,a·::: No 
sercus .~· R-?d=:~~-s :ool r-1.::. 5 $'"' C0.\'1 Volt""\ 

'!-o... F ease e: -i-n :>: .::c :·. '1. 

-'~- ?r,t'ln:J e.se c::::: s -ela: ~ .:.,. 
Pc:JE1n ~.r :es. a p·,;, -~ Jil'-- ;;rr "'S ··err 
vO Sc't anciO_n::hg t·;:::·:~S [).e - i)r: ~ 

wi•IC•l P"Tlses ·a11.t..de gan:J;Ia rac cl ng 1s 

of• a",d gangs d., . .,., •• ., flro .. r•:: h ·he1r cars 
t.r:::::ti""g at- ·vvc I. C'vcry::.:nc ::.no ever!1 1'19' 

-low :J.<n;Jst& a·e ·he pe::;cle irvo ved? D d t "9; 
do csoa•::t1 trips t::: ~~r-·•p:on'' Get 1 ps 'r:::rn 
Sune Kriq·:? Just ·;o·.-, ;;Jangstl 1S t··e per,;or 
<':'10 '.':rC'H , .. ., "'ilease" Tc:,~::_, nargsta. Rod:,c 
t)o::~es attn::q;r cerhaps tha, • ., Rs g~.,gs·a .;;s 

M.,;at•ee t"e ceop e ·;;h::: desig"cd Ga· g,:a 
~: rs. a rp-:;f cf Do:;e, \-~~--s re easec •o .. r""Ctte 
ch:J"CS. :s ,.,oo :)age a·rcu·lC~ 0 J.gga 
1'.-rQ·s a f,'t\ ·g·a·::: prce en you· h<>Od ~ d 

Fcdl:y&. :r --gi--,;. ;J~es hack ·o be ll;'J ~ocl. 

=<Pat vet··.· speaki·.g. c c:::u·sc. 
Sc. Elactr::n c .".rts lt sa" .n:JuSI'\ TrJt" 

:rat ~A. has ~n:::e·g:::n.,. ~o·n"'h r;J :::fa 

re"13 ssa·ae T·at fran:h scs I <E SS)( ar-::: L~J'"P 
re:res<n: a ·e.-.: EA t'lat see~s r:: t~s: :o 
re:::ac'\C.ge eta ideas b": :o br f'iJ 8 .. a •t: G~ nq 

~erc.,sto l"e 11ar1<e1 t:: nl:-.atc ?."'::: 
c"':c-:o n a:ro:>s a I d-11 ngra:::h cs. -•<e at 
- -uths.. :h<S cno is b~•: C·n s.,;:;r,:s - ne :;1g~est 

sec·e: here s rha: EA s pc•11aps no oe•.:e· er 
·sorse :lldll i's Hlways bee·,, 

Tt·oug" gloomy nostalg•::s .,., t c :e ::A.'s 
enti·e s:::ttograpry as .:=:FA 9X :l'rou;;r- 05 lh.,;y 

IOr:Je. :t·ere v;e•e pter"y of h gh I ;Jilts: S;nd:~i'i:c 

Desert Str•J\e. Corrm~nr~d ano· Conq:..;er /v'HL 

''H3. Eac" .•.as de,a uec b; a sJC:essi:'l o• 
se:::ueb bv :h .. t s t " EA .,.,ay. l:'s a c::::oca·, 
:::J: o:- rra ... ng O''CI"J ast d::: l?.r o": o' s":xess 
-nnrra cos· ·o· r-a. r-.al :::•:::1: 

lh s IS g c bl.s.ress serse. Ccns_rrc·s 
~o·.~.e~er .,. :;r ·t .. e cra1~ ::uggest -. :on·1 .1-<e 

·: tc-_, • e same yar "o·,=-r anj ::>'.e" agan Its 
as: ea~.,. gan·•ng's 1r1age, as ··on-garre•s ·sI 
l' r < a gilrf'·t:!S are tre sa11e 1f :h:::so :t1ey see 

arc OJ it Iron· tile same enq ne. :::n I 'le sar"le 
:::·•ne pes. :o :ho same end 

Too ..,-a~v ceopie 111 tre ga··1cs I"Custry 

Co"'t • n::: 'h'irr'' T·e-.. dor t ex,s:. Eve:'! re-s 
E ec:ron c A-:s is •;:;, r>oJ t..: t<J"-H <~::!'oant"!;e t 

"'a~ ,.,, ~ sxess' J , st£!1 cj the .JSC•baso .•. :h 
add·.:n .:£;C<>. 0 .• : p,<T"' ·:,I net :OH, "I'"\C· 

:or~.-::1' \"·:·: .. se. Terc s n~ g..Ja .. w:c.;C ~I o 
r:ucl ~h-r ·;,;I :;e ab e to cers·-ade thelT :o 
u::.g·ado :o T!)e S:r~:s 2 A"y .,.l<Y'i ·11 nll;ms'"r 
tc tlla: spec:acu U"' taliu·e : !'f? S:t ':S on.· .... · :e 

An: n:v·/ lt brnos or T.~o : .. /.·b:. 

i 11e Ur:.;.:. looks ba:; S::: bad, in fact Re~Jr ye 
swore :was ar· .A.p I toot. sco~~•e soil ol i'lbr··e·:J 

·u·no.Jr. Bdt ·o. t11ere :is or EA's wcbs•te: a 
C~!lCOPt SO e~lt.:"r"iBSI'r;J 1t r-,;;n('.Oi'S I·J 

o .. ·-st-P€'\ tt5 o-.-:n o·a"d ran·e. a "k:u"le ,-..hl:r 
$(.()'..,; _,. ~ r-:::st ..Jrt:~e:;eJ91"led 9.o on the 

s:.p::·o 1o:·.e·. 

'l1e : at t"''C en:J s"11.lt.~l y .- yo.. C1.~: '' < 

il' ilttcT•PI a: a s:·c-ct :crs<:< cl T"<J S:n•s. 
\ooctcss ~os~:,-. its not so s:ree:. ··s =>"'1rc.::: 

c ... ariPS ::.-811 r:J t::: Jo.·,·Z. lt s 3 TOI) ~/P d·cssc::: 
as A1 3. 1t s yo .• r dnr. ·e 1 rg ··~·ot. h€ 11kes hia-lloo 
and tha: it · ·as a ·;pod :::eat lt s the sexed 

assons you "la ::I as a k1:::. ·:.ncr· :ho tcac'lcr 
cmrc "O.Jr"d :hl 'rent of :re des~ an::• half-sat o· 
• tc· sho·vv :rat c··.:e ... :~th lld +.vas coo l·'s r~ct ~ool. 

lt's Prince Char1es chatting to Jay-Z, it's a Tory MP dressed as Ali G, 
it's your dad telling you he likes hip-hop and that it has a good beat 

·e· .s~ :.:> ·nrk 1'1 :re long :e•rl' - 11 ~ "- a:;:;,t. 
~-·.:rm gr':'ed. ·;-.-as :ha: grcad !"at ~ls:J 

:re 3ond ga"'le EA tock a I the :~::::::Jw I 
ge'""e .. a~eo bv Gc.o'dc,E.·, 0 ::.r·c sh(;t : a·v-.:a·:· i'"' a 
llan:if I of SClJ less Ben ::I ;;Jan·cs. f\o·,·· the brand 

1S al :::ut ·neww·gl;;ss <~gRi'llt s ,,..a~n;;J 
Go:oenEye: Aog .. o Agcn:. Fled=:ye •sn·t svre ' 
you saw thH ::•tell. b .. Jt he's r:::c g:i"g to re::eat 
:. :·s too co11 cat. r-e <J --ev•" be able cc 
·eprod,JCe ·he des:::era:io· or cUrsi"ess. 

Peoo e C<t;, Tn, S:tv:s as a· exar~>:k3 ::;t .::As 
11a-ket ·SCl\'\~ !l:):::rooch. b~ • i"•si::e-s {"o-,-. tha: 
·--at sn • ··e case at aJ. :ha: ::.:.. g:::t t.:ki t ·a; 
a~s~L~ey ""O 1<1 .... 3 ·.-.ha: rt ... a:t u"": anc"' \'..'1 

\.''·.'r :Jht ·.a:J cuS"' W ··~ s-o·.•.-:;e a rttle ·:;a·; 
"m•,n t··o> ·•1 Do" t let- ,.;-.,c FMEyec L(n{ il' 

:h:sc llJ90 c::·.-l:"l'r 1'"~· .. · e·vvs 1r f''"arket- eac1ng ;,C 
>J&mes 11a3s t·,at crcd::t:c I 'le gilrre's relea&e. 

fT~OE-r S 

P,.r·a:::s EA. <5 cc.JI":l'-.g on T'1<! Kid~ oo~g 
·::-o cd. o~t "9\'er, eve· U'lderestiT&\e ·J1e 
"':e I ge--.co :::· T -e -< ds. Til"Y a rH sn ,.~w ·tl"ll 
yot. ~~r , a--d ore day t· .. cy ·.":111 1 • ...10 :1"~0 ·"v~rl::: 
~lie o·tly k ds ....... r·~o ....... 111 o-..vn T,•.-.e \)rbz ....... 111 be the 

ores wh~ :p: bca:e'l up at sc-1ool l'li' :·l!-'S 

··.v ··:ha~: 11:; :::r~tleP~S ....... :h TtiC S.·.r.-;s I'"' :he tr:;t 
::la:e. Sornc say t··~ c:r··pH ·, ·~ ; '":S t ... n n t··~~ 

~\ilrkF is •r~t:reTa::: c :::ut __ r· ·,::;s t·-.c •o 
-e&!a w· :·q o' F.". sh: J::: beJ n ·e·e. 

s :h::- ·r-1 ·na::e .p o' "'l:.<'~'T"" ~? 
:4u5ne-ss ger ~ Go:r<s · .. ""0 ~::l k..c.-;.y Nv Its: 
•~~ 1s t"~~=._.-jf...l -ea.::c~ ... a--:c s a ;litSS. r::: so.J. 

ReoEye 1s a veteran <;:deogame fOurnat,st. H;s 

v:ews do not necessarily co1nc;de with Edges 



0 
c:as:na 1 <e;og: o~ ssts·1. ·:.el 
!>la·re·-':; --~ ·r ~"'_ ~s·;u-o c·.oam a'ld t.:;t rg 
u '1tle. lll':Jgr ·11c pe~u 1ar .u'l9 e :··;:.t s 

acace.., c ·;.-r ·,,,g ac:ut ·. i::leoga11es Part-... :r1s 1s 
•• , ..,nS.l'" I ;r n I c1 se.p:J'-W ary tu~t·w ,J;) ':1'/ ::;-::-

8 se o·1.:t11 ·n !;Ill al·e:<tJy oo ma;;~ r:od -:Jy ccrtar· 
Edge rea:a;-s oart , :Jt of :C' •. n:s :·i- and ::;;.1 y tor 
the: stril'ls,e. • ., x ~~ fasc na: ::n ;;nd n;;re:.:u 1ty t-at 
·NdS"·BS ove• ··1e W"El'1 rtiad •' o. o 1·1-s slu'L 

-cro. s;;r cx<7!•'1::1c a: ga11estucl cs.o--g s :::. 
::Rpril ll';' Lqll'l'- -Hyl::• Ci-!IIBi I 'o/·J"S" Searrs Fa I 
Aptt Vi8CO GS.IYC S:cacc .An:l r --e r uyc•. n 
vnch t~e aLithors COITbative open nC) -;)an·bit s :o 
accu~~ · 1_. E.lcng v:1l""' :·.,-_..o :ttv;·r ("ut··ors, t'l a tc ..... 1e 

::1 p.;tr;::n si~!; d1stas:o. of na1\0 ,- ass~nYI9 ·:t·e 
~t-scVe at.1tho·1t1 o' a rat1ora S~lent,fic :::r:::e' 

FGJ tl\J•ptt;:or, .. '-'nb-'r·.-,•,-·e 5Hdt"l<o, 
~cnu:·ooss do n~t :, S'l to dssxia:o Tr,se f frcp· 
s ... ::. .. a:- assor-c·•~ .. I eo ·rT"'k rartO-a s:)En::.e s 

:r~ ~~ns· a. ·rc.r rat ve ITC·ce ?f ~isc:::u··se ac:::..Jt 
:ro ·.·':=::rl:l assu·n ny l')Cil uy aut'lo~~ta'i·· ... H ·._.,,.H ~n~Er 

:r rgs !ike p·ed,::a1:ly ac:;L.rate. pro·-. ab-, Jsctu. 
:r;; k1nd of a· .. :rcnty t·,at ens,J'eS ,..,. kel!le b:::i s 
·NhC'1 ·.-,ar•t S~l'l"> coffee. :tlat sort of :twg 

r~e t'CU') e s that everywhere n t:::uy's 
,_,eacH"' r v;or t1. excl'pt for obv1cus reasors: 
i·~sid~ s ... :lt-P .. O d·.:pc.~r•rr·~·)b, to say· such a th n;~ 
r1~r<s o~e o. • ;:;:; J teckless •eac:~oo,aei 
th~ .=:·Nba::::<. <~ S· .• n·f:: ... rr P" ~cn~d 1n a!"i 

rrpe'IZI s: J'"'1d 0 c:::.b) ~l"la XC'Lt"'C 

En ;Jht-'n•.,wr"· ,..,:oe o' ?h rk1... ;;:.:---.s r"'l, 

;ornc-cnc :. o MS 'lOt '- (I .,.ne ~;h ~- ·ard 
Ba~d L.~ro. Ce-n~a J"td so on N:Y. ra .:. -.oao 
or);) acrnre<111.c~ c' t"'ese a~·-::rs c~· · :::;., ;; :: 
-<.epo·essce;:tcal ato -1.1 - -1· - _,_,, . .. 

t~,;: 'ear"S Cl SCC"CC as COC.ITC":CC t, t·~ :XX:< 

:"l'<t li-l 'll)OS' res :.-r:r s.oerrs · ;r·: a::.: 
":.'-'9' :. gr • .., tr-c!l a: teas:,..._ t - tn.,. t--

,-.r·e .. s ....r:e'" SttaC-<. Jfe ,·~"Cfo( OJ exdc:l.w '1 t""e 
re~-. <Jf e ..,~.-~·r . ., '-t p·10r. · ~ us"-'.;f'ess :1 
·.-.-he" :M i"e.Id·l>.sdC::: s:::aer:1il::: ac. t ::w , ""P) 
dc·n t <'Pt;<!ar t:: •. n:e·sta"dl 

Ltl u~ ~;H : c< I: Lil 1'1" -ay'kY. ·,•.11: s 
rese<J.C'1 11g · ntc·r1.:~-:c 1SSJ€S an-:1 s-r.r·od t1~rror 
;)~ll'E'S. i~JOOd 1":k: 'O'I1er =>rC. '•/·;",at ZOC:S ~11<? 
C·I1)P050 'v\•O Cl ~ t .l d;,.;U 11 ~la:e vi I Hr d~spis~:: 

·r-;t W<l sc1e11t f1c o··:;e'? '•N"'i· a" hatio"u one· ::1 

CO ... f3£ t·;.: ""~J t: '"d ~Of""(':'"p••:·l ot V1:~~~""'­

s.pa:;e ·;.rl oe :he :or::ec:s ::t _ocana·• 
psy:;r:.:ere.lysrs . _et .s •eJTe..,~er tr.at Jac:::ues 
_e,c:;,n s :;, JT'U'"' ·."·:'10 ~· .. 0~:.::~ .... :. 1 ... n I P<Yn:Jc.JS 
se·1o"sness. t"at . ::r :re- SOL-!':'8 roct ::i • 1. 1S 
equ val;;nt tot· e ~er·1s. GJII11i!t? T"e ·es· ~i t"e 

pacer t"hs about tl1·:? "1 r•::r s:<~\!'= '•'A'(:is~ISIIC 

pro.ectior an::: the gaze·. ar:: IS led by :hose 
bor-~:-:-:eo con:;e::ts le en:.:ILrO say n:.J t"IIS' 

· l;>k1ng 111 ·ny :::·:-:'1 aclior·s ::oes 11::1 at.ow ne 
:o pass :hroug·• :re sc·cc". bLit en y to ac1 or' tl1e 
s::reer cecause rile s::l'\:!9n acts as 8 :::iv1::1er ,1":1 
can fi'"'.d a v./8''/ i'"':o :re g£rn sc.nce- a \·'.·ay ·/· .... •~1 1 

a ... sctl ..... e 1r1ase :,..::v1oes "'c' a"'o v.·h·:r ar •c:n n 
a c::-t·o p<r·e coes net Esser·1:.1 ;. '•er a 
pos1t o" alore t"c ::.:tiC' ca'lro: eA:e- 1 :o .re 
g&JTe soace as ~a:< ::f :rat g.;r1e space oo::aJ:;G 
:;' t--e ac< cf co· ·-:xt whiCh e"'ICOCI'nent n 
:h•dccrs·Y pon ::t \re-.•: ga•-es J-:1'0\otl-:~ 

When <; d 1"1 c p y m Ot d 

Tt·1s u:):::ed·s ,~ 1 ·e:il~ :ret f1-s-pe·s:n ga"1es 
are ess iTin·,ersi··.~o t·~~a·~, :t"1"dpe~se;11 ga•'Jt:S N-:;· .• v 

t--,,s n -tse' s ar· rr"r(;u ng cos.t on. because ·nany 
of us. sus::lect. w1l nsti-intly CISClgree Wtth t. Do 
·v-.:e r::·: lee r''K::m :I~!YO. r·'cre ,,., l'1e g<-~.1"8 spncH, 

·;;hen we :: ilV H.wa as oppose-o to er:.: to Force? 

Pe·h:.ps o~ :re o:re' "\ii"~d C' "'EIOS ,·,e fe- <1 

grcct:e" s-::ns~ ;;; C"" s ::al ~e--: · ca·1or- ,.•,·!"'(:n -..ve 

a·e .:o rrr a'ld n·;J g :t Q:).,rsor ""' ·acto:-r s.cr as 
I'"' P rr..;.:: 0.: ..J~,..S .. ~ . • SOO,..,S t,:) "le 'ha• ... d, ...,.r I::S 

~)r S''lQ • -·.-.. r .;r::-~~·s r ... c·se et sea: .... 
&TrncrSJ:r'" ~"d ..... - - ~- 1-nt 'cst .,..n ~ 
&•g •. e:: r ~. e:-, • ;r Edge ::ofJlY' ~haract,;r 

..-<s n t">rCperSOI' 
J&ITe;. , ::~ can-.c: ·tx~e a hara-·"< ~-:;,r 
·w~ , ;,:·uc , se~. tt": ·.re ·rstce•sor ·, q,•,-po nt 

::re. des a ,ri!ater s,-11!'" ,;r I "'"tl there. as carn:t 
:::e oo.t:e:J f .-o-. 1·:a:c"' :t'e prys ea hMc: 
(i,JCkn;s :.re le&"i~.gs :1 a·• :ps pia:"' HerE·r11 ~~ 
I"1C Jr·•:--:unate r·iltJie of 1rr1:h acace11 c ·.-.r :i~,g 
about ·.; c:eoga·•c-s fas·11:1 klll""=' ""or·r:r-~··s ere 
·o::fld .n to as 1~p1 s:1~ a·gu11cnt and ter·::: :o 
~:eP:'O"': it to··.:va~os d cor·: us.t:n t""lat la:ks C'eOII:·i it·,. 
i:l:.;co·o,-,-; tc :he crd1nar-; oxpc•ii:n::e of ~::~r,ws 1· 

s & so toe ote· :~e case t"<.t a::a::om::: ga'TIC 
•esearc-e·s :::e not 5cen:J & lot of :h•e ~~a,· f':J 
;)a,~c:;. 1: se;ns ·.-.-e rd kr Tay er to c:.;•·l(;id t• '.ila:. 

'·,\:t'er :ne 15 attac~ed oy rrc:n~cvs n Sl;s~s'~ 
Snsck 2. ::ne ca-n:::t see or fig-,t t-., ·no"kf'·_.~ 
·.,\:itllo ... : ma·-~ ... t::. 'ly :ra·"gi·"'9 · .. · ev.,· :o loo" ·:i:· .. vr 
as tho"r,r th s ··:-:ere a -:ens ce·at> e er:r:. 

B..rl I "'e ''lOSt c:::r1pe I ng e·; :::e~.ce 'o· til'= 
::v:::se::~:·:::n s t·1at 11er rn<M' exll b1t is The X- .~·:Gs 

Gal")e ir-o-n 1998. i" ·i.-h ::t· S"1G cercorvcs "O' 

chenst1e:.; r"ptl.re n the f rstperson ga1Te·soace 
> .... ,.. ... e ... yG.Jr ~hara~ter I~;~~I(S n t!'le "1 rr~(l, v ....... e·· 

she says - ,1s s how n·cst 'lrs:pcrson coi·:-of· 
·.,,;;·.•: gar~es ope-ate :::y al'e·:: n-J t~e :;layer ·o 
flnctio .... en t1c s~ac.::. t=ut 10~ v,,.,·!t~·:: t"'e s;::,~l.:C . 

she is a:::La ly :h,~kic,g of pcir: n' cl ::k a::ve'1t~ es 
su~r .~s r.ne x .. c,::es Ga·:;e G' ,.' .. :·.st. all:l fon:::l·.' 

,..."-9'"11;) - n an art::: e o"b isi'ed n 200J ~·rat 
t'"'i3 -ear i ·ex:r"·Ct st1 e a::t..al 1 :cost t_:cs ·rros:· 

· rstcerso·" ga-res. C:i c~-Lrse. r· a oo nt 'l' c K'ke'. 
·he plaver fl.nc:i-o"s :::n· t"e <>pa:::e. OJt to cxtc-n:: 
:11 s £l'QU11ent 1::: ·ea FPSs i-<e S•;s!em Shocr. 2 
ar::: CDJ:' Of C:.,;:~ .... is pater:ly a::;s .. Jrd. and Ills 
ti.Jrce·· :or:::-cocs >·e· er•ti·e argu·nent. I do ··o: 
r•1ea·• !o rr'lr;ly ;ha: :rhk a11 aea:::emc resea·ch 

r.·:::· ·~ :::e:·J.e.n .. cs is ·.,·.:ort'l ess lt 1S dOt...b:loss a 
-:;orttr:.h e v::.e-:: :o ::o"o"c: os .--::r·)~:Jg ea 
n.·cst·gai>Ys r:o ·h~ JTe:han src :::' ;r::: ~--•::·1 
anJ ,-rr.e•si:::~ i" :~e \·daogarT•e ;::ace :except 
t"a' 'o- -a-.-t::- ·c::g~ :r.e-cs:.:'10::g'Ccl ~a·::lt­
;-,oc:d tal ~r:::e- th" r~brc cf her d-~,.;cc~ ra·•:~--<~ 

~e-.i ~c ~'::e·' -'1C .. e a·e OO...t: ess n..Jl-..e~.JS 
Ot"e ~u:··' edsi~ ,-.n.:~ :re a:::cr;:a:hcf <r 
a:a:~en· .:: can ,-8J :x:•·~~::·ual -~.·.ards. b.' .\., 
"'Of-~ ~~.~.er a:.a~£-r'l" :s ·t:IO sec~'.:: ~-,:-.s 
t"C"1S€~.es n t-e :xnc-·,•.-ed a •. :-cc, :::f 
::ro;n10d;rn )lf;;J::",, fl"(J n-:l-,..- for :·cs: ·.~ 
PXi:lr.ples. looK '-·P :ro ·,·.-:::rK o' J()spc• .1.-u er -<-~1t 
Sq_,-e - ·.-.-ho: are pass oncte ntel ger: GaTe'S 

Sreven Poole <s the author of 'Tngger Happy: 

The Inner Life of Videogames' fFounh Estarej. 
£mail: s!e11en_poole@mac.com 
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A 
,•,o·,,r·.g .•.n.:•:;bCMilJ0'.0' J£Can 

thes.e dJ)'S. A: 'rst : lx,ed \ erv a1e11 
lt Ill-;) 11 HS f1 i1bl',: hJI "5 ·t ·gc 

dc·oc. q ·C:J r •":• cc1..r':1;. I sta11 to tc.:\1 t:r :~o 

ITed Url· :r 1:11,1·ter~1 c:nse~uences. 
F1r~· •t-j··~s f.1s!. Yo. 11·a;.· o.1rea~;y -<no-..-.:. 1:-Lt 

.aoan s l'v:) · .• ~d 111 •aq. p<:lrt of IlK• :::o.:t1tio" 
o:c..Jpyi~,a :re cc .. ;r"'ry· u11der ._;S coT•1lancl A .... d 
lntHI·:·.: ~ ... ~~riLooy s f•.>1:tJs~~: :Jli"H l•lro:-:H ... nr:orese 

·N''O l1ave L'(" 11 <il:od\..CkC: 11041' 1'2.11 UJD [ " •€ 

reaso- is <-11'11:1e r-.e :::eop e w11o accu:::te::: tl1ese 
th·ee p,..~ plw 'i:'llll 10 f,_)r~e I ·e ,apFl"HSH 

:;p-·.·•::TI''u.": i··,to w•t"d·awi".g its t•:::-::::::s tro·n raq. 

r Ja:?n ·we "•a :e an ar~v. b.•t 1! is n:::t I 1--e 
''kJI~· o· ... e .. "" · 1s c1-c:9·~·J u:st fer d·~·.J..;.ns··•": 

CJ poses. l:'s t"ero J.S: :o deie1d o-r ccu":ri 

J;;[X1'1. Th s is t"e ve'1 fi•st tme t ~as gone cut of 
"" r ~ .;e .. s for n.n oo-r n'.a "''- hrt1 :.;, ~~ uldP .. 

t'"e u \: 1"k.'lrY.l.rc ~~ • .. ..1, ... u" 3:>\C .. ,..,n~er: us:c 

e··..-erv m·~ans ::oss,t;.lo ~o ha· ... ·o 1t~ t·"'rco c. ~l!f' s 

'"<;~d. '•N"•A'1 tre de~rl i·.e s"'r hy tl;e ··ebe:s· 

pu~socl th~ ~cve•r•n'et·~ n'c• nl£.nl~~: 11 v ... ·ould '·o· 

·:-;~:l;::raw :s troops. so 1110 tons1or 11' Jc,:::an ·:se 
P." 1 :·PO:J"' we··e expe:::t nn a ceaC~IV e",d to l"e 
Cl sis. BJt. t~u-.k G~ J th'-'y ",;:wA su1re tlePr 

>"~~lease::. Ll"i'Z:Imed. ard t"CY have be-sn 

-~f.'•''' t"':: ·o Jaocn S<l'el. 
8,11 1'115 s ·:: e e :t g• J :t ,.vorso-

A~ ,o . ra· ~·r.I€C· ·rese t·•ee ·:::'n·c· 
... c~t~ g ... s tJ:-h- II'''B"" f-,·~ • ........ ..... ~) 5"'n\e::: ,,... 

J,lr;a- ~tr:1 ~ornrc :s .'. ,._ :.tu-" , · . ~ - . -"'1 

,.-.,, ~u:i' trJJ'1'ilhC e•pe1en:e: ""'z.t cart make 
1 t3 •to..llrac· •• .. ud - t Y""' ... _-. • ·rr 

de ;J"•lod '"Eil "rMl bee" ''Wd ~Jt } 
--rk ra01s are to oe ljarre::t rvr ,·,n:;.: 1"'-t. c.. :J. 

Th<>!>" • r~-l*:lP"' alll" ov"~''t a cea:e 
ac·• r:.t an:! a rrCIIl'tXr o'er NGO or::." 
g -· rr""'a organsatC4'1 lool<n::p: hJTklf• 
r J'lb. s I eor corm -nts ,·,e·- r>ll hill • q~r s --: 
I b·,-e.er ths :t :;no.·::: a ·t.,s-,;g· n·c-·,eon : 
~g;; rht 1' ,_,., l"" :t·O\e·rrre-- a·d a :art :t :ro 
cu;:, ..... _, .. , ~~ j1s..r Hrl~~o i-i:~c Jl !··r~~ -~orrrrer·s. 

D·:.r t forJ.: :ra; ,, Japn·· ._.,o a·o n::t ,e•y ,;sFI 

I" h·h'- ~ t at C•I1S. 
"·/· • .'J·"'ul t•Y ·~~I c.H'E; l 'l..,y' t ·ink ng? '•/·.:ry · . .-, .. cud 

I" •HY go l)act- ·o tha: co .. rtr'i at:e· ·:.-"at 
rc.p:::cnecl? p-q 1.; s<t1 1 "A.rH t"ey nuts? Trey 

kn~.-.. ttw lra:: :.-as a :a·~:~e·:;~ dc:.t n:.: :n t~ g.:> 
·c ··t-:h; .:;,j th-,1 go,, ·rH t,.,, r lace? )o ·hs.v 

reai se h:,·-;; ITu:.h ,.,:::-a-:. 1'2.S l>oen :>0-=' '' r 
"":1 nJ I"H"1 ~-c< ·r·ITei vVI1a· kn:i et con·~·,.:;nt:; 

arc \l;cs:;?" -ne la1'1 IGS •JI ' 1 1P.Hll"r~., 1-·Wl:: A 

s.;ffe·ed ru~erous ano"v'OOJS cats. T ·e s•tua:•:::·· 
··.vas y•JHl+;J ov c; c:;nt"::'. 

Tro w:::rs: ·Nas abo•., :o co·n~ ·N1tl1 l"•e :;n,.,e 
~nister JJrichro '<oz.n•i. g~t:i"lg rwclve< l 11 lll;.; 

'd'ibate'. "I w:::d'::: I ke t·e~ lt11e poop c whc. n.:tvc 

:::;:,c·• rcscucc] to 1·1n1< ahcul tl1~1· persO"•<l 
·espons b1l ty n al c' t··is." ·1c s,tl(l. 111e 11e" .J ·:I 
sta·e ·,v;.;s oivc~<•l y ta"i"r, a pos •io• ag.:t "St rh:osc 

t·1rco re cased "c~t"'!!";;· W1•. 1t·l,S f, ,'-I e:t the 
:::ash n;:t ~o·-.e11ent ag:w.s: t•c·n evt;n n '.lr-! Tl•­

:1"1"1" Pllrht-r ,·,-s ::- ea'l·, :e lruthe ~LICI ~ t·at 

t·c:.-s th·ee p-, ~ 1- ~"''"ex.· •' t-.e~ ~ n:t Tc 
oe ho ... E6t. OC::u""K cu :,;.l ·NCJr"l-j t1~ ;Jt t ..... 

c-::..-s- -f · ese e.ents. 

cant .. n::e·st"r'J :hoso !"I' '9" I.·H ll:J sa1d t:; 
then· I ·near. IfS il •) . .r"oi31St <!11:1 ar N30 ·.'.-O'kC' 
an::: thoy clc2..ry K.nC·/·: t"O·.'·: ·J~IltJ'-;n) ls l"a· .. l v . .:as 

·.vrer :hey dec de:. to ~o t·1cre. 111e w<u wAs 

clearly not over. They <'1ew. a11CI t110v wer': :o lr<JC. 

spo·•tancoJsly At tll' I"""'· :l·e·t were a readv U1v 

argu--q-· Cf o--e· cut &r :he er::: :re·, IQ·,e ro:::r 
ot·c· vc-r, r·u·:h. r·:: rc.tt,- ·.-.·flil· t· kJO<s JS~ •-
1"15. o·,-,e-...-e·. pc::: plc- cuts cc ot :ho co.p :> n·a, 

r:::: u"lderstan-:1 t"1e ·e,al cnsl'lo. and""·" il 
d ierent -., ew et v·e s•tua:•:::··. 

8 _. c :re dar=.ge .. as alrcad'; been d:::"le, and 
scn·et·01ng wcrry,ng -as been tn;]::Jere:: - he :~:;1•" 

is te•at I fc:;.r 9-idel :r·es we lie rl:J s;;t , .. ou· s:::c10:y. 

Cl"ci t"at vi::eoga·nos could wo I be :::no :::t :re verv 

nex: :a•gels. 'ea·· ·hat SOITe k:nd of ·v deOrJ·31T9 
bas",ing· rro· . .-erre-·: i" arou--d t•·p c::r"W 

You ~now abo.: i•oc•dcnts 1r·p1 ca:ing 

·v· decgan·es - sor:eore c~·111 :s a Cri "ne ar~ 
g1ves '·/ld00Q£1rres as an ,;..:.x~;us-:-:- er e\_.e ... cltw1s 

the~· are tr•e '"'1ai ... reascn :::0h ne :hei~ ac:ic, .... s 
Sar-'e cc~·~tent s t-ec:::r1 rg r~:ve rrat..Jre ~nJ r~ 
t;y;;p::ng o :::e· -JS<-'5 In t·e ~se of ·;rrr<•' 
sJo::::::seo; 1nspred :.., a ,.:;eogane :oes :110 

•esp:x·~:: t·, la, ,., t" ~-e rr,a<er of ·he gaTe <Y s 

11 the res::::::",sblity c' t.,e Jse·" T··•s cll&n' l'b is 

s:1l ve<y •eel . e.r::: re~ahs u•·sclved 
lt is d iicu: :o pv :he blarre O" ·eo :;n.; s <1.-' 

rather t•·,an l"C ot"e·. and I tlmH ::::th sr·ou c sl 1ilrb 

it n f. rrore c::·nst"uc:ivc Vv'O.y. Gu:ncrs krC·/·/ ·~ is 
not ·ea ity d srlayed ins•:::e t·e ga~e. -a<e a 

Something worrying has been triggered. I fear guidelines are being set 
in our society, and that videogames could be one of the next targets 

d·Nd,.B o" t··o.;. r ::~r:;;o~a respo~si::: lit_. r put:l'lg 

:re r ,os i" ca·1'<b' So ·;,ll'i <lo ~J::Ie need to 
l-.k!S" --err se rouch? -tr:rc s r,:> n.eanr.g ·tus 

a"d ,. '! ~I•:> JJ tli!.- :.e'c~"'led ·re'l" b<l:)k"' wr'l ,. 

11-: ;JC<C'"rre~· I ,; •• rg· r• ·e i) ceooe 
·/;-e"e -... e, :a ... Cf can I g.:>.;~. 'la. ·t ... , car ,.., 
:a-,·· ~,.... - t- fT~~n. --~.are "dc~c 

the ~::::.-.: ..... rrc•': t _:;' nl" sr t·e..,. :.;e 
·;ot ;et. at eas·. 

ll·e'> """ JiiJlilr --~ --,-~-s a-o s11:...J1: t<l 
:::r:::::ec:ed::. :~"'Or c:; ... r'.t) ILl rnrw :. i-l., .... e, 
are n ian:Jer - h s •s -.'.-"•31 1110 ,;;::.•.f"ll"El' 1 s:ii•).!s 
tcr. no. - 11-, ·1~1 n;J f ·rc.~.e c:r11'1ents :;JS ust 

napp-:::::;na:c a1:r we ·;oe- · ·t rc·t•'Jn ~u:h :JrJrl?t 
d.;rrq thelf :a~ti· 1t, E,c-r,bod;. 'o'.-o:s ra•.,v~n ·o 

see therr re eas-,c ''·Afe y a11d \119', LISt tcl us l"•••t 

:-ey ·.-.-ant t::: 90 :ne'. 
Any·<'.-ily, it sI ke a :oL•clc ··,cy have scrre 

· .. ,or..,i!l" _.se· ·e goes tc the s"op. b\..ys .:1 g.:tr"e . 

an~ pl9.ys - - h.:: crocess s ::lea-: -~e tu":l·s a p ece 
:;1 e·:er:i\l"rrcr: :o e-t::::- n a sl'crt TlQrTlo"' 1 ol h s 

~-• .o,r,-ca, I 'e. >'.'h1 sh::::.;::: he s-:.- :c- :rat cc· tent r. 

:::a:eothsrea -,· rrean ;.nysh:J:::he 

·eprcd.JCe> 11 r 'da 1 '~ 7 K~r-•"'9 i"1 rn1d t·-.. ra • 
t"al = f:o'l'le SE. ga..,.:: ar-: rt8l"lng atOUl :IS 

·cr. ,; :l'e r,;orscml ·espors b · , of users. Ha 110 
;.ac:·at t·oe;~arerra<,;r"..,sot~ , .• ~A·SC"l<l 

·- ;;:;::os bl·y n t"oe :cf':er: 1! del !efS t:. -~ers. 
: '"'55 :o keep :r-e x':;e' cet·.-~-eoSn aa.r-es a : 
re=.lr·. : e:a• I ::;el e·oe t1at 'IH ~.w,~·lal 

r;,s:;:;ns.bi ity •s ·o: roc:-ss2.r ly l::::utod or :l"l:, 
c-ne Side 1· .,.,~rks en al s des. 

Toshihiro Nagoshi is general manager of Sega s 
Creative Center dl'lisron. H1s games include the 
Super Monkey Ball series ar.d Daylona USA 



C 
,·,tct··er say tne f~nn1est :t'i'GS You know 
·Th s lo ly tastes iko y:::u P-: po1s:::n on ,,, · 

2.11:::: "Daddy. ··:o/r·{ ·::1::: I have to seep ir the 

cJp:::card l .n::ler the stairs I ke l'rn a rno_se?" Such 
is t·-,e g or :::us y nt::x ca:ing imo:::ence o' VOl.th. 

Rc:::c·1t y. ·Nas se:tled nt~ the snfH for ilr1 

exten::ecl oess on of S~Jt;er :'.i!c:~key BD/.' 2 "":,,.,.o of 
rny 47 dat.ghlers, as t'"cy o'ton :::::. se::led do·.;;n 

at "l;' a'ik es 10 patient y await thei· turr-. A.s h>Y 

watched ll"e encasecl s rrian~ ~oiny a:::::ut ther 
c.~ ou1iu rot ing. thry tu~r-ccl t::: o--,e anotner 

· '·!·Jt·y cl::: yot. th nK tl1e 1T:::n~eys are do n::J 
t··,.s?" asKed ore. · '·!·J"<Jfs 11 rneant to be about? · 

· fs us I c:bo .•. hav ng tui ... rep iec :he other. 

An:: hew rght S'ie ·.:.;as. t 11ay seerr tJI h, hut 

gares. by an~ tar,; e. sh:::u d be about hav ng fun. 
I woul(h't have :o st2.1c 1111 more 9a1Te develo:::ers 

Jr·:::c·stoo:::. S:oryl1as no pace in g<mes - a1 
east not n arcace-style ~a·nes :il ·arcade s1y1e· 

isr t an anac··,ro"'i3rn t~ ·HsH ::Jays:. 1: ·s ~r .. 

u'lnccess~r)" d stra~:~:::n . ._.nfor:ulatel··l· the ne·.":est 
gerera:1:::n of :J&n-e·s seeTl to ;;x::ect ~Jarr ·e~ to 
h~·h'€ a s:ory-lre. Evw1 :t .. ose oi JS ·.'·:'lo\•e been 
play n;;J tor 1110 best part of ou· lives are :Jecom ng 

brah':ashed by the obsess1on with s:ores. 

Aclruttedly. ·here ·sa certair purpose le tile 
slcr1 , ... say, RPSs (l'lOLgli I've yet top ay one 

:ha: reallv ;Jri;:pecl 11e. sd-e·ed to trad ~ional s:ory 
:;trt.::t.Jre ~:r had a'iy ;J'eat amblti0'110 be cri9 nal:. 

a-::: aclvcnt..Jre gan·es' i"ewise. :hey re mostly a 

j .. Js-ificat1or fo-- c. ser~es of 109~; pL.ZZIB~{• . . .)ak u IS 

tAle ::f t·e slrckes: ac:i:::ners o' recent years. :·sa 

1ro~eho;; pot of ;1"-n'i•1g s:yles. a1d a breeze :c pick 

1.11:· an::: pia·;:, b ... : do ·.·ve real,y· neet1 to kr·o·/• that 
.. a-< t-: :;r v~n :>y a ~)urrur·g rage'? lt .. ot ·1e spent 

:-.·':0 years i··~ a cclcl. clar·<.. .a· I eel. su:J:ec:e::! t::: 
·ort ,Jro .. s experir1ents ., Vet 1t's these f;;cts that ;;re 

e·nb £~Zoned or- clic packa9 n;;t. above the detai s 

o' t·,e a:::tJa p'11eplay. I' I ··Nant a st~ry abol.t 
s:;'"lHOnB <jn·/Hr· by ·aye I I V·/al~t"~ Fal.i·tg D~)+.v• ... 
Cr Tox Cnvcr :>. rock P.ctu-r ::>f ~11e poxy ~ec:i. 

Cnances a··e ,~:::st :::f you ·eacl n:J th s started 
p!H.ylr~ \: ~:eQgd.rTIHS •,·':fief) yOu V./e·e cr.,j d·en 

'./·:'hen yot. t rst oloycd Donkey ,:{ong d d yc·u "CC8 

·o kn:::··:.: ,J...,,-pman was a ·tc·~ured :; urrhw. 
·t:r:::19y a::cJse.::J c l sut'ccatrg a strn;J of bcaullfu 

·.-v-:;11en .._.,_,·1th :::ararc skins'? Q,d y-:u ree~ ~o hea,.. 

·1ow he ·sets GJt or <. oes:::era:e 11 ss on t~ save 
.-tiS :ek;\:ed deP..r ' '1IS 'H:l·ne ~n~; cap:urB tt'·A rea 

culp•it a "ialadjustc::: ;;pno:i:::a ly C"<;;ilicorc::: 

sJper-ape'? C·· d10 yo_, j .. .s- neecl t~ ~-,ow 11 was 
ohot. ~ j.Jrrpn)g o· . .:er C:}r'els to sp :e lre T lo · .. kc~./? 

.'<cl·• :tc:dy. ·1o: eve'y clas.>::; ga"ie la:::ke:' a 
plot. Sk~c/ Daze ha: a s~ory·l1re of sc .... s - ;Je: y~tr 
schcc re:;::r: ba~k iror1 the heact·naster :::et:::re 
yo ....... :ere suspordcc! A·1d Ar~: A::ac!( v ... ·as 

s:::n:d-i"g to c:o ·.'.' :r ants ano l1an::t g··ensdes 
-hey we·e the bwe rr h ·1um o' ·:-:lot' needed to 

jJs:i~y the· ;;t2.1rc:::lay. an::i JL.St erou;;J'i :o sat sfy 
:h:::se ·.": ... o haiTITe ... eo ~heir : s:s aqa1nst Po::;-l .. ,~ar': 
cabi'1ets, sp ullenr·g "1;'./hy. vo/ryyyy. ·.'.'l'yyyyy .. ?.?" 

T 1cro was ;:l :u•o '<':lien gaones ::icln': have 

pl:::ts. o·· backst~ry. Tt•ere was a ti·ne whw ·he 

peq;le r'lakng ga·nes ·.:;wen I tr1.ng tc :~e tvla".i•l 
Sco·:::ese. or Sccrgc _ucas. Thoy ·.:;c•o ·n,orely' 

:r,mg to ma~e grea· games. Y:;u kro·.'.' - :oac~ n 

t·1c clays whcr the pcop e ·,·,he :l1d l"e g•aft were 

tile ..Jitn1ate a .. b1ter --;f \\ ra~ c. f:;a11e 'Has. 
Th1S IS pre:)Sely -.,..,h·y :he S~ntC Adventure 

ga1'1os g:::t 1t so pa1r' Jl, :;rorg S:::n c !'>as never 

:::ee1 aco,Jt s1or es. '•:Vner Seoa got tne senes 
-,g~t. 1ts bee'l a::::::ut '11a1rl rlii'Q pure fl."cade :llrills 

at nsk Seco-dly, ~reate a grour; ~f cnarac:e·s the 
:l aye• cared about T·,irdly. tel a stor; wh er dt :n t 

·nake you ·.:;a·it 10 skip tho c": -scenes aro 

ntegr;;:e:: the le·cels as se:::ara:e p o: beats .. A.ncl 
ast y. scrd LP s:::·"lo o' t·1c ccnve'ill::ns o' :;tarri--g 

by subvert ,rg ~I c~es. 

C)n<:H t)~gf..n I could Be~ t)(r . .:,: easy it V·/35 tc 

;10: carric8 n·vva:,: 2-n: to"get 'iGU v.:e"e ·.'·;··it r;J for a 
ga1Te. As sorrebody who. on the ·wrote s~ ps 

~ut -scenes. I ha-::J t~ fi:Jht 11y i-s:incts le ·<ee::: 
nre to a ·n rllrnt.rvl. U'lbt..na:e y. I d1::: get 

c.aer ed a·Nay ·.:;ith l"C :;lot a--d in :ial y · . .-.;ent a I 

.A.11··ur C Clor"'e on Zedl ·: .. ·o's as3. Ear y drat:s 
strLggle::: :o b8 a~ce ::raracter sat on. ex;:::-s :i:;n 

<.ro bre·• :y. s:a-:ecl t::: ch:::Ke on 11y o·N'l 
f:fll tl :i:;n. a·1rl - ~OOk 18 f"l~fli"S ::r SOlO f Sll l"C 

ct·icke" txn'e out :;f my lll'~Cl: . 

V·;crc we su:::cc:sstLI? don·t -<·iow. I' I ·.:;as 

corn n~J IG !=';':age as at' ::ut<> ce·, 'rn n::t 

c:::nvi~ced w:::JI:::n·t skp :re CJt-sceres. 1'::: I ke 

f·:J l"'in~ I wou dr 't enpy the teve1s Hs rn.::t· '' I 
cl d"'t play t·-,roLgllt·le lrarri'g soq_e·lces But. as 

·.;litl1 mos: ga-nc st:::r)'hnes I c:::u dn t say t-,e p o: 

s crx a . t· IT ay explau1 I 'le cef'l·ral gar·1ep c:y 
:l'ernise. but tile st::ry ~~ o' secon::Jary inp:::nance. 

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 

::l~re:::t nto I 'le :;leasure centres o' t'le :ora n 
H<.tv,ng your a·1e:n - ntellectLfl' glands 

st mutated by s:::ne sort of poi·111ess plot-:h1rg 

v . .:as . ust · .. vron~ ·r e··/er:·· si,...r:le respect. ... ·..-h c ... 

SegHIIKl rHCtly a::rrilted lly re easll'tJihe re'fll vely 
clot css Sen.·~ .L:etocs . .... nfortLP'latcly. 1t also 

droppe::: pretty 11"c- ever,1-mg e~se wh c-, eve· 
r>1<1de the S:::11:: ga·nes tun. bJt trat's another 

stcry. F:::·· a liTe, Sega ::~et ca ... Ght ,- t11 s i~d ... s:I'(S 

atJsc.rd pre::::c:.Jpati<n ·.': tt· :e I ntJ;; st::ry. 
'!·re·- I ·:-:as ·worki"g en t·1c sto~, for Ze::: 1\vo's 

··.vhdever it'!:> ~;rtlied hHBF. dH':lS:·. it \VCI3 bo'nB out 

:::r a 9amep ay :::on:::o1t sot :::y tt·e cre~,t:::rs: no·1c ol 

t11o :::ra··acters c:::Jic: die. I erjoyecl t;·e cl1al e·1se 

&r·c ·.":as ::eterrll!nec :o OH\··i~e Br· :;n;J nP..I scw·rrio 

2.r::: ·.-:c•lcl ·.:;rorcir. 'rs: y. no·1c of :he plc.yor 

~raracters cc.JI:.; ~:ie. yet there ··:cas s:ill sc•ne~h-r, 

··;·;·,i:;t· IS, at east some:l1 ng ··:ce cl1d get n:.J'11. 

dOdJI anytturg I ::a-1 SHY is GOi"\g :o s:itlc 
qa1Te pe::::Jucors· al'lbilions as screenvmters it's 

;ust ~:ep·essi-G cl1a: n·ore are-'t ~orfcient n l'ier 

abilities as tJi:lfT'H crea·ors to fccus O" G<rnq::lay. 
rat'ler :ra" Tfi'lg :o h1CIC it :;cli n::: nareat ·~e 

Pena:;s t -..·;:::u on t 11a::e·· as 1ru~h 1f r·1::re 
::levc'cpe·s ·were ac:xn1p is•·ed stc~,1o11crs ::>r f. n 

the ::ases :::f p·ofessi:::nal s:ory:ellers :y~u·;r" i· :o 

:::rec.:te th;; st::ries fo· the g<lrre~. tt·ey real y 
urdcrs:ood at:::ut ga1"CS. And ::ofore any :::i you 

R::lG .:,.eaKs start or :he a:::vs1Ta ll&tl...re· 
st:;ri'1e Ill;) and ther1es i:'1 tl"e r.+r;a,· Fan:as: .... scnos. 

I SllO'Jd lf''O·Ir yo .. :::f lv;o :l'ir·gs I -<liOW ., ... ,eee 

yo ... I ve. a-a o·;.:n a ·oa ly powerfl.l g ... n 

Mr Biffo is a semi-retired 1//deogame journalist. 
His viev1s do not necessarily cotncrde with Edge's 
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Tho c·oo'TI o• the S'lO'.'., hmi<f'ro<1'r:.r cy forna: raooJ ,.,,than nter. ~.-. C' ;;•,-;) 
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GameCube/GBA 
p034 Metroid Prime 2: Echoes 
p034 Zelda: The M1nish Cap 
p034 Mario Vs Donkey Kong 
p035 StarFox 
p035 Mario Tennis 
p035 Mario Pinball 
p036 Ge•st 
p036 Advance Wars: Under Fire 
p036 Boktai 2 
p037 Res•dent Ev11 4 
p037 Donkey Konga 
p037 OK: King Of Swing 
p038 O&A: EiJI Aonuma on 

The Legend Of Zelda 
p040 Odama 
p040 Metal Slug Advance 
p040 Amazing Island 
p041 Marro Story 2 
p041 OK: Jungle Beat 

Xbox 
p042 Halo2 
p042 Chromcles Of Rtdd•cK 
o042 Iron Phoenix 
p043 Conker: Uve & Reloaded 
p043 GunGnffon 
p043 DOA: Ultimate 
p044 Kameo 
p044 SpikeOut: Battle Street 
p045 Forza Motorsport 
p045 MechAssault 2: Lone Wolf 
p046 O&A: J Allard on Xbox 

Arcade and beyond Xbox 
p048 Jade Empire 
p048 Fable 
p049 Unreal Championship 2 
p049 Operat1on Flashpoint 2 

PlayStation2 
p050 Metal Gear Solid 3 
p050 Chulip 
p050 Gran Turismo 4 
p051 Dev11 May Cry 3 
p051 Neo Contra 
p051 Gradius V 
p052 F•nal Fantasy XII 
p053 Blood Will Tell 
p053 Nano Breaker 
p054 Killzone 
p054 Capcom Fighting Jam 
p054 Champions: Return To Arms 
p055 GTA: San Andreas 
p055 Midnight Club 3: Dub Edition 
p056 God Of War 
p056 S1fent Hill4: The Room 
p057 Jak 3 
p057 Ratchet & Clank 3: UYA 
p058 Monster Hunter 
p058 Death By Degrees 
p059 Shadow Of Rome 
p059 Sh1n Megam1 Tense! Nocturne 

p060 Sly 2: Band 0' Thieves 
p060 Enth...rsia 
p061 Rrse Of The Kasai 
p061 The Ge:away: Black Monday 
p061 Eye Toy: Ant.·Grav 
p061 Samura1 Legend Musashi 

Multiformat 
p062 Half· Life 2 
p062 Snowblmd 
p062 STALKER: SOC 
p063 Doom3 
p063 Crash 'n' Burn 
p063 Juiced 
p064 GoldenEye: Rogue Agent 
p064 LOTR: The Third Age 
p064 Headhunter Redempt•on 
p065 Destroy All Humans! 
p065 NARC 
p065 Star Wars: 

Republic Commando 
p066 TimeSplrt1ers: Future Perfect 
p066 Battlefield: Modem Combat 
p067 Pariah 
p067 Second Sight 
p068 Cat Of Duty: Finest Hour 
p068 Mercenanes 
p068 Citizen Zero 
p068 Burnout 3 
p069 Area 51 
p069 Brothers In Arms 
p069 SheiiShock: Nam '67 
p069 WWII Combat Elrte 
p070 StarCratt: Ghost 
p070 Prince Of Persia 2 
p070 Psi ·Ops 
p070 1 00 Bullets 
p071 X-Men Legends 
p071 Star Wars : Battlefront 
p071 The Punisher 
p071 Dead Rush 

PC 
p072 Tne Sims 2 
p072 Cold War 
p072 Rome: Total War 
p073 Battlefield 2 
p073 Warhammer Onl•ne 
p073 Tribes Vengeance 
p07 4 F.E.A.R 
p074 Freedom Force Vs Third Re1ch 
p074 S1d Meier's Prrates! 
p075 Dreamfall 
p076 Splinter Cell 3 
p076 The Movies 
p077 Tabula Rasa 
p077 Dragon Age 
p078 The Witcher 
p078 Call Of Duty: Umted Offensive 
p079 World Of Warcraft 
p079 Vampire The Masquerade: 

Bloodlines 



Metroid Prime 2: Echoes 

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

S am;s Aran's protracted f\Jn-ons woth the 

Space Pirates taKe a back seatn 
Echoes. as the real vi!lai'1s of the pece are a 
s·ntster race tnat live on the shady Sode of a 
planet spht into light and dark worlds by 
some cosmic cataclysm. 

The dark lng are engaged tn a Stf\Jggle 
for PO\'ver wtth their loght counterparts. the 
lurnlnoth. and Sa'Tlus is the woman wile 

can - n theory - prevent a total mettdoo.\'fl 
when the two worlds collide. 

In the carefully engneered E3 demo, we 
stepPed nto the heart of tno dark world, 
breezing past Space Pirates on the way to a 
showdown \'Jlth Samus' own dark half. New 
ignt and dari<. beam weapons showcased 
tho game's coherent duality - l'!tlt weapons 

wol make thongs ~ n the loght world or 
dl9 n the dark place. so selecttng the 
correct toos ts o' faJ' more tmportance tnan 
1n the ong1nal Metroid Prime. To force 

players to take the dlftClil step of ctooosng 
sorr10tning other than a trusted fa\/OlXlte 
Retro StucftOS has opted to QIIIEI eacll beam 
weapon a umtted supply of aJ'nnno. 

The lock-on control system rema.ns 
unchanged, and the graphics have taken a 
sogMocant turn for the better, \'Jlth tncreased 
detail on objects. chaJ'acters and 

enwonments The ng themselves matllfest 
as purple-borde<'ed pt;odles o' OOZing slime 
which Slide across the \va;ls before 
solidtfyong onto huge tnsectood shadows. 
You'll recognise their inspirat1on tf you've 
seen No-Face's demonic transformation in 
Spirited Away, but it remaJns a uniquely 
impresstve videogame effect. 

~suaJ effects 8Slde, Echoes is notable 
fcr the ontrodUCIJ()(I of a mt.JilJplayer mode. 

Up to fw CM play on a s.ng e machne 

(there's no lAN mode) with the goal betng a 
simple death match points tally or a 

Form~t GamoCube 

PubliSher Nintondo 

D<>velor>er Rotro Studios 

TmeSpltters-styte contest to grab tokens 
dropped by wounded players. SII1C9 tt'S 

possible to lock on to a ITkJI!Jplayer riva 
as easoly as a singleplayer foe, the morph 
ball is the key to making this mode work. 
Using the ball's boost function, a fleeing 
player can break free from an enemy lock, 
or even counter anack uSotnQ the death 
ba.. power-up. 

Upgrades are collected from arOl«< 

the level, and can be stolen by rivals U$1ng 
the hacker V15or - the mult1player equ valent 
of the scan \~Sor in the main game. Escape 
cannons blast players to mher parts of the 
level. and the overall experience was 
unexpectedly well roundeo in the one-
ievel E3 demo. 

You can oount on more surpf'Ses. 

llldudong an add tlonal weapon and an 
all-new visor. when the game is 
re'eased in November. 

The Legend Of Zelda: 
The Minish Cap 
fO'Il".al Game Boy-­
~~--~ 
ile>E<OC:.,. AIQIIhol> 

Thts would be 20 Zelda by the numbers, 

were rt not for the talking hat that can 

shrink Link to microscopic size. With 

shades of Tiny Huge Island, Link dn ride 

on leaves and catapult off mushrooms to 

explore m nuscule dungeons. A collect 

'em up Side quest Wllllal<e advantage of 

the GBA WII8<8SS adapter. Flagship IS a 
subsidoary of Capcom (partly funded by 
Ntntendo) which made the Oracle Of 
Seasons and Ages games. 

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

Mario Vs 
Donkey Kong 

Marlo goes back to his ladder-cl mbing 

and barrel-dodgong roots as !he premise 

that first captovated a globeful of garners 

gets a full update. 

Requonng you to rescue an anny of 

mono Mano dolls stolen by the nerafnous 

Bowser, there's a stronger puzzle 
element that you might expect and a 

fresh, colourful look. Released almost 

hot on the heels of E3 in the US, 
expect a full review in E139. 

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



Star Fox 

A Iter the brtter taste of StarFox 
Adventures: Dinosaur Planet comes 

the deligh~ of an all now StarFox. Ranking 
high on the hst of E3's finest. the first proper 

GameCube out1ng of the SNES and N64 
classic was a pleasure to play. Conceptually, 

•t may not have been partJCUial1y nc:Nel, but 

1t was one of the most solod and~ 
expenences available. 

Twos ng eplayer levels were available; 
one ptched Fox McCioud and hiS AN.1ng 
1nto the melee of a space war, while the 
other mixed th1rdperson action with 
control of the L.andmaster tank. And rt 
was the tatter whiCh roolly mpressed. 

Most notable was the on-foot control, one 
of tho wookest elements in Dinosaur Planet. 
Relying on the FPS standard of leH 
analogue to move and right analogue ro 
am. addotional control is provided by 

strafing US111Q the left shoUder button. tt 
takes a lttte bfl of gertJng used to, a'ld the 

auto-a.mong rema.ns twltchy. but the 
arcadey nature of the garr.e means tniS IS 

ess of an ISSue than it might otherwise be. 

Good level d9S!Qn matched the weapon 
upgrades with more powerful foes. so it was 
Wlth some trepdation that the L.andmaster 
arrived tn conjunction with some crab-like 
mlssile-finng monster bugs. Control was 

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

Mario Tennis 
Forrna.l: Gameeube 
Publisher: Nlntendo 
Dove•oper: CarT.-

Camelot, whiCh produced such excellence with 

N64 Mano Tetlflls, has been worl<ing on this 

since tome - 0< at least GamCUbe - began. 

Wotryongly. what was on show at E3 seemed 
gommocky. es courts became infested wrth stars, 

ghosts and Mano Suns/one-style gloop, or 
offeted advanced power-ups. Hopefuly, these 

will be confined to alternate play modes. rather 

than dOm natlng the ma1n game. 

key here too. with the strafing modified to a 
sp1nning lelt or nght rdl. This acted as a 
defensl\/9 manoeuvre but also served to 
crush smailer opponents. The Landmastet 
was also able to hover for a penod of tome. 
operv1g ~ OON areas of the leliel. 

1t was almost as promswlQ lfl the space 

m1SS1Qn, TypiCal of previous StarFox games, 
the Arwing controls remaJn much the senne. 
Wlth a defensive sp.n roll available plus 
vanous tnck manoeuvres, a lock-on firing 
mode and plenty of smart bombs. 
Interspersed within the wave of •ncoming 
enem,es sh1ps were much larger bonus 
craft - all of which were thrOWln at the player 

Mario Pinball 

e3 

Developer Namco 

through the sort of on-rails experience tor 
\'lhich the series is renowned. 

Also available were vanous mult player 
modes. Most int9f9St•ng was the fourplayet 
dealhmalch, whiCh pets on-foot players 1 

against those in Alwlngs and L.andmasters. 

Oalty t:Ln111Q means each has ts own 
advantages. W!lh on-foot partiCipants able 

to fife at the<r more powerfu enemes •rom 
hid•ng places. Another mode allows coop 
m ss1ons to be played e.ther Sp11tscreen or 
with one player riding shotgun on the 
wing of the Arwing or perched on the side 
of the Landmaster. lt all adds up to a 
h~ghly effective package. 

For""'' Game Boy Advance 
Publ!snof N~ntendo 
DevelopAr ln-.houtt 

W~h 1ts naturally portrait presentation, P•nball's 

natural handheld home could well become the 

OS. Until then, M81'io PinbaH may win the day. 
Squldged onto indMdual sct9MS, each 'Uible' os 

more Lke a standalone puzzle than an mlnCate 

maclune. The ball, equally squodged. os Mano 
h1mself, moulded 1nto a sphere lt's a WISe choice 
- overlaytng pinball tactics w~h MariO's stompy 

gameplay rather than cheap cosmet1c brand1ng. 



Geist 

Having possessed an engineer's computer. your 
view switches to a behind-the-screen mode 
(abOve). it's a novel concept, al though rt may 
prove a little restncttve as the game pans out 

C ompared to ~s lacklustre sh<7MnQ last 
year, n-Space's possessron thriller has 

certainty come a long way, with both 
graphiCaliT"i.Jsdo and the game's puZZle 

~ements now more apparent Starting tn 
the rote of John Ram . a federal agent who 
rs mysteriously d slocated from his body 
dLring an rnvest gatoOO of the \lojks 

Corporat1on. your mission IS to somehow 
reconnect body and spirit. 

Let lOOse in the corridors of the 

()()IJXl(a!Jon as a firstperson perspectrve 
spectre. your sole abillty •s the povver to 
possess obJects. animals and humans. Of 
the llvee. objects are the ea516St and least 
ntereslllg ophers, but are rmportant as 
liv•ng creatures have to bo scared 1n order to 
be susceptible to possession. 

Typical tnteractJons dunng the opening 
levels llldude ga 111ng control of a guard dog 

Via rts food, and transfernng to human 
sentries and eng>neers to pass through 

Advance Wars: Under Fire 
Fe rnat: GM'IeCube PI-_,_ 
o. ..... ,.,., K4u 

No wooder Guildford developer Ku1u has been so 
chopper recently. GIVen the task of bringJilQ 

AdvanCe Wats on to GameCube and rnto 30, n 
has certainly mel the standards graphically. A 

cute art style backed by a responSIVe camera 

prov1Cies a great foundation but, even constdenng 

the fess·than· ideal settong of E3. care will have to 

be taken to guide players through the tncky task 

o f ensurong their squads are kept on synch. 

lOcked doors. More lateral tricks invollle 
rnovtng around the base to aclivate power 

sources and machinery to open Pl'eVlOUsly 

naccesSible areas. Ard, of course. there's 
also the opportun1y to caJSe confused 
firefights between groups of secunty 

personnel. jumping between bodoes in a 
Som"iar way to Shiny's Messiah. the game 
With whiCh Gets! IS most comparable. 

Yet there remain plenty of warnong signs. 
Most wonying is the linear nature of the E3 

Format. GameCuOO 

levels, whiCh lim!ed the object used to 
scare and gaon possessron of any characte 
to a cho•ce of one. For the dog, the only 
optoOO was dog food, and engi11eers only 
seemed susceptble to tl1etr PCs. Geisr's 
strict adherence to levels broken up with 
cut-scenes would also seem to constrict 
the possibo'rties of being a spnt rn a huge 
undergi'OlX1d base. On a posrtiVO note, tho 

fourptayor humans-vs-ghosts mode 
provides a neat conceptual spin. 

Boktai 2: Solar Boy Django 
FomMI: Gowne Soy Advance 
P~Konami 

0.0.. ~ ~(l(onam.JA4 

Sneakily using the audienoe for Snahe Eater to 

talk up hiS solar-powered sequel. Hrdeo Kojima 

proceeded to el<plaln that you didn 1 necessarily 

need sun to play at all. Wh•ch rather defeats the 

object. Then he checked the translation. Whole 

you don' need sun to use weapons dorectly 
(Scottosh garners rejooc:e). you will have to soak 

up some sun to power up the weapons at the 

solarsmith's shop. Sweetness and loght, then. 



Resident Evil 4 

W hire it has been clear for some time 
now that Resident Evil 4 was to be 

more than a mere sequel, the game's 
showing at E3 demonstrated Its potential 
to a vlider aud>ence. 

Test statiOOS at both Nntendo's and 
Capcom's stands drew crowds of nervous 

OOookers who gasped. w\nced, ano in one 
case took a backvvards tumble over a 
miSChievously placed camera tripod, as 
player aftElf player was gruesomely 
dispatched dunng the brief but almost 
unbearably taut single-area demo. 

11 beg ns with a qu et stroll through 
sparsely populated woodland, and ends 
with the player barricaded in a oottage 1n 
some oast European VIllage of the damned, 

while hordes of dead·ayed locals make 
CCli'IW1ong y .nteligent attempts to break in. 

Smash111Q through vmdows, climbing 
onto the roof or hacking through the front 

door w1th a variety of rusty garden tools, the 
murderous villagers cannot be stopped. The 
only option is to look for an open ng and 
make a break for it. at 1nhich point the 
gentleman depiCted on issue 135's cover 
VIOlently decapotates OU' hero using a 
dlainsaw. Only the blood-orenched semen 
read.ng ·vou Are Dead' serves to remnd us 
that the breathless terror we've just 
experienced IS a part of the tradrt1011ally 
pedestnan Resident Evil senes. 

Opting for a more stealthy entrance to 
the village seems to work well. We clmb an 
observatiOn tower and enjoy a lingering look 
at the game's sumptuously detruled 
graphics VIa the built-•n Z-button binoculars, 
unt1l an oag a-eyed farmer raises the alarm. 
Ha1111'1Q sufficient ammo to repel invaders f()( 

at least another ten mnutes comes as 
some consotation, until one of the villagers 

fetches someth111Q flammable and our 

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

Format. GanaCl.Cle 

PtJbl•sher capoom 

O®olopec: ~Ion Stucllo 4 

hiding place becomes a towering 1nferno. 
This action-packed Restdent Evil 
reimag ning also tncludes heavy weaponry 
such as machine guns and camon turrets, 
plus suffiCtentty numerous enemies to 
ensure the increase 1n ftrepower doesn't 

come at the expense of the tenson that 
fans demand from an Evi game. Expect to 

see an end to the old ttem-Jugg~ng 
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 greon herb. 

The game's /eo-style segments, in 
which a vulnerable second character is 
•ntroduced, weren't playable at the shovv. 
but toor appearance on VIdeo offered a 
welcome hint of sornettWlg deeper than JUS! 

gunplay With no more zombies sl'lambllng 
atOll"'d liS mllky halts, Resident Evi/4 
can finaJy exercise tts bra.ns. 

e3 

Donkey Konga 

Forl'rl\3t· GameCube 
Pubhsho·: Nintendo 
DP.Veloper: In-house 

Konga has lost nothing 1n the local.sat.on 

apart from ~s J -pop, which has been 

replaced w~h a mora wastern·fnendly 

selection (of cover vers.ons). The 
American VetSIOO <S gaced wrth the 

likes of 'l """' I.Qu<e'. 'Rock Lobster' 
and. er. 'Yoo Csn't Hurry Love'; Europe, 
meanwhtle. gets the likes of '99 Red 

Balloons', 'Wtld Th ng'. 'Rtehard Ill' and 

the exotica-meets·nostalgta overload of 

'The Theme from Zelda (Latin Version)'. 

Displayed back· to· back with Jungle 
Beat, this was another of N lntendo's 
most bangingly popular showings 

OK: King Of Swing 

for-ndt GameBoy Mven::;e 
Puhli'iher· Nintendo 
De\loopsr: Paon Coop. 

With a subtle nod toward Nlntendo's 

classic C/u Clu Land, OK: King of Swtng 

eschews the vine as means of canopy 

travel, instead utiliSing precanously 

placed hovenng dtscs Ustng only the l 

and R buttons (both at once to jump, 

alone to grasp and pn101 Wllh DK"s 

respecbve hands), the game os a 
masterlul rrox of acbon and puzzle. wrth 
beatJtttuny an.mated hand-drawn spntes 

(right down to DK's dang tng necklte). 

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



O&A: Eiji Aonuma 
S ome called it 'game of the show' (even 

though it wasn't playable), ard one 
over-excited Nlntendo conference anendee 
even dropped to hos knees 1n awe when he 
realised what he was seeong on the big 
screen. Zelda has that effect on people. We 
caught up With producef EtJi Aonuma to 
find out more about his latest prqect. 

What was the thinking behind using an 
adult Unk this time? 
We~ thnk about how we are go.ng to 
express I..Jnk. So in Ocanna Of Time we 
tried to express him both as a child and as 
an adult: 'n Majora's Mask, l.Jnk ·was a chld; 
and we changed the style of art in Wdld 

Waker. using loon-shading. and we 
expressed h m as a child again. But this 
time we thOught about it and someth ng we 
hadr't done yet wrth the property was to 
express L1nk as an adu~. so we tried to 
focus on that. We want to challenge that. 

What was your reaction to those who 
disliked Wind Waker's eel shading? 
The toon-shading graphics are very 
parti::utar and 1 expected some I kes and 

this Unk an adult, and we want to see a 
very cool Unk, so the combat works well 
WTih lhat•mage of L.nk - how he throws h<S 
sword and puts it away; 1t looks very cool 

But in Zelda games we always think about 
other elements, and there may be some 
tumy, comical parts to it. 11 's posstble that 
you'l see a wide vanety of elements. 

The video also focused on horseriding. 
Will this be a big part of the game? 
One of the things about the hersertdng IS 

that it's really Mr M<yamoto's fai/0\Jnte. He 
always wanted to dO that: he wanted to do 
tnat n Ocanna Of T~~ne built didn't happen. 
But this tiTle 1 remembered that he 
mentioned rt dunng Ocanna Of Trne. so I 
suggested using this element tn the new 
game. And Mr Miyarnoto wanted to see 
i..Jnk fight on horsOOack, so I added that 

Does Mr Miyamoto ever have ideas 
to which you have to say "no"? 

(Laughs! Of course. have a lot of 
commt.ncatiOI'I With Mr Mryamoto and 
sornetmes I can't tell if he 1s kidding, but 
sometimes he mentions lhtngs so many 

"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" 

diSlikes. Of course, rt appeals to some people 
and others may not llke it. But it was perfeo::t 
for express.ng UnK as a ctYid - and the 

gameplay was easy to control - so that's 
why we chose that style. But for people 
vvho actually played the game, I think they 
were satisfied because 11 was perfect style 

for Li'lk i'l that game. For ths rew game of 
course I thought about some op•n•on that 
was given on Wmd Waker. but it's not really 
the reason why we changed the style. 

Can you explain why we're seeing a new 
Zelda game at E3, and not a new Mario? 

lt seems that Ze/da has more importance 
than Mario for Nintendo right now. 
[Laughs] I feel that both franchises are very 
important for Nintendo, and 1 hope that the 
gameplay of the Mario franch•se can be 

widened, too. But m<y mat1 focus is the 
Zelda senes. For Mario, Mr M<yamoto 15 

g01ng to bo more involved tn the future and 
we may be able to see more of Mario later 

The video we saw at the press 
conference showed lots of combat. Is 
the Zelda series becoming more violent? 
VVhen we started worl<ing on tns project a 
lot of people thought, well, we're making 

t•mes tnat I think maybe he really wants to 
dO 11. So sometimes it 'NOr1<s lhat way. 

Games are obviously taking longer to 
develop nowadays. What are your 
thoughts on that? 
I'm not really dissatiSfied With the long 

process, bt.rt the graphics have I'J'l)roved 

and the teo::hnology allows us to pay more 
attention to details. lt's good and bad. 
VVhen we make mistakes we have to go 
back to the designer and the programmer 
<lnd we have to fix it and rt takes a long 
I me. We always think about speeding up 
the process; how can we make rt more 
eftiCient? With the rew Zelda we· re tMISIIlQ 
the Wllld Waker engine so we saved some 
time thet'e. We're always lhtnking about 
re-utilising the materials we already have. 

In the video we saw Unk pushing blocks 
and other familiar elements. What new 
gameplay will you be introducing? 
We're always WOI1a1g on rew Ideas. of 
course. But you see With thf! block, players 

may already know that they'll be able to 
push rt, but they may got a different result 
lhos time. So we're th•nlong about 
surpnstng players this vvay. 



l 

The Legend Of Zelda 

W here O::anna explored t•me travel 
a'ld Woo Waker centred on making 

use of sea breezes as a means of transp0c1, 

thiS new Unk adventure wta certa1111y offer 
something s m1:arly IMOvahve. although 
Nintendo wilt not yet be drawn on exactly 

what that m•ght be- hence the game's 
lack of a g'Jeaway subtil e nghl now. 

What is clear is thal this mighl be the 
most action-orented Zekia to date: early 

scenes srcw a Lnk on horseoack engaging 
111 combat and attempting to evade the 

attentions of hog-nd•ng adversaries tra•ning 
bows and arrovvs in his direction. Leisurely 
trots atop Epooa 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 to follow 30 

Zekia ·s estabished format (the actJOn even 
freezes for a mcrosecond when 'fOU land a 
crrtiCal hrt, JUS! as rt cftd n Wro Waker), and 
Nintendo has also sho'Ml a traditiOnally 

styled fiery boss battle sequence. 
One totally new feature 1nd•cated by the 

behind-closed-doors presontet1011 at E3 1s a 

g~ of beag:es wor'~ alongside Unk. 
lt ·s not clear what these 11untJng dogs wil be 

used to gather, but their inCJU$101'1 covld 
open up some 10terestJng sobgameS. 

As for dungeons. th s hardly looks 1Kil 

ent.rely new temtory. although N•ntendo 
could be holding back the surpnses 
for the game's next showing. 



Metal Slug 
Advance 

For years, those without a NGPC have 

been wistfully 1ealous of those "ho could 

slug it out on the move. Now it comes to 

GBA, and SNK Playmore seems to have 

been laviShing a preposterous level o f 

care on t1s Nontendo debut. The graphloal 

bnqoanoe s as strong as you would 

expect - Vlt>rant, detaJed and onherently 

holanous - and card colleetong sub­

mosS>ons complement the running and 

gunnong and gunning some more. 

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

Amazing Island 

Fco""' GomeCUbe 
~ubhlll"' Sega 
~P<"·-

Ucensing Takeo lgarashi's Teddy sketch 

modellong system (as used In Magical 

Penge/), Amazing Island has you drawong 

Shapes USollg the sbck and watch•ng as 
they morph onto living 30 creatUI'8S. 

A:lther than be ng restriCted to turn­

based paper-rock-sciSSOrS battles the 

newly created monsters test theor mettle 

on o.n array of minigames from races to 

hoop throwing. GBA connactlvoty will let 

you teke your beasts on the road. 

Wonnong minigames lets you unlock more 
body types with which to adorn your pot 

Odama 

F Of what IS fundament~ a f)ll'bal game. 
Odama's accompanying plaque$, 

samura1 armour and sword courte$y of 
a 'Kyoto secret art musaum' dosplayod 
alongside the game at E3, wove an entorely 
unexpected backstory. 

The game. the ontroductoon SOlemnly 
ICltoned, began olfe as a mlitary sin.Jiatl()ll 

to te$t the strategoc properties of tne 
Nin-Ten-Oo. Of 'Way Of The Nnten'. The 
N n-Ten-Do is an ancoent ideology precedong 
the bush1d0 that, unl1ke bush1do's p.ttong of 
one swordsman against another, saw epic 
battles Involving armies of tens of 
thousands of soldiers. Mystenousty, 1t 
remalf'lS entirely unrecorded in hcst()(y. What 

Like Shogun: Total War with the added threat 
ol an accusatory TILT, Odama's genre-bending 
craziness would be appealing enough even if 
it didn't take itself very seriously Indeed 

bound these count1ess nameleSS SOlders 
together to d10 fOf causes tor whiCh they'd 
soon be forgotten? Relinquishong personal 
interest and throwing their fate into the 
hands of the gods, or Nin-Ten-Do - 'The 
Way Of Leaving Fato To Heaven'. 

Right, so, back to the pinball The demo 
COilSISted of a melee between Nin-Ten-Do 
disciple Yc:vnanouchi Kagetora and hiS 

troops, banle-wonn and weaponlesS save 
for the Odama (a glat1t ball believed to once 
belong to e Chinese dragon), and Kendare. 
Kagetora's arch-nemesis. with his own 
heavily fortofied amny. The object is to a•d 
your troops, who advance autonomously up 
the playfoaid as you flatten enemy solders 

Puol ~l,;r: Nlntendo 

De"'*""" VIvarium 

(and. careflJ, sometimes your own as well) 

and demolish enemy structures (such as 

ardler towers) With the Odama. Also at your 
disposal, by holding X as you launch the 
Odama with the fl ppers, is a specf;ll attack 
that captures and oonverts any enemy 
sotdes it touches, replen•shcng the troop 

resEli'JOS ready to f.ght at your command. 

VI/holy weord and end'essly fasananng -
which is perhaps not surprising given that 
the game 1s be<ng developed by Seaman 
creator Yoot Sa.to- Odama was one of the 
lowest-profile games of the show. sittong 
patiently agaonst the tar back wall of 
N•ntendo's boot!' ike a puzzle 
beggtng to be saved. 



Paper Mario 2 

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 

Donkey Kong: Jungle Beat 

S tlencing detractors eager to pounce on 
Ntntendo's seemtng penchant for 

unsupportable oddball peripherals, and 
pleasing just about everyone who (literally) 
laid theor hands on ~. OK: Jungle Boot was 
the surprise h<t from Nintendo's arsenal. 

EAD To~o had a decidedly chaflengtng 
task before rt - tske a t-eavily customisod 
music-game controller, as seen <n Donkey 
Konga . and create an action game. In 
response. the g~ seamlessly assembled 
a string of garnepiay scenanos and 
1111\ltively contextual sed tne •nputs for each. 

In most cases. rappng the left or f'9'1t drun 
moves DK lflthe according d•rectiOI'I: hltt•ng 
both at once ;umps. Clapping accompliShes 

tasKs rangillg from forming mushroom 

platforms and spr1ngboard flowers to 
standard attacks and ground pounds. 

The coup de grace was a box•ng match 
With a red-eyed adversary that recalled a 
certrun N ntendo classic. Clapping at ,ust 
the nght moment to dodge an attack. and 
countering by beating funously on the 
drums - sending forth a flurry of jabs 
- proved highly satiSfYing. 

e3 

Foona1. GamcCubo 

V ou can be Bowser. You can be Bowser 
and grow enoonous and demol sh 

whole levels by wandenng about. boinging 
the end-of-level flag out llto the saeen With 
an absent-minded flico< of your tail. 

11 was this more than anything ese that 
was fuelling the Paper Mario 2 buzz around 

the Nintendo booths. The core of the game 
is absolutely in keeptng with Mano RPG 
tradhions of exploring, puzzl•ng and 
stomping on your opponents' heads. The 
koopa theatres whiCh form the setttng for 
battles proved to be far more than a neat 
visual joke. To power up you'll need to 
appeal to the crowd by gMng 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 great~t 

elaborated: Mario can't just fold himself into 
a plane, he'll also be able to slide throug"t 
cracks 111 a way hs normal gtrth would 
completely preclude. lt also governs the 

ootll'9 aesthetic of the game. where c7agons 
are fOOecl out of Sheets of card and 
<nmations happen fld<-book style. 

Fonnat GameCube 

Pvbl Sher· Nntendo 

De>e-oper In-house (EAO Tokyo) 

Unquestionably the surprise 
game of the show for some, 
Jungle Beat is the first game to 
give true physical expression to 
Donkey Kong's jovial clumsiness 



W e;tJel eve we've dooe 1t." S<:.Y& t~e 
anohy{Tlous Bung.e representa~'{e 

with n the~ecret) w<;:rrb- il<e strtJG\Llr1 J11eP. 
nsoe M r;rosoft '!:>grar~eJ_ E3 boott; where 
f-!o.!o z is being-cfemor>strated tO' se epf 
nd1vid1Jals. "We-bel•eye 'v-1e've capiured 1'1e 

"'tAN-'oarty experience ,..out on !be interne! 
with people all over ~nel'v;~orld. · 

.8ut ioternet ):>la> s not on.toda)''s 
age'Jd<L n::>'ea:.i we're Sy:;tem Li~ked 
With two1c<ln'\s rcO-aod b1L1~. Eites and 
Sparta~s. "EJ~es are just as'tade~§ as 
Sp<.~rt!f!s .. reQJkons t~e rnaA uoru BI:H1Q e, 
"although thi:l'f'1ook a bit coole[l l ih nit'' 

He m~')Oe,JVres-the _game camelra \9 gwe 
us a goori 1/x;K ·"tclu C<.~ r") see heir custom 

emblell)~- tile $pa'\a'1S ~an cvstgmse 

I heir a~1'2t1 r with c(Jston• emj:>fems and 
custom colo~&rs." 

We':re If! Za'lzibar. 20-i\cl<s .(K>rtr of 
Mornba;><~ . .'!Y!:>''hot <lfl erorrnovs level. nor is 
11 especia)ly extcavagant when 11 comes to 
detai But it's.1Nhat You do With n,J,ls 
con nes th;!' malier::>~ and we spencJ an 
emerto,ning half an hour soal<lng :Up ~1at 
isn-'Lscr tnuch afla/o revolut1on as ) ust a 
sigrificanr over'laul or one of the world's 
best tnJitiptayer qc:pel iences. 

T)le'camerapans around sorne more 
and'we'reoSilown <; se<:ret area that can be 
on ockeaby carofcJI JSC of the.architedure. 

Ill rt sit~ an eoergy swore, the most powerful 

we<Jpor>. 1n <~1e gari)e using it wtli e making 
a divlllgutmck is-CflOUgh to kill \l)OSt 
enemes wrtt"l one1iit. we re assured. 

More irnrn~Jialely eHeclt'J9 are lhe 
ghosts, wl;tose boost capability, effected by 
a squeeze of the left trigger, essentially turns 

Chronicles Of 
Riddick 
~(1!TI1RI PC, Xbox 
Pe~blisJ)c • Vwendi U"'i"'(S311\'90" 
Uor..·a ')P!:i'j.- Starbmeze 

~he s~uel to B-movie Pttch Black will 

soorl oe released. bu Cnronicles.Of 
R1dd1ck ptays the prequel.game, pl"fing 

Riddick back iQ top-security Butcherilay. 

InCarceration. Tre goal IS tO escape Oy 

any mea~s neoessar;. Much has bee"' 

made Of Riddick's see--in-the-dork eyer;, 

whtch feature extensively in terms of 

gameplay, although it's still unclear ho'i 

the whole thing hangs together There's 

no denymg Its supe•-swish look. though. 

5aiJ:Imy's 16-player martial arts 

cieathmatc~:>•s 1n safen ands: Taiwanese 

deve~per tnterSeiV will no doubt be 

using the experience (apd l'1etcq_dei 

gamed frOI!l.lfS 2003 PC on lone brawlel.._ 

Meteor Blade. A Mortal Kombet-stljle 

ovetdestgned edginess has been <ipplled 

I berally, and stricken-characters fount 

geysers of blood, out the underling 

gameplay possesses a wire-tu austerity 

that could make it a_cuiL!J!! on Uve. 

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



If noth(ng else, Conker's vtsuals go some 
way to stngi&.nandedly redressing the 
colour imbalance'" the otherwise 
predominantly ctour dea!hmatch .scepe 

~~ , ... . ,... .' 
W hat to /hake o(Rare'&rontinuing 

'clffept ~M f6fConker'l ll'silardly tho 
~),ghest proljiG lP i~ ~g pisloty. but. 

togmher with 0011V boSS' ,M c osol! the" 



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 e pec ted of Rare 

I t: Nas ~eve· go1ng to ce a game oi, 

{i'np.:;se. T·1e orig1nal Sp:.keOut. an (lroade 
dass1o ,,;)'uol< il'o'Sil hm Nagosni turned;o 

'because was getting a li<.le pit fed L!C of 
makltli.J ra~ng games' offerectflex ble 
contra s. VICiOus wAApOr'l$ ar·:j an irresistible 

fowplayor lirk·up coop noclo \'ij;ij~ll (e>:t, 
people w1 the UK g:Jt to experience. 

Now. witl1 ~.e ga11lo bd'ng troug·•i to 
X::vxltive, the potentia? !or a ccnvivlal 'fnas 
bro;·.~ !>as neverteer so.aco~ssiote. Tl'ere·s 
a lot -ab::: ut Battle &reet (prev ousJy ~'lown 

a~ Se:keOl!t Exirerr.e) tha( wtll be-(~l1ar 

I[Om J1'"1f.flde Jhe foLJr c•·,arac,-tei. 
Sd ke. Wr tte. Lnoo a•ld Tonsnif')-m akc a 
:tturn., ana ·he ·hree·bytton controliersi'\ave 

"b((Cr>'ada,pted le rdude s.rec1a <Jll.ac:<,S Or' 
th"e wh'1t'e a(ld black ~..rttons 

vVei•{Jiy !t)e game's ri'laln appP-{11 - !IS 

~if]k·JP,i;>O!ont a;.:- • .. vasn'l dcr1xd<~t 1110 
show.,-AI!Jat wasp ayab!e ~vas a survival 
mode INtJich prov"2 J,lisapp~'ltlngy 
,ppctn[vc, Al{)use'fllent ViS101'r'also has a 
long w:ay to ~(!}-cefore8af11e.Srreet's 

yisuals do<any j t~Sl1ce to Xtx>1< s 
gr{lphical peter: ial. 

A
nother~~ Flare's gwne~ wl'ich 
ge~1erated a u><o·,>!al\)1 fesponse-lfl, 

previous years. Karryro return!; to-E3 looking 
Jn,JC"l more 1~e the •n1shed a"icl3. 

Game )lay remains directed aroor.d 1t1e 

abi~ty to rnorpll nto elernenta ly based 
mo'lsters. eael') ofWt1ich o:Jntains the 
necessa'Y cowers to enable progress 
through eacll eve 's combat and expJocation 
tasks. ~far, so Rart,: bt.~t what real y 
irnptessed was :ho game·~-overall 
cons ste'lcy. From f)'apbic;s to antmat1on. A 
:o control. all fxked and lelt ' ght.'Mo~ 

imnortant in !"is respect was tne co['lbat. 
''JiltCil was t'lc nair focus of tHe E3"1jen cr. 
Botn nght anc left trifmers~re used to 
li!unc 1 d fferent a:taoks, de):lending on YOI.!' 

cJrwnt cchosen form. Playlrg as Pummel 
Weed for examp e, you gilt dtffcront 
pc.nches, and co1rbin ng them ·esui s h Gl 
(ealSOr:Je seqJe11ces of uppercuts. n·e 
ariT'ad I o-like Major Ruin rolls into ap al'fo< 
spinning end JLl'nG ng. F"urt'1cr COI)trol ls 
provided by W<:wior Foc..Js ski)s, whd 

uullct -:ime {he actior so ci<;JYE>rs ca'l 
switch forms in t·1e Ileal of battle. 



Like i s COI\temporaries, Forza pffers varioul 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 30 engine 

I 'l ·he bMd-bPJOJh]() gar:ne's 
a(li")Ouncerne· 1 at Mrctosott'$ pre-53 

bnefulg, eve~on:e ":(as e)(fleclrng~notf:le' 
Pro1'i<Jt Gor!Jam Racr(Jg sequel to be 
unvcJice lt \umed ALl tl e cbmpar'ly wa~ 
ta'king a'bout ap altogether r;rose'Serious 
brand <'Jl.drr-llr·g i;!Qlior· c<?ne:ll. hopes \>,rll 
grv~O:qts owl)' repr'16 Gmn.,ft.lf'I!;IY/C), 

But the deV:fl'opme·ot>lcan' bcqind the 
game. maoe up qf4vhcrosoltBane Sltloios 
staff wiJlj experie(loe or:\lill$; sMh ~s 
'v1tdtown Mat!ness. deeS ,J;!O( nave the 
pedigree of Po19fitll;>ry Dig ~ar- a1t,ough 

that '-las'l't stepped then crea(ing w£ia,• 
IQOKS ((} f)e a.Qenuine!y provocatrV.?-effort. 

A Wtqe -1angc of ice•1sed v® lcles- all 
capable. of tekrng<lamage -wlfap~ar in 
tt·e li'l1Sfied game, and-Xtox.~ivc support rs 
a grveh Peri"aps of mere i~tetest to tru . 
deoic<;~tecj p~1rolhea:.Js, ll16tlgh, $ ttw oplioh 

to rul):the game on several liAkcd ~oxcs 
with output1o three screens, side by 'Sicte; 
9rcade F3;:i5-style, ior a more r.e<;Jii~i~ >n­
ccckpil sensa!ieJ•· 1Lcertainly rnaT<es 
aoproacli ng harrpin bef\ds a.more 
ma()a;;Jeable croposii!Oo, .. ;. 

M ech.Assau/1, aespne ilsxevereq 
posrtieLJ as the grand caddy oO<box 

Live, ;:;as a sore!Y lirnrted ~ame. The sequel, 
as we t as ookiflg shnrcr a:1d grande~ 
-opens l·P a wea~!i of tantallsjog' possjb lrt es. 

~nSle~cJ of bt;~rn:J lirr11f\'(l to 9n17 mec,:t1, 
players arc frce"lo hop oJ on io the­
oattlefield and take ccnt(ol o: an),"Vefrc e 
they iancy; a<1d rt reany~s <Jny vet ,,; e, sinG€ 

Lo~ Woff il>ltrodc~ces tanks anc Vft1ka­
take-of'-and-laflding craft Unprotected 
.trurpans -are JU$1 l ljggin@'t'( he prJreed 

under a oescenilin~A~Ias foot, bJt :11ose 

equipped wrth,poV;er'armour Ca'l use tl\eir 
"c aw"[Jrapple to.attemet{o h~acK 'f)ass,ng 
vehi~lr,il Ttus :r{J9er~ if t(vtton-I{Jessing 
rl'linigame belw~?en 111e priO( WJd ({lO I 

h rac~er, \fj hoevcr loses ta~es a hard fair. 
lt all con1es \ogejper to aod 

considllrabre tacli~I -Gof11plexftyto ttie 
battles- VTOLs can call)illJp to two power 
arrnDu~l) [,)layers 1nto 1t1e ' lea! Ql4iahl9, 
who migl'lt then hipck't\vo.J~c)' ¥eNcles, 
pertcrrr SUICid~shelling rons wit~tt1er;1, 
a~11j lher..hop otJ! tJJst befqr<>the)!" 
exp ode. Who GO<Jid resist?' 



"Peopl~ love to fixate on sales numbers but, 
for us, 1t's not about the numbers - we knew 
we weren't going to win the championship" 

Bnr1g 1'1at 1Kto the next generat1or We 
tai<;e al ·11e leadership we 1'1ave and the 
nnoYaf of~ that we '1ave now, and apply that 
to t l1o next gcneratioc, and tt1e ott1er Qt!Yl' 

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

enthusiast to something a casual 
consumer might use. 



for 1. a•ncds buqd od up the $~9 
col cctioP of-hits. but ti1e<e's not a oi11 
r;1 ney 1n that - selhng 1ive o• te·1 ga·nc~ a 
$20 :!€Cause you vc got t'"le •etaU th ng. 
}Oli ~o got the b1g royalty th1ng, you've go• 
•o manufa•-:t,re ·he d ,;c, yoJ'~e got to bu, 

he package. you ve got to p.rt • oo store 
<;h~es vet have ·o ·a~e ret...rns 1t'S a" 

E~x s, tor :t>osc ',pes o'.lr ngs 

Then what atxJLrt fa t1 n gt t. ""'" 

g<ll es y 

tx_ n ng •or tre.; and thertpa; for the •es·. 

"I think there's an untapped opportunity for 
people to experience Xbox and experience 
Xbox Live w1th Arcade, a real opportunity" 

lUSt want to play cards w1tt" some fal1)tl1:' 
fnends? 1he commun catio-.capab lrties of 
Xbox are great - how 00 yol. rwnotely t)nng 
somebody 1n:o youre<Jrd gar e? 1t11 nk the 

How wrll you charge for Arcade? 

Wo'f ct·arge by ttt e. Ag<j(n. <'sa itt e 

exfJenrnent<J We mn'l havE:rgreat precis1::: 
1·1 so hg 'What's :oo vafue :Jf :his?' In the 

And what does retarl think of this plan? 
We' e >Jell ng ff'f'nh,Jr h I rot' 'her e 

ov1nt 1s ~hut th~·•is 1 naro<;oi. OK~ So 
poker- OK. Wai·Man D x~n·s '"~' 

or I ne expenerce 



The oriental sefting .ma~es for a weiCOilJe change of scene from the BipWare RPG factory. 
Drawing from a strong cmemahc heritage., Jade Empire priorit ises stylish eastern combat 

T ne Trer:.elic Hong l<<rng rn(!rti<jf ?'-S 
1)lovies that inspire Jade Emp re n'Gvo( 

warted for'anyone :o ;ake ;heir turi;!. so tt's 
apprqpriato tnat £lbW~ has esChe,.ved ffie" 

tllm·baseo 1ii,fiL.)d}-combat -of f;<n<ghts Of 
Tf>e-G!d nepublk: r.or .J1f.rcR: •n> stilsl1 tak(Ht lo 
the nih degree. 1/\lflicb is ,,ot to say ;h,at 

AJ?rte EmJ?Jfe is, say, Q;ap/o meeis fl'l?"ies 
if<e]ton Monkey or t:nf,;r The D~~gon, 1l tJt 
f'PG f8_\IS shQOid beware... Jade Empire. 1S 

n p'foY ' \tremost a~ action game. with a, 
com$1ox fighb)lg syS\ern comprr~r g "lOt just 
fmnediind urna>med combat. but aJso a 

vanety oi dofferent mart <l' styes, as well 
:;erne tnc><:sy special modes (ir.cludirg that 
mode de jor..r. pseudo bullet-timeR all kicked 
oN via a quick way wrth the control pao. Oh) 

and spell-cast ng. too. 
For those prepared to lake t'1e:r RPGs 

wrth a dash of adrenaline, rt joc!<s ~rcm1srng. 
More tflan 30 combat styles allow for 
ni'.ar-lim~te~o;s ctraractex cnstornrsatioQ. witfl 
results viS\ble-ar a: touch of a bot:on) wnile 
:h,e gorgeous\)' rendered far eastern-settrnp. 
a I watef(ajls ffild T betan caves, 
could ~e1nv1goraie a tiring genre. 

'4blisho<T Microsoft 

F r;;ble-1s at=~ stage where we·fnave t.o 
see if1e oolieve ·1. Arj RPG\\novattvely 

premised on seeing lon,g.t10urs of ~ameplay 

change your charader's appeargrce and 
1\lace ir! the worlc.Jcwa& never go\ngto work 
-as a 20 minute preview, nrid~he pods at E3 
did litt1e to ch,ange our feefJf1g - '\.~· 

,Prf>mrsing, laVJSh, :and overdu~ 
Fable !eels (i~Ei it \S.'frr>aJIY neanrg 

'relea?-e with fr()mera{e proble(l'rs mt5f6\flng 
apd t11e <lesign sol dityir.rg Oncludrng tne 

_;dec,sior.to abandon development of a 
multip aye·· O(?tio'11. Ard 'y'et. .SOrneirmes \';e 

suspeE;tecf'we were seeing sho1wt::;. For 
rpsrance. if you buy ae and hand it out to 
get a villager drunk, there's a glowrng 
target ng mechanic. The villager ac~.Jrres--an 

oura that chan9es eo our dependrng:on 
( berr feelings. it's e!fectivc, but '1rnts perhaps 
at a failure to ] nesse tne inter(lcti<)rrs 
St!ff c ently to relay this infor'matiort, M<Jff 
wotJYing[y. iQ a test tl')e combat felt c unkY, 
P<lr1tculady when facing multrple. foes. 

Jhe proot will b~io the plaJ ing. WittT a 
host of RPGs now headed_ to Xbox, 

Fa!J/e neeos to become 1eal1ty; ~a?t· 



Operation Flashpoint: Cold War Crisis 

~ 

t O!ft "\. Xbo> 

t l.f'u!:llist·~, MICrosoft 

Do.c op:·r EpiC 

l t·s smplest to d srogoro the ba•·oque tit e 

ot tnis sp n·of. and coqs rlw rl <1 new &ta1 
for Unreal :;n Xtx>x .B·,t•·"' .IrOn contt~u ng 

l'l~< arcaoe searn alruady present in Uflreals 

rn..Jitiolaye'. 1'\angod weapons <' te r row 
chosen oefo'e a 'match to fill lire ~ost·Halo 

elee su;.::eron.tv - unttl a tt·r (J tJiayC sett es 
t~rn9s wttll a rocket f rptc mu ntarns the 

mechanic ti>a~ce UC2 coil d prove , 
the most dJ11laratinn eptsoofl yBt 



Metal Gear Solid 3: Snake Eater 

T he theme of Metal Gear Solid 1 was 
genetic Inheritance," says Hideo 

Kojima. as the word 'Gene' flashes up on 
the screen. "MGS2 was about passing 
information to future generations through 
our cu'ture and Ideology," as the word 
'Meme' appears. "When we place these 
two elements on our own timeline, we are 
setting up a 'Scene'," and even Kojma 
himself can't stifle a chuck.fe as the 1nitials of 
the three keywords are rearranged to spell 
MGS. it's nonsense, and he knows it. 

Ko,ima's mischievous mock profundity 
remains to the fore as he attempts to 
position MGS3 as a serious commentary on 
the cold war. befcre showing how spinning 
Snake around rapidly on the character 

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 

Chulip 

status screen will cause him to vomit up his 
lunch of mango and raw frog. Judging by 
the new trailer - inspiring awe and 
amusement in equal measure - Snake 
Eater's plot will be as ludicrously convoluted 
as Sons Of Uberty. A young Revolver 
OCelot twirting his pistols for the Russian 
army? A femme fatale persuad ng Snat(e 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 enerries riding what look like jetpack­
propelled pulpits. This, and the inevitable 
mumbhngs about nuclear-equipped Metal 
Gear tanks. undermine any sense of 

Forma,: PlaySta.tion2 
P\Jblisner Natsu'ne 
DcvclopC<. P\Jnchllne 

it's a game about kissing (evel)'one); it's a 

reaction to Japanese society's increasing 

isolation; it's so morbidly bizarre as to make 

Gregory Horror Show look straight-laced. Most 

inexplicable o f all. it's getting a western release, 

seemingly wnh 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 
battles cer1anly 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 Konarni's website (at http:// 
jpn00.konami.co.jp/products/mgs3/english) 
is now open, inviting garners to submit their 
own came 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. If 
Snake is hungry, his speed of movement 
decreases, his aim becomes unsteady, and 
his wounds don't heal. Animals don't have 
to be killed outright, however - you can 
cage them alive to preserve their meat or 

Gran T urismo 4 

Format: PlayStatioo2 

Publishe<· Konami 

DevelOP<!!: In-house (Konaml JPN) 

use the soorp10ns and snakes to 
frighten enem;es. 

A new 'close-quarter oombat' system 
allows Snake to kick. punch or use his knife 
to take hostages and threaten enEtmies. 
With the camouflage index replacing the 
radar, play initially seems more cautious 
than ever, although once drawn into a 
firelight Snake's improved agility gives him a 
chance against !''19 increasingly sly Al. TI1e 
jung'e survival element is evtdently 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 
h'lariOusly overwrought Goldfinger-styfe 
theme song would have it, "I'm st1ll in 
a dream, snake eater". 

Format: Play5l:ation2 
P1rJI snAr: Sony 
De,..loper Polyphony Q;gm.t 

Can anything come close to GT4? 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 tooch at E3 was GT Photo 

mode, which enables players to take and print 

out in-game shots of t~eir 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 

D ovi May Oy was a r3V1Shlng revelat on. 

Devil May Cry 2 was a technocaly 
ftawed attempt to 1nver1tthe goth Mat'ix. 
and thus floppeo miserably. Many placed 

the blame with producer TsuyoShi Tanaka. a 
former ;ournahst (the s'1ame!) who turned 

out to be a poor replacement for the 

inspiration and experience of Shin;i Mikami. 
Tanaka remains at the he<rn for DMC3, 

but ho has takon his c-it cs seriously and 
seems to be learn ng fast. 

Devil May Oy 3 ratans the frantic actl011 

boas of trle second game. but now a lied to 

the <J091nal's wrt and assl6ai1Ce. Capcom is 
de'illltely attempting to push Dante as an 

iconic character: an opening onematic 

features the Si1Ver·h81red shovlmaJl 
nonchalantly d1spateh1119 a posse of scythe· 

wield1ng assailants by surfing on their backs 

and shooting pool ba1s through the aJr ~ile 

chomping on a pepperoni pozza slice. 11 is, Ill 

one of the Of!NI on-screen encot..l'agements. 
'dopo'. As if his Slgnature ve've7 cape 

wasn't enough, this tune around Dante 

sports a range of custorntsable costumes 
inCluding · calm down, lacf19s - an opt•on 

tor hm to go topless. 

Capcom's big innovatioo for DMC3 is 
the ability to select from a range of fight ng 

styles before each mission. So far, these 

1nclude tho Gunslingor (enabling muh•· 
d rectional pstol amng). Swocdmaster lselt· 

explanatory), Tnckste< (wallll.fl and backf'.ip 
abll1bes maxrnrsed) and Royal Guard 

(dcfonsivc). ahnough Tanaka promiSeS more 

styles to come. Swordmaster IS the most 
mmed,ately impressive, allOwing Dante to 

spn h s sword like John Sonham twirl1ng a 

Fo<"'lat PS2 

P~bl srer Capcom 

OeveiO!)e< ln-nouse (Pioductlon Stuclo t) 

dn.msllck and perform special moves such 
as the M .1011 Stab. Anticipallng cameta 

complaints resulting 1'0111 the game's 

proc1.g100s pace, Capcom Wll implement a 
'back camera' ootion in the manner of 

Resident Evil 4 as a hefpfu alternative to 

tl'\e regular fixed perspectives. 

Enemies are faster. uglier and more 
numerous thanks to an enl!rely new engino 

that aloows tor the trenz,cd battles of DMC2 
to be played out1n enwonments that 

exceed even the ociglr.a! game's mposing 

island cathedral's atfYlOSPhere. The first level 

features a ten-storey col~seum aJ».oe a 

CI\Jf11l:fug, gothic, neon-flooded crtyscape. 
The DMC !XIivefse 1oo.<s more fashionably 
Oisheveded than <Ner, although the 

unrern1tt ng L!nkin Park-alike score 
may bo too much for some. 

e3 

Neo Contra 

fo(l'nat PS2 
Publisher: Konami 
Dovoloper: In-house 

Shattered Soldter disappointed many, 
and Konami has take •IS t1me wrth the 

follow-up. Neo Conmt keeps the three­
weapon system, but changes the 1 

perspectNe, adoptong a sloghtly flattened 

top-down presentatoon. h's undoubtedlY 
easier and a more measured exptnenee 
than its predecessor. That's not to say 

the shooting •sn~ frenetoe: coop mode 
and boss battles shone as a chance to 
dust off your lightning reactions. 

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

Gradius V 

FOO'la': PlayStation2 
Pl.oOitSOOr~ Konami 
C~'IE<:per; TteaSUre 

Why, it's almost as ff Treasure made a 
Gradius game. Against a backdrop of the 
skeletons of vast space stations, and in 
between rhythmoeal swoops of enemy 
geometry, Vie Viper fights a g81*8tions· 
old battle ay tried a'XI tested means The 

branching, user-contro41ed upgrade 
system os presetV8d but now OptJOOS -
the drones tnat surround your sh p and 

echo your fire patterns - 1n configurable 
and contrOllable. Ifs vJOnd<lrful. 

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



Final Fantasy XII 
to appreoate the rnaje5lic Mediterranean· 
style locales 1Matsuno's geographrcal 

influences often extend to hrs games' 
themeS. and FFXII foi<M'S thrs trend. set 
against a cross-cultural melodrama). 
Though separated by lengtny loadrng 
screens in the demor'lStration. these areas 
- some of whiCh suggest the return of a 
cohesive overworld, rather than map-based 
travel - are unbroken by the staccato 
progress ot random battles: enemies are 

But thcs esrl't to say that combat rs reduceo 
to slash·and·speli button·mashrng. lhe 
game reta.ns tne senes' heritage of 
bewideringly intncatc combat systems. 
FFXJ/'s IS the Gambit system, Gambits being 
macro· 1ke strategres for the two supporting 
characters to perform rn combat. Gambrts 
on show included mirronng the act1ons ot 
the player, workrng on the1r own initiative or 
acting dofonsNoly wnh support or shield 
spells: the final game will feature a broader 

W rth 58 mlloon copoes sold, 11 

standalone games and ono onbne 
world, where next for the never-erding saga 
that is Final Fantasy? Well, 1f Square-Enx's 
dlotce of Yasumi Matsuno to hoad up thO 
150-odd development team is anyth ng to 
go by rt won't be the same sort of temtory 
we've been in bofore - althOugh technocally 
the game shares a wor1d with two of 
Matsu110's pr91/10us trtles. Anal Fantasy 
Tactics and Vagrant Story. The totter 1n 
partic.Jiar Indicates the vastly drfferent, 
almost experimentai, style ot storytel ing, 
dramatic resolutron and gamoplay h1s 
productions present -a stark contrast to 
the generally predictable progress of the 
Final Fantasy series proper. In concert with 
co·statrers from his prevrous works. 
rncluding character artrst Akrh ko Yoshrda. 
Matsuno·s sensbilrties have been 
transferred to lhe ep;c scale or a tradrtional 
Flf'lal Fantasy tJtle - With a result ta·'lS ol 
neither works could have expected. 

By delaying the release, Square is at least 
stlowing fa1th in the (obsessive) vision 
Matsuno's team has for Final Fantasy 

Its an eye-openng rnx that was 
demonstrated, to reassurirv,1y hypeltx)ic 

reactoon, at E3's 'rrst playable show1l1g The 

most !lOtrceable aspec1 IS the rnuoductoon 
ol a ful 3D environment and th9 proviSIOO ol 

camera controls to the player, a~ the better 

clearly V1Sio e to attack or avoid. 
lnterestrngly, this means posrtion becomes 
an rmportant consideration (FF Tactics fans 
take oote) wrlh ranged weapons gaining 
power when used from elevation. 

Addrtronaly. your party can be 
posmonec freely around foes to spirt attacks 
or draw atten11011 away from weaker 

members. Stxpnsengl;~ other combatants -
both afJe5 and foes - can pn a battle m 
progress ending an l.l'lpred'retable eiement 

to seemingly straJghtfocward encounters. 

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

selectron to be 00\Jght. fought for or 
drscoverod rn tho course or play 

.Accordrng to Matsuno, the man 
intuence for suCh a radrcal cnange 1s the 
direct control enabled by online games. As 
a player of UltJma Online. EvetOuest and 
FFXI, hcs ententoon With FFX/Irs to blend the 
posrtrve aspec;:s ol both the on~ne and 

otffine RPG experiencos. 
"I play FFXI regutarty, although my man 

charactOf rs orly at level 17: t>e laughs. 
"The aspect of such games Ill«! IS the 

abirty to form a party and ge OUt on a 
quest. That's why cal rt an offlrno g<roe 

v.'ith an online feel." 

His other crted .nfluence rs less prosaiC: 

the commercral pressures ol WOP<ll11 on 
suCh an rmportant tile. 'What I find hardest 
is balancing my role as a bvs1nessman w1th 
being a gamer,· he cxplruns. "If t can h1t my 
release date and ft,lfil 80 per cent of my 
VISion of the game, then I wi I be happy." 

Though there's no doubting tne quality 
and polish ot what's currently on show, FFX/1 
seems to be exper•encrng a turbulent 
development. Square said in May thot tho 
game would be delayed from ~s 2004 
release to a more nebulous 'wrnter 2004-
soring 2005', setting Japanese message 
boards alight with rumours the game had 
run foul of everythrng trom creatiVe fnctron to 
the design being too grandiose for the PS2. 

There could be truth 1n erther. and rrot 
Pecessanly With dire consequences By 
delaying the release. Square is at loast 
sho-1'<11'19 faith in the (obsessive) VISIOI1 

Matsuno's team has for Flfl8/ Fantasy rt 
the E3 ShoWing is i'1dlca!Ne of the game 
as a whole. things are looking bright not 

just for the tranchse's futlX9. but 

that of the eastern RPG. 



Yoshida's character designs are 
unmistakable, but the bright colours 
are a nod t o previous FF artist Tetsuya 
Nomura, easing the stylistic transition 

Format· PlaySta1ion2 

Publisher: Square-Enix 

Developer: In-house 

Blood Will Tell 

Formal: ptayStation2 
Publisher: Sega 
Oe•1~r: Saga Wow 

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 development o, 

Osamu Tezuka's manga. With little 

indication of how the story progression 

or dual-character dynamic will play out. 

all that's on show are rhythm-action -style 

combos and a uniquely bleached 

aesthetiC: we remain optimistic the full 

version has greater depths to appreciate. 

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

Nano Breaker 

Fonrot: PlayStatlon 2 
Pubt stter; Konami 
Developer Konami Tokyo 

Koji lgarashi maintains that it's oil, not 

blood, that enemies in his game spew 

across the scenery; we certainly hope so, 

since it's literally counted by the gallon. 

Nano Breaker recycles the PSZ 

Castlevania engine with more grace 

than its marauding machines do their 

human prey, but gameplay is at one~> 

too familiar and less convincing, making 

it unclear if there's a heart behind all 

this furiously pumping red. 

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



Killzone 

A nd so to PlayStation2's Halo killer. One 
of the most anticipated games of the 

show, Kif/zone seems to have got the full 
backing of Sony, being one of the few 
European-developed games to get the nod 
from the American office, perhaps because 
its Santa Mon;ca branch plays an advisory 
role. First impressions were dominated by 
the tightness of the game's vie\'l'ing angle as 
well as the large size of the onscreen 
characters, which gives the game a 

Killzone's weapons feel satisfyingly heavy, and, 
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 

completely different feel to other shooters. 
The game's heavy metal art direction sets it 
apart, while another out-there stylistiC 
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 
overall experience. Well, maybe, but it 
proved disconcerting for some players. A 
similar addition is a stamina system, whiCh 

Format Arcade, PS2. Xbox 
Publishw: Capcom 
Developer: Producllon Studio 2 

Featuring characters from SF/I, SF/11, SF Alpha, 

Darkstalkers and, er, Warzard, Capcom's tagteam 

Infighting game has drawn two equally strong 

reactions from fans: d isdain for the shameless 

sprite recycling (Morrigan will be locking 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, Kif/zone is shaping up to be a 
game you won't be able to gnore. 

Three character classes, ranging from 
typical heavy weapons guys to assault 
trcops and snipers, were playable in the E3 
demo, and there will be an extra one 
available in the finished game. One key 
feature is the squad AI, whiCh sees the 
dreaded Helghast hordes preferring to fight 

Foonat: PlayStation2 

Puollsller: Sony 

Developer: Goerrilla/Sony Santa Monica 

behind cover rather than die hopelessly in 
front of your gun as in most other games. 
Level design is also tnteresting, mixing the 
usual tense corridors with wider expanses, 
trenches and many scripted eventa And 
considering the more lhoughtful approach 
being taken, it may well be the qualily of 
such scripted events that will provide the 
necessary firepower for Kif/zone in its 
shootout With established franchises 
such as Doom. Half-Ute and Halo. 

Champions: Return To Arms 
For1na1: PlayStatlon2 
Publsher: SOE 
Developer Snowbllnd 

Though most European players will have yet to 

experience the dungeon-storming delights of 

Champions Of Norrath (or the frustration of its 

sparse interne! functionality), the game has 

already garnered a sequel Stateside. Return To 
Arms adds the expei::ted 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 

San Andreas introduces a new 'squad-based' element, In that you can rope in three of your 
homles to perform drive-bys on rival leaders. Can you do this on a bike? it's not yet clear ... 

T here was no playaOie code. no Video 
and only a handful of screenShOts. yet 

the merest whisperings o' San Andreas 
game deta Is at E3 were enough to eclipse 
opportunist cnrne contenders I kc Eidos· 25 
To Ufo. Tho speculation stops here: san 
Andreas .sn't a city, it's a state, comprisng 
re-maginongs of LA. san Francisco and Las 
Vegas. Rocl<star reckons that the play area 
v.il be SIX times tha; of VICe Oty. 

ThA earty-'90s llmefrarne mea'1S the 
oponong stages will irrrnerse the player on 
west coast gang culture as glonfiocl by 

Tupac and Snoop. As your Elrrll•re exPands 
- and the sense of actualy control\ng a 
gang, from orchestratng hetSts to runnong 
caSJnos, wi I be far more tangobe- you'll be 
miXJng with rural rednecks one monute and 

Hollywood elite the next. In terms of 
gameplay, think Manhunt's act.on applied to 
the GTA uniVei'Se, add extra hand·to-hand 
combat ab4 otl9S. new ways to pcrlorm the 

standard ca')aekings. dUal oistols. cycling, 
swvnmng .. . and If the last two new abtotiGS 
make th s seem I ke an exercose som. 
you will have to stay fit to stay alive. 

e3 

Midnight Club 3: Dub Edition 

N eed For Speed Underground's sourpnse 
success last year proved that the boy 

racer dOllar os well worth courting. The thord 
outong for Rockstar's ontine street racing 
franchise promises to up the ante by 
teaming woth Dub - the hip-hop-influenoed 
·avtornotJve lofestytes magazine' - to offer 
infinite possbiL;J9S to · pmp out your ride· 

Rockstar Fl•lally seems to have tuned 
Midnight Club graphically to the point where 
it can compete with Burnout, NFS, Ridge et 
al, and is celebrating by packing Dub 
Edi!Jon with licensed luxury rides suct1 as 

the Mercedes CLSOO a'1d tile Gadillac 
Escalade. A I are customsablo to the point 
of pedantry, woth decals, Gucc1 interiors and 
colossal chrome nms a necessoty. , 

Boasting that no other developer can 
handle open-dty, multtplo-route racing with 
equivalent speed CY1d foa r. Rockstar has 

upped the top speed of ~s motors to a 
lnghterting 200mph white IncreaSing lhe 

traffic. Mtdnighc Club 3 os naroly l1kely to riva 

GT 4 lor precise real sm, but the egoon or 
luxury car culture lc\lshtsts out there 
is a potentially greater aud ence. 

Three American eo ties, chosen for their automotive heritage, are In the game: Detroit (the 
original motor city) , San Diego (street racing capital) and Atlanta (hip-hop heartland) 



God Of War 

What's easy to lose soght of in the bloodlust is the intricate architectural and puzzle design -
Jatfe is another Ieo devotee, and ots onfluence lends GOW a majesty beyond the butchery 

C onS~C~er;ng that the bran belllld God 

Of War IS TWISted Metal creator Da\IICl 
Jaffe, it's perhaps not surpnsong ~ IOIIOives 
plenty of blood guts and assorted ccmage 

Se: in thC uniVerse of Greek mythOlogy, 
the action centres on tt'llroperson combat 

With the developer boas:>ng an 1nnovative 

battle system based around cha n·bladed 
weapons. Up to 20 moves wil be ava,lable 

as combinations. w1th the start ng move a 

grab techn que. Once accomplished. >t w 11 

enable players to attack the r enemies until 
they can trigger the sort of fin>sh ng moves 

belo'Ved o· Mortal Kombat fans - cue 
fountaons of the thicK red stuf T>1efe woiJ 
also be opportll'1itieS to transfoon rno the 
trt.Aar god once your combo meter >S '.Jty 
chargeo. Plot-wise, the action takes place on 

flashback, v11th Kratos. the suicodal Spartan 
wamor you play, attempt.ng to col'ect 

Pandora's box from a temole of rend sh 

traps and other nasties. Comb ned wit'l 

the sort of raw humour characterishc of 
Twisted Metal, rt should add up to a 

package which wi I at least play well 
on >IS core US market. 

Silent Hill 4: The Room 

N ormally. when a llldoogame boasts 

about rts textures. t's hoping you'll get 
exCited about how SCC\..rately 1t reproauces 
tarmac. What 7he Room boasts IS an 

entirely d,fferent prcpos.t10n: new glue. On 
top of the blue-beige stumps of IMd flesh 
and the pink·be>ge tatter of rotted 
wa:lpaper. Silent Hill >S now smeared in 
strings of st>eky salva, bindtng enemies n 

place until the'{ tear froo will' sickeningly 
elast1c effort. 

Enough. Silent Hill is a game where 

descnbing the gruesome mis-shapes of the 

enemes constitutes JUSt as much of a 

spoier as letting slip an unl>mefy death on a 
new F1nal Fantasy game. Desp>to the 

generous demo on offer. rt was hard to 

piece together any sense of dread. 
Desp>te the new nasties. there are 

d•saopointrPents. particu:any in the 

an mat10n. Many aspects now seem 
anttquated rather than traditional - limitod 

camera control doesn't solve all the 
movement problems, and the tirstperson 

view used for inside The Room has 

worryingly poor defauij controls. 

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



Jak 3 

Jak 3 is as professional and 
polished as we've now come to 
expec t from Naughty Dog, but 
true innovations seemed to be 
in short supply in the E3 demo 

Ratchet & Clank 3: Up Your Arsenal 

W eapons have atways been central to 
tile appeal of the Ratchet & Clank 

series, but now, three games in, you're left 
wondenng if there's anythtng new developer 
tnsomn~ac can come up with that doesn't 
seem hke simply clutching at straws. Thts 
wasn't an aspect we were able to fully 
tnvest.gate at E3, but we can report that 
the game engine ts still fast and fluid, and 
there are wave upon wave of dumb 
enemies to pick otf however you see fit. 

The big deal th•s time around is 
multiplayer onltne combat. which supports 
up to eight participants with deathmatch 
options plus capture the ftag and a mode 
entitled Siege, wh eh sees you attempting to 
take over enemy bases while keeping an 
eye on your own and making use of the six 
playing arenas· selection of vehicles. 

lt 's not yet been a year since the last 
Ratchet garne, and the evidence so far 
supports this, with part tl1ree's E3 shoWing 
appeanng rather production-line in terms of 
oontent. Perhaps Sony believes that the 
onhne play will be enough of a selling 
point for the game. 

FOfiTlill: Play$tation2 

Publishe': SCEE 

Developer: Naughty Oog 

D id Naughty Dog make a m•stake in 
attempting to work elements of GTA 

into its previous Jak title? Many gamers 
thought so. and perhaps the developer 
agrees, for it has Jettisoned such notions !for 
this sequel. Instead you're faced with a 
more traditional acboner. albeit one filled 
with just as much gunp ay as before. 

The big change here is the range of new 
modes of transport on offer. key among 
them a flying craft, whtch you pilot around a 
massive ftoattng, indust'ial-looking structure 
swarming with enerny vehicles, and a sort of 
dune buggy. The latter is especially handy 
because much of the game is set in a 
sandy, desert-like wasteland - a jurnp 
oontrol allows you to leap over boulders and 
marauding, Mad Max-style adversanes. 

The usual selection of minigames 
appear to be in place (one level sees you 
riding on a lizard's back. chasing sma ler 
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 11. 

Format· PlayStation2 

Publisher: SCEA 

Developer: lnsomniac Games 

11 looks great and it plays solidly 
- just l ike both of the previous 
Ratchet games, in fact. Will 
online 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: probably. Capcom •sn't 

yet in a pos•tion to make any kind of 
guara'ltee. but a number of 'actors mean 
there's a much oe:ter cnance o' Monster 
Hunter ma~ng •t onine n Europe than tnere 
was for Residetlt Evd Outbreak. WllcP is a 
VfXY tar•t<ilsong prospect. 

W~n an unrivalced sense of the actual 
outdoors. Monster Hunter gives you 
enolcss mounta•n voslas and grubby, barky 
bushes to crouch under wh•le you await 
your prey. M•ssiors are s•milar offline and 
onl1ne - collect some specific mushrooms. 
k 11 a certain number of raptors, bnng back 

some perfectly cooked meat, al w <h•n a 
generous tome !omit Combat is bloody and 
brutal. controlled ... ~m sweeps of the right 
sbck. ond elaborate clothes and weapons 

can be hewn from the spoils you drag back. 

Satisfying but ijm~ed in singleplayer, the 

powerful sense ot character. communrty 
and place in tho networked game mean 
there's a good chance Monster Hunter 
could blossom onto a phenomenon of 
Phantasy Star Online proport•ons. 

Death By Degrees 

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

i'OIT'lal PlayStaticn2 

Pvlll 5/'oer. Cepcom 

De·.-eiQper In-house 

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 
they gradually become blunt 

I n market ng terms it seems a shoe-•n: 
take the sex•est character from Tekken 

and make a story-based boot 'ern up. 
Add a novel X-ray v1sion system for the 
targeting of bones and 1nternaJ organs in 
order to inftict an accurate one-nit 
deathblow on the bad guys. 

And. for good measure. 1nck.lde a 
tutorial mode n which Nna Wot.ams wears 
the smallest b kill po$$lble. Oh. and don't 
forget sorr19 good old 004 woggle. 

Well, nice ideas, b~ on th1s showng 
Namco's got a long way to go to pull the 
trick off. The btggest •ssve. surpnsingly, is 
control. Using the right analogue for 
triggering combat moves should be fine (it's 
worked n plenty of other somolar games. 
such as Grabbed By Tho Ghoulies). but in 
th•s case sluggiSh anomatoon combined "'lith 
weak ool sion detectoo makes ITIOIIi1g 

around the enwonment a !aSk, let alone 

targeting fr,e wrrect enemy. 
Combine such fa~! ngs With a large4y 

uninspired plot ard soonOI)' and the newly 
formed team behind OBD seerrs to 
have its work cut out. 



Shadow Of Rome 
FO<mat: PlayStation2 Puohshcr: Capcom 

T he Onimusha series has been a huge 
success in Japan, but less popular in 

the west. Capcom believes its setting may 
be alienabng, so Keiji lnafune has created 
this Roman romp to attract a significant 
American and European aud,ence. 

The game certainly has epic 
pretensions, with the murder of Julius 
Ceasar forming part of the plot. "In one way 
you could say you were learning 
something," says lnalune, a little ambitiously, 
of the story's facVfiction blend. The 
gladiatorial elements we played weren't 

Developer: Production Studio 2 

exact~/ Shakespeare: you jostle for 
weapons hurled into the arena by the 
crowd, and proceed to pummel your 
opponents. The idea IS fun to begin with but 
limited by clunky movement. Playing as the 
alternative stealthy character, Octavius. the 
insensitive oontrols could serve to frustrate 
players during what are otheiWise cleverly 
constructed scenanos requiring disguise 
and evasion. A video showed chariot racing 
and mass battles which looked more fun 
than the sections we got to play, so 
expectations remain high. 

While Octavlus (top) must use unsporting methods to dispatch foes, fighter Agrippa (above) 
does so with considerably more spectacle. Capcom clearly believes westerners love this stuff 
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Shin Megami Tensei: Nocturne 
Formal : PlayStation2 Pub.1sher: Atlus USA Developer: In-house 

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 dungeons 

T he eye-catching PS2 incarnation of 
Atlus' occult RPG series has tantalised 

western fans for almost two years, with 
Atlus USA proving evasive on the 
localisation issue. But though the series' 
traditional cast - devils, deaths and gods 
from every possible religion, a tyrannical 
creator and a slightly sympathetiC portrayal 
of Lucifer Morningstar - won't do it any 
favours, a North American release has at 
last been oonfirmed. 

Though it's unclear if the game's content 
and complexity will remain uncut, a positive 

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

Of more interest than the petulant 
demon-hunter, though, is the opportunity to 
see series artist Kazuma Kaneko's unique 
des1gn in lovingly modelled 3D. Newcomers 
may also be pleasal'ltly surprised by 
Nocturne's intelligent, if labyrinthine, plotting, 
and the freedom to throw your lot 1n with 
any of the game's disparate dogmas 
or strike out on your own moral path. 



Sly 2: Band Of Thieves 
Format PlayStation2 Publrsher: SCEA 

T he orig'nal S:y Cooper had style and 
charm to spare, but never managed to 

steal all the hearts it seemed se1 to; its cuH 
success, however, has given Sucker Punch 
a second chance to get rt right. The initial 
concern is that rt's ca~acked the GTA 
bandwagon (as did stablemate Jak & 
Daxter's sequel) - open environments 
replace the level-by-level style of old, and a 
leaner, meaner Sty now packs combos. 

Thankfully, Band Of Thteves has retained 
the anginal's feel - Sulhvan-Biuth does The 
Srunt -and refocused the gameplay al011g 

Oovclopcr SUcker Punch 

with the redesign, emphasising thie\ing over 
double-lumping. Each level presents a heist 
to be set up, pulled off, and escaped in a 
string o' knowing film and game pastiches. 

Sly remains the acrobatic st¥ ol the 
game, but his accomplioes Bentley :he 
turtle and Murray the hippo are now 
playable characters. Combintng the trio's 
complimenting abilities - Bentley is a 
demolitions expert and Murray the muscle -
is the key to success, and though heist 
plans are predetermined, the levels 
suggest emergent possibilities. 

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

Enthusia: Professional Racing 
Forrr.at: PlayStation2 Pt.b 1st er: Konami Devclope~: In-house 

lt 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 

Contrary to its unusual title, thare was 
little enthusiasm for Konami's new 

racer at E3. Produoed by former Rage 
Racer man Manabu Akita, Enthusia's air1 is 
to provide a doggedly realistic racing 
experience. Yet in its current form, the game 
conveys little of Gran Turismo 4's bite and it 
appears to eschew pre-raoe tinkering or the 
idea of a lengthy career mode. Instead, 
Enthusia's USP is a 'visual gravity system', 
manifested in a gauge at the bottom of the 
screen that deptcts the 'G' exerted on your 
vehicle at moments of stress. lt suggests 

how much brake or gas you should apply 
and where your tyres should be pointing 
during a drift to achieve the perlect corner. 
This makes for a sterile experience - surely 
in a racing game you learn how to achieve 
optimum perlom~ance by sight and feel? 

The idea of randomly generated tracks, 
forcing you to drive instinctively instead of 
relying on memory, is exerting, but it will onl 
apply to the desert levels. As th·ngs stand, 
it's difficu~ to see how any number or 
accurately modelled, licensed 
vehicles will invigorate Enthusia. 



Format: PS2 

Rise Of The Kasai Publ shcr: SCEA 

T he lukewarm reception afforded to 
SCEA's arthouse brawler The Mark Of 

Kri was widely rumoured to have nixed its 
intended tnlogy; news followed that the 
development team had left Sony's San 
Diego studio. Happily, E3 confirmed the 
seoond rumour and proved the first to be 
greatly exaggerated. Now operating as a 
Sony third party, the team has been 
developing this follow-up since early 2003. 

Rau's younger sister Tati takes a 
playable role in Rise Of The Kasai- left 
somewhat maladjusted after her attempted 
sacrifice by the Kasai cult, she has grown 
into a rebellious thrill killer with a suite of 
finishing moves even rrore grisly than her 
bearlike brother's. Much of the game will 
see the two playing cooperatively, with the 
other sib! ng controlled either by AI or a 
seoond 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 Kn"s 
fans will have already got what they -~ 

wanted: the series' continuation. 

DoV('..oper: Bottlerocket 

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 
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EyeToy: Anti-Grav 

FOt.nat PlayStation2 
l'ubl sher SCEA 
Dav'GiopA•: In-house 

E3 saw debut of the first Eye Toy games 

from outside London Studio. Sega 

Superstars is an obvious - though 

charming - application, but Anti-Grav is 
1 

entirely more ambitious. A hoverboard 

racer resembling TrickStyle, you control 

the board with your body. Even after a 

lengthy calibration, and played aga~nst a 

blank wall, the game was having difficulty 

mapping movements. however. which 

made it impossible to assess rts merits. 

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

Samurai Legend 
Musashi The Getaway: Black Monday 

=ormat: PlayStation2 

Publisher: SCEE 

Developer: In-house (Team Soho) 

Format. Pkly$tation2 
Pl.JblishE!"': Square-Enix 
Developer: ln.oou&e 

Essertially a follow-up to PS1 title Btave 

Fencer Musashi, this is a slash 'em up 

with slight platforming overtones. The 

most obvious upheavaJ here is the 
graphical style: Square-Enix has opted 

fO< a bold type of eel shading which is 

pronounced 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 satisfying gameplay. 

As well as human-esque enemies, the 
game also featuros a selection of cute, 
pseudo-steampunk robotic adversaries 

Bikes are a major new addition to The Getaway garage, but you can't help feeling that it's 
two years behind the Grand Theft Auto series with some of its ' innovative' new features 

G lasgow. Birmingham and Liverpool all 
wanted a piece. but ultimately The 

Getaway's sequel was awarded to London 
-Team Soho spent five years building the 
damned city and wasn't ever likely to start 
again from scratch. Instead, the developer 
has concentrated on opening up Lo'ldon's 
intenors. railways (includ'ng the Tube) and 
waterways. That also means more 
pedestrians on the streets and a greater 
range o' vehicles to steal. The ct1allenge 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 pool cues) are a good start. 

Team Soho is agan putting emphasis 
on the storyl.ne. Hopefully. the scriptwriters 
can conj<Jre a rnore 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 presented Black Monday to the 
Cannes festival as the pinnacle of game/film 
convergence. so its sub-Lock, Stcck 
stylings will need to be sorted. 



Snowblind 

-orrnat: PC. PS2. Xbox 
~lib s~-er: Eidos 
Dov<lopo<: C.ystol Oynrunlcs 

An escalating conf:ict in dark near-future 

Asia •s the setting for Crystal Dyr amics' 

firstperson shooter. in which various 

urban warzones must be reclaimed with 

heavy weaponry and b io-augmented 

abilities. If 1! sourds a little Deus Ex, 
that's because it was orig na ly designed 

to be a spin-off from Ion Storm's I cence, 

but hc!is since gone its own way - or at 
least as much of its own way as the 

gritty cyberpunk FPS theme allows. 

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

STALKER: 
Shadow Of Chernobyl 

rom·a!: PC 
PuQI <;."'er· THQ 
Ocv'OIOPOI GSC Garnewor1d 

GSC Gamewor!d was playing 

Scheherazade at E3, spinning yet more 

stones about one of the most captivating 

PC game •deas ever proposed. Whether 

the rumours o f 'unlimited' p!ayers for the 

multi player maps actually come true ­

which, of course, they won't - rt'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 realrty. 

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

Half-Life 2 

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

0 ne of E3's disappointments was the 
lack of a playable Half-Life 2 de-no, 

a~ hough you can sympathise with Valve for 
be ng ultra-protective, especially after the 
code theft scandal. Instead. Valve's Erik 
Johnson showed us a lengtny video 
comb.n'ng footage old and new, conc·uding 
vvrth a teasing glimpse of Counter-Strike 
running on Source and an affirTT1alion that 
Half-Life 2 will be released 1n the summer. 
What counts as summer in Seattle? We 
suggest planning a sickie tor September 9. 

Firstly, we w8fe introduced to City 17, 
the crumb ing, totalitarian metropol s 
patrolled by Combine Metrocops. it's the 
game's opemng level, you don't nave a 

weapon, and if you get too near to a cop 
you can expect a coshing. Your powerless 
sitvation forces you to absorb the city's 
atmosphere. and appreciate the referential 
wrt that sets Half· Life 2 apa1 from its 
humourless FPS rivals. Mostly. though, 
Half-Life 2 is all about spectacular lirefights 
against grotesque enemies and hordes of 
heavily armed troops. 

As the colossa' robotic Striders stak 
City 17's hapless inhab:tants. anyone who 
had nig!-)trnares about The Tripods as a kid 
is suddenly transported back. Even the 
'manipu ator gun', whose secondary fire 
sucks up random objects svch as oil drums 
or furniture. and launcnes them as 

Format PC, Xbox 

P .b ISher: VIvendi Univetsal 

Developer Valve 

projectil!lS, seems 1nelfectual. Time to ru'l. 
Valve ts rightly proud of its vehicle 

physics, a rusted buggy with mounted 
machine-gun prov1ng to be a smart way to 
zip around the coastal levels wh le finng at 
enemy hoverbots and the rollerm nes they 
drop in your path. Ascending a shipyard 
crane, it's possible to grasp a container and, 
with a little momentum, swing it into a 
phalanx oi advancing enemies like you're 
playing human skttles. That's the Havok 
code in full effect. Again. 

This was the l'l'lerest of glances at a 
game that will be colossal in scope, 
combin1ng scripted set-pieces with 
immense player treedom. 



Doom 3 

A rare GDC address by John 
Carmack eartier tl'is year saw id's 

superprogrammer comment on gaming 
hardware's exponential one-uprnansh p­
someth1ng dear to both nis heart and 
project. The Doom 3 engine, once so far 
ahead of 1he curve as to have passed over 
the horizon, locks considerably more mortal 
tour years on (as Carmack had pred cted). 

it's also provided more t me to consider 
~hat although Doom 3 is posed as a 

Revenants - patently the all-t ime greatest FPS 
enemies after Hexen's Dark Bishops - will be 
making a reappearance, as will Doom's 
traditionally organic hell-world environments 
once the fight i s taken out of the UAC facilities 

Crash 'n' Burn 

reu11agin ng of the original, 1t's not so much 
Knee-Deep In The Dead as occasionally 
ankle-deep. tntimateiy horrific encounters in 
tignt corridors replace the stampedes 
through stadium-sized concourses. The 
game moves at the oily, shuddering pa:;e of 
a bad dream, not the l'.vrtcn-dash rush 
requ red to complete levels under par. If 
Doom was ever a fi'm homage, then th s is 
a step back from Aliens to Alien. 

But you knew that already: what's 

Fcrrr.a:. P$2, Xbox 
Publb:·l&r Eido6 
Developer crmax 

lt's a long way from being a Bumout clone - long 

enough that you wonder why the assumption 

was made. it's lacking Burnout's gleaming 

visuals, but the combination of bru sing circuit 

races. debris dodg ng, recogn,sable city settings 

and car custom1sation puts some d stance 

between it and the competnion. The unchantable 

will say it's more a case of pick 'n' mix than 
crash 'n' burnout, but the net resu~ is still fresh. 

re!T'.arkable, then, is how id has stuck to 
its shotguns on the VISion for the game 
while the genre has massively expanded 
around them. lt puts Doom 3 in the curious 
posrtion of being a most outmoded - in 
scope and visuals, if not in technology - yet 
also the most important trtle id has 
produced n terms of escaping its se~­

.mposed pigeonhole. 
Vicanous Visions' Xbox port was on 

show. and though its idiosyncrasies baffled 

Juiced 
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Fom1at: PC, Xbox 

Puol shec Actillision 

De·:eloper: Id (PC), Vicanoos Visions (Xbox) 

some players (as was also tne case with 
Ktllzone, see page 54) the limited demo 
proved popu~r. The Xbox vers·on's oocp 
mode was neither implemented nor up for 
discussoon, and at this stage it's difficulttto 
gel a feel for how 1t could work within the 
'c'nemat c' ca1T'pa1gn. Tense gunfights 
between impenetrable shadows and 
chunks of cover, however, suggest both 
vers ons' fourplayer death matches 
could be an interesting proposiCon. 

=ormat. P$2, XbOx. PC 
PubliSilC' Acctaim 
05'\'o?lop&~: Juice Gamos 

With modded car racing now firmly established 

as a viable genre, rt seems that publishers are 

pushing the form to see how far it can be taken. 

Enter Juiced, with over 50 licensed vehicles and 

thousands of real-world mods to purchase for 

your motor, from body decals to in-car 

entertainment. Online races will be avalable on 

every platform, and the game looks capable 

enough grapnically, More on these pages soon. 



GoldenEye: Rogue Agent 

AI opponents wi ll f ight 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 ou t t o get you 

EA has sens.bly destroyed al references 
to this game as GoldenEye 2 in order 

to sh r1< comparison with Rare's seminal 
N64 FPS. Not that Rogue Agent is a duffer 
- it was o11e of the smarter console 
shooters at E3 - but ~s immaculate sheen 
mMcs it an extens1on of the Everything Or 
Nothing aesthetic rather than a tnbute to the 
groundcreaking garneolay oi GoldenEye. 

Rogue Agent's hooK ,s that you get to 
play not as 007, but as a badd'e whose 

LOTR: The Third Age 

story appears to be loosely based on MI6 
defector Alec Treve yan from :he GoldenEye 
movie. The presence of Aunc Goldfinger, Or 
No, Oddp b and a number of c assic Bar d 
loca,ions such as Blofeld's volcano and the 
Moonraker launcn pad add to tne al ure. 

P ay is fast-paced. with aggressive 
enemies contnbuting to the sense of pan c -
they' I team up to corner you, or shoot out 
glass panels to get a clear shot. EA has 
contnved an acronym for rts AI (emotional, 

rof~t GC. PS2. Xbox. 
?J . .tblishe· EA 
Ds\'~iope-": ln....f'IOu:$e 

You can't fault this R1ngs RPG's thoroughness in 

litttng Japanese RPG mechanics wholesale. but 

the timing leaves something to be desi'ed. In a 

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-defeati'lg 

conservat sm, though EA col. Id well predict that 

it doesn't need to, given the gilt-edged licence. 

v sceral, i'ltelhgent. learning: EVIL, geddit?) 
to emphas se the way that adversaries will 
get wise to your tactiCs a'ld attempt to use 
them agains: you. Stealth is not ar option, 
as you'll be ht.onted down mere lessly. 
Corridors are eschewed n favour of open 
arenas vJith plenty of obstacles arranged to 
enhance the game's strategy. Most !eve's 
a so feature ~,idoen ·oeath traps' - switches 
or pulleys that trigger a destructiVe event 
(such as a shuttle launch) to d•spatch a 

r ormat GC, PS2, Xbox 

Oevalooer In-house (EA LA} 

clutch of enemies a1 once. This doesn't 
sound hke a notable development until you 
cons der the rnul!iplayer possibilit es. 

In fact, mull player s vvr ere Rogue 
Agent really comes aiNe, offenng 
deathmatcn, team deathmatcn and coop 
options for eight payers over Xbox Uve or 
PS2 onlir e. EA has fashioned another 
n..ihlessly efflc1ent Bond game. but the 
death of its mull player suggests it 
could be something more besides. 

Headhunter Redemption 
Format: PS~. )(bo)C 
Pt.•O S.hAr: Sega 
ac .. ·etcper· Amuze 

Headhunter's retum remains a mixed b lessing. 

it's confirmed that an o der and wider Jack VVade 

will be occasionally playable, though grunge-chic 

protege Leeza X takes :he starring role. The 

motorcycle wi.l not be returning, nor wi I much of 

the original's stealth. This concentration on 

run·and·gun action may g•ve Redemption the 

cohesion of pol sh its forebear lacked, but from 

the demo, at least, 1t's a less exciting prospect. 



Destroy All Humans! 

I t starts with the cows, because tnal's 
what the conspiracy theonsts want you to 

believe. Destroy All Humans! is so steeped 
in 1950s B-movie pup that the game 
begins with that most typical of xenomorph 
recoM: cattle abduction. 

With that under h s space belt. Crypto ­
a textbook Grey and a one-alien army sent 
by the Furon race to clear an Earth-s zed 
path for the immir>ent invasion of the galaxy 
- can research h mself a little closer to 
understanding jt1st vvhat makes humans 
t ck. so that he can snuff tr em out as 
pain'ully ano loudly as possibly. 

However. vvhi e Crypto possesses the 
kind of weapons that loo« ike they've oeen 
torn from the back pages or a creature 
feature comic - the Quantum 
Deconst·uctor, the Cortex SCanner, and the 
Zap-0-Matic 'aser gun, capable of reduc1ng 
humans to charred mounds - he also 

possesses tr e ability to impersonate any 
one of the popufat on if he can get close 
enough, assuming their appeerance before 
using his psychokinesis to f.ing the 
redundant body out of sight. 

Impersonate a general, and yo1.1 can 
infi !rate a war council to disn out a strategic 
suckerpunch of a diVersion - "There ain't no 
aiens here. nup." You'll even end up going 
as far as impersonating the president, 
addressing the nat on and rebutting claims 
of an impend ng al en invasion. And 1f ttus 
sounds like toe pattent a course of action, 
there's the option to body snatcn or 
hypnot1se a hap'ess inhabrtant. 

o r cot.rse, lhe element of wanton 
destruct•on isn't a half-measure. Crypto can 
gunfight his way through a military blockade 
before sett1ng up a wall of fire that hahs 
tanl<s in their tracks. And 1f the on-foot 
in.tiative isn' t successful, tr.ere's always 

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

Format PS2. Xbox 

Fvb'SMr THO 

Developer· Pandemic Studios 

recourse to Crypto's UFO, stocked with 
cult ng-edge death-tech. such as the 
tower-qvak ng Sonic Boom. 

Than'<fully, the wotld around you s fully 
destructible and buoyed by a robust 
phys cs engine, allovvrng you to Destroy All 
Bu ld1ngs, too. Your UFO attacks have a 
b.ast radius bigger than that of any crop 
Clfcle. send ng a streetful of cars ftioping I ke 
pennies as you unleash a mangl ng wave of 
destruct•on on the population. 

Wh le the three-pronged approach -
stealth through imperso'lation, on·foct 
combat and UFO-based ultravio ence­
seems to be a mix 'n' match offerif'g open 
10 the player's own whim, it's unclear JUSt 
how free roaming the levels will be, and how 
funnelled and prompted the missions are 
that take place within tr.em. 

One thing's for sure. though: it'll 
detmtely start with the cows. 
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NARC 

Fom1at PS2. Xbox 
:;:,LoO!iSh:!r: Midway 
Oe·:eooer: In-house 

Video-only at the show, the State Of 

Emergency-engined reworking of 
Midway's 1988 classic appears more 

involved than its donor title - we can't 
help feeling it's a missed opportunity for 

a knowing '80s-excess homage, pastel 
jumpsuits and an. Unl ke the orlgrnal. 
W1nners can now Do Drugs should they 
choose to be a corrupt cop. and gravel· 
voice talent includes Michael Madsen, 
M1chaet Wincott Md Ron Pert man. 

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

Star Wars: Republic 
Commando 
ForMat PC. Xbox 
Puo <SI"G1: LucasArtS 
De·•elopP"r In-house 

The challenge with this game was a\vays 
going to be perfecting the balance 
between the active and the tactical. 
Things are certainty looking promising, 
with troopers getting on smartly with the 
job in hand rather than bogging you 
down with micro-man-managemeht 

tasks. The weapon set. though l1mrted, is 
hefty and sat•sfying, and the pared-down 
Star Wars chic adds criSp and stJiking 
detail to the ptain corridors. 

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



TimeSplitters: Future Perfect 
F-~r!'!lat PS2, Xbox. GC Deee oper: Free Radical Design 

lt was difficult to d iscern any immediate obvious differences between Future Perfect and 
previous TimeSplitters iterations, although the open environments hint at grander ambition 

S ale v.nthi'l the embrace of EA. the latest 
chapter o' the TimeSplitters experience 

.s already shaprng r..p nicely. Only one 
sing ep·ayer level was available, but this 
derronstrated the rock-sol d cortrol and 
smooth movement charactenstic of the 
series. Set on a moving train and beset by 
an attack hel copier. a la Soldier of Forlune. 
players take up the reins as Cortez, the 
sligrtly cneesy. yet hard-as-nai's '70s hero 
frorr the first two games. Help, 1 requi'ed. 
was provided by a coop AI character - who 
n keeptng v,1th the time-travel i'1g concept 

of the game was Cortez himself. Style-wise. 
there was more than a h nt of Time Cnsis. 
both in the large size of or screen 
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 
d.rection seems to have embraced the 
arcade side. too, with a strong colour 
palette and chunky graphics in evidence. 
Also availab e was the l'nult player verSton 
of the gart'e, whtch supports up to 
16 players. Promising stuff. 

Battlefield: Modern Combat 
Foma·: P$2, Xbox :::>ul:iisher: EA 

B ringing 1he joys of vehicle-based 
firstperscn shootir g to the unwashed 

console hordes, Digital !I us ons' reworkirg 
of its onl ne PC htt sees the hardware 
advance to the modern era. Taking the side 
of erther the US, the Chinese or the newly 
formed Middle East Coalrtion. players 
spawn nto a wo'ld ittered w th arMoured 
cars, tanks, helicopters, t.xed gun positions 
and arti lery pieces. Access to some of 
these is organised by characte< class, with 
the frve opttons rang ng from heavy assault 
:o sn per, special cps, assault. and engineer. 

One neat featu'e of the game's on ine-on'y 
capability is the promot on system: there WII 
only be a certain amount of ranks available, 
witn the relative perforrrance of plaJers 
constantly switching their status. Equally, a 
certain rank will be requ red to gain access 
to specific vehicles. Some more casic work 
rerl'ains to be done on the game, however. 
Des gned to support large scrue 24-p ayer 
.eves. thrs was limited at E3 to a couple Of 
smaller levels. The PS2 vers•on, rn part.cular. 
felt strpped down, and tre framerate 
could do wit'1 some optimisation. 

Modern Combat may need to limit its ambitions if it Is to succeed as an online console 
game. The potential is great, but currently it's lit tle more than SOCOM with vehicles 



Pariah 

protagonist, prisoner Karina J 
(not shown) is promised to be a 
less conventional gaming heroine 

Second Sight 

Ever since las: year's E3. 2004 was 
alw$y$ 90NJ to be the year of pick1ng 

things ur; without touching them. !Oven 
though no one out Russian pi-ales has yet 
got the r hands on Half-Life 2's 
'manipu ate-·. octh Second Sight and Psi 
Ops are selli~g themselves - ana 
successfully so -as ga11es where yoJ can 
drop dustb ns on people's heads from afar. 

l.umping trem together is far from far. 
however. Second Sigl?l's strength 1s 1ts 
mull -layered plot, whicn fl1cks back a'ld 
forth between present-day psi-powered 
asylum breakouts and earlier n.Jnn ng-and­
gunning army mssJOns, helping to vary the 
pace of the game. it's let down by the 
hammy dialogue a1d clumsy prompts. To 
solve the mysteey of your arnnes ac mind 
and b udgeoned face. you'll be usi'lg yo'-!r 
enhanced brain to astrally project, charm 
suspicious guards, heal, and, of course, 
drop dustb ns O'l people's heads from afar. 

For now. the solid controls combine we I 
w1th the un·rat;oned psychic tr cks. 
Hopefully the gunplay and puzzles 
will be up to tne~r nigh standards. 

e3 

Forn'at: PC. Xbox 

Publishe· Hip 

Developer: Digital Extremes 

A fter years of working on Unreal 
Tournament. developer Digrtal 

Extfell'es has decided it's time to get its 
own lP. it's sti I concertrating on what 11 

does best. though: a firstperson shoota­
witn veh c es and extens1ve ll'ult player 
e ements, Pariah also uses the Unrea· 
engine. And it shows. Pariah certainly is a 
very pretty game. with plenty ol shad er 
effects to cfeate hyper-roaistic water. fery 
explosions and atmospheric cinematics. 

The multiplayer is shaping t..p nicely too. 
tranks to the comb 'nation of bouncy 
phys cs and multi-positional vehiCles. What's 
less clear is the QJaity of the s ngleplayer 
exr;erence. With ten momhs to go, tr.ere's 
little ganeplay VISible, beyord the usual 
shoot-and-col ect-keys approach. The 
backstory promses a race against time to 
escape a virus-ridden pnson. with a fellow 
survivor you must keep alive througho1..:t 
before it's clear sed by a 50-megaton 
explosion. Other featured e'ements nclude 
oooperative squao AI for enemies and the 
abiity to custom se your weapons 
with energy cores as you progress. 

Fornat' GC, PS2, Xbox 

P~,...o s:.oer: Codemasters 

De·<e oper Free Radical 

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



Citizen Zero 

Al..slm an developer MocroFortn 
cers s:e<ll Of'lone sl'loO:er. built w oth :s 

proprietaJY B g \'10<1d t~ogy, nas 

si pped on the radar S8\'e<al tomes 01/8( 

its four-year development Briefly piCked 

up by Mocrosoft Game Studoos, but 

cvrrent'y without a publisher, ~ looked 

reassuring y sol d. Interest ngly, t$ 

skirmishes onvolve p layers cooperating 

aga nst AI ooponents. rather than the 

player·vs·player battles of Planet$1de. 

Citizen Zero os starting to show ots age. 
but its ompressove scope Should ensure 
an audoence on ots eventual release 

Mercenaries 

Offering a level of freedom absent from most molotary games, Mercenanes dotches strict 
behavooural realosm in favour of allowong you to approach moasoons In unconventoonal ways 

Call of Duty: Finest Hour 
Fom t GC. PS2. Xbox 

f'ulli<Shef ActMsoon 

Oov .per SpM< 

V es. world war two garr•es wero more 
common at E3 th<:tn g ~s '" s«mpy 

T-shirts. In some cases, the two were 
coi'T'bined. as 11 seems a modal sat astride a 
tark cannon st I works as an advertisement 
for the JOYS ot war - but no such gimm C<(S 

were requireo 'or Call Of DoJty·s c:onSO'e 
outong Finest Hour snaros a sensibtlty w1h 

the PC orgina. but th<>...se are a1-r\eo,</ 

IT'issocns. created "'· th an aJ n&u engtne 
T!le game concentrates on ndrvidckll 

Sllrvlval on the fTlidst of battle We were 
shown Fnest Hovr's openng m SSI()Il a 
·e~~;rn to the l:XIltle of Staingrad from ·he PC 
game. F•om the r:lOffieC1I you're depcsl~ed 
on :he ravaged shore. ot s evident Soerk has 
managed to ><OOD tne explosive onter~S~ty o' 
the 0'19 nal ntact You don': evoo beg n wtth 
a weapon, and 11 s sevcroJ mnUles of 
karri~e rushes before you cuI or1e from 
the hands of a dovmed eo league. 

Tt.e rumber of troops on screen makes 
Rnest Hour a'l impressive achievement You 
only ilave m n ma con'rol over yo,.r men, 
but tile ganno nVls by draws you on. 
so cwrmuogeorly AI is not an issue. 

Spao1<'s primary aim is to engender a f eehng of intense pressure. The sheer number of 
characters on screen simultaneously, both friendly and hostolo. is a roal achoevement 

Fvr· dt PS2. Xbox 

P ... C sner LucasAtts 

0 ne o' the r1l<iny thrdperson vehicle· 
oneoteo games or- shovJ, Merconanes 

s akin to GTA n a warzono. the battlefHd rn 
th s case oe ng North r<orea Bcn'o,...,ng the 
dec-< of cards !Tetaphor 'rem Iraq, I he 
f'lossion is to roo..n:.l up 52 11'10C'lberS of the 
old regirne before they can •a~;nch a 
nuc ear attack (and we're g<ld developer 
Pa~dem c got those pesky morals sorted 
out early). Mixong ooso contro s wttll 
cto•Nded intcracttve environments, the 
ga111e certatnly has an extremely arcadey 
reel. Any vericle can be com1 nandocrcd, 
with ono notable scripted movo involving 
;umphg onto the sl<tds of a hovering 
he! :;opt er before dispos ng of the pilot over 
the Stde. Amie·stylo. A more tactocal 
element is proV'ded bY a rudHncntary 
reputa·ion system whch wiU see you 

p!ay10g :;!! the Koreans. Rli$SiallS and 
C"'inese. \VI' e aoort onal weapons become 
avalable Ilia an economic model - soeofiC 
mssons are ·ov.arded 'h"1h cash. 1t w I be 
.n the oaSK: gamepla)l •~here Meroenari&s 
arrbitlor' \', I succe;;d or fa.l and. a· 

present. control still reQ(kes work 

Burnout 3 

Fe !T'"IC.t PS2. Xbox 
=-vo :;b;,tc EleCtrOntC Arts 
~-.·e-ooer: Criterion 

Burnout's new publisher os clearly 

bnnging out the brash best on the game. 

The del ghts of Crash mode have been 

enhanced with a new vers on that 

fundamental y outs a boml> in your boot. 

and tne del ciovs potential of twoployer. 

head-on coli os ons wnere you both 

oroadsode the same runctoon from 

oppos :e oorect•ons. Thanks to EA f•na ly 
cosyong .ro to XbOx live. players on both 

COI'ISO es w ,u be able to compete on I .,e. 

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



Area 51 
Format PS2. Xbox ::>ub11shcr Midway Dlil'eoper: lnevi1able Entertainment 

In Area 51, not only are the enemies mutants, 
but you' re a mutant too. Naturally, this gives you 
the opportuni ty to try out varied attack styles 

A ltr>ougn it snares a title vv1th Midway's 
poor I ghtgun arcade shooter o: 

yesterJear, the new vers on of Area 51 looks 
more to thoughtful shoo~ers such as Half­
Life and Deus Ex for its nsp ration. 

The plot, as ever, concerns a viral 
outbrea,( n a lop-secret research faciJ,ty. As 
specialist Ethan Cote. your 'ole s to find out 
what happened, overcoming all manner of 
alien il'vaoe'S and hJnnan conspiracies 1n 
the process. Th1s somewnat slereotyp.cal 
backstory as de, Area 5 1 provided a 
surprisingly sol;d FP$ experience, at least in 

SheiiShock: Nam '67 

the o'lhne doothmatch mode in which it 
was ava !able at the show. 

Less evident, r owever, were tne 
alien-enhanced muta;ions yoJ pick up 
along the way dunng the s1ngleplayer ga'Tle. 
Another prom:sed touch is the abilrty of the 
NPCs to help you in a curious sort of 
partly scripted, partly nten gent manner. And 
in lieu of any othe' Innovations, it seems 
I kely these wi I end ~.,p Ire make-or-break 
:eature fo' a game tryirg to ca'Ve out a 
reputat1cn 1n what is already a highly 
competitive genre. 

Fo•rr,~t: PC, P$2, Xbox 
Put- s.Mr: Eidos 
Oeve!cper Guerrilla 

With S/le//Shock's release looming so close. 

hopes were high that the game wou!d be 

avalable at E3 n an almost finished state. 

Although the demo was extensive, it's still a little 

rough around the edges - Guerrilla is likely to be 

burning m'dnight oil by the pint over the next few 

weeks. What s in p lace rs the game's '60s vi be. 

The soundtrack has plenty of instant recognrtion 

and the solders socnd and swear as they should. 

e3 

Brothers In Arms 
For·nat PC1 Xbox Pubhshe': Ubisoft 

W ith the world war two first person 
shooter currer1tly estab ished - li«e 

tne !Ungle war genre- as one of those 
hai'OfUI of staples that pub! shers la:cn on to 
at any one time, the race to diffe'entiate 1s 
on. While E3's big-screen trailer ·ntiafly gave 
tre 1mpressicn tnat Brothers In Arms would 
follow the Sp e bergian cinematic 
blockbus•er route - al')d it is graph,cally 
s:rong - closer inspection reveas a deeper 
o'Tiot anal hook baseo around immersion in 
a sqL.ad of young troopers and comrades. 

Players assu'Tle a leadership ro c, 

Brothers /n Arms isn't a lone in attempting to 
humanise its war stories, but it seems more 
c redib le than most when asking the p layer 
to empathise with the game's characters 

d vid ng and direct ng the squao through 
fairly b.unt ccmmanos - the game design 
rei es on the readiy apparent team AI to 
sensibly interpret yol .r orders. As such, ~·s 

simple to order covenng lire or an all-out 
assau t, and see your squad respond 
without you gett:ng bogged down 1n the 
IT'inu1ia of deployment. Enemies seeM tO 
behaves mi arly and Iris, combined with tr,e 
suggested model ing of morale for each 
sold'er. shou d give Brothers In Arms a 
hu'Tian d me.,sion not often apparen; 
in squad-based shooters. 

Combat Elite: WI/VII Paratroopers 
r o,r,·ult: PS2. Xbox 
Pt;::;.~ srer: Aocla.im 
Ce-.·scCQr: Batti&Bome 

An unconventional spin on the WWII fervour 

gripp.ng E3, BattleBome's title drafts the 

ubiquitous Dark Alliance engine into mi itary 

service. The resuHing game is a less knockabout 

affair than its dungeon-based brethren: if you 

don't crawl, dodge and conserve ammo like your 

life depends on it. then even one German wi[l 

prove that it d id. lt's a mOfe measured approach 

that bodes well for tne final game. 



StarCraft: Ghost 

8 I zzaro's console debu: has been a 
long ·•me ronng. but Sril!Cr.;.'r: GhOsi 

s an ideal vehido in whd\ :o blend the 
compa'1y·s rerowned strategy ano 
stor,-tel ng exoert1se w1th t'lrOperson 
stea :h act1on courtesy of develoomen: 
partner N hiiiSIIC. 

S nee we last saw StarCralt· Ghost, the 
implemental on of smooth an mat on. l"eat 
graphical offocts (such as tne 1nv1sib I ty 
c oak) and the ubiqu1tous Have.< pnys1cs 
ccm,oonent nave maoe lt a game to be 
reckoned with techn cal y. 

Ps~<nc po....ers are a ma;or contncutoo 
to her01110 !\ova's a-senal ollt st>e also 
oerforms a :orge of sa:islylf'g stea'lh moves 
SJCn as 51 e1t k s ;executed v.ith a rhyl"mte 
outton ccmoo) a'ld wha:eve· 1! s you ca'1 
cal nanging upside down from a horizontru 
pipe wh le snipi'1g e-em es you can onty 
see oy €'T1piOylr'1Q yOt.r 1'1eat -se'lSh g 
tac I ty. Ovcra I. StarCrafr: Gnos1 plays 1~e 

a sligh'ly more forg;v ng Sphnter Cell. 
wh le the er gag ng storyline shou'd 
sat1sfy StarCraft devotees and 
rewcomers alike. 

Nova's animatlons are remarkably flu id, 
enhanc ing the sense of character control. A 
future as the female Sam Fisher seems assured 

Psi-Ops 

The mao<1 cause for concem n Ps-Ops is :hat the 

game won get in the way of tne paying. Toying 

wot~ the pnys cs - bfastong a cupboard door o ff 

Its h nges. so you JUmp on and leVItate it (and 

therefore yourse ~ across a gap ng hole- is so 

m~ch fun that the mea: and potatoes of gunp 'ay 

and sw !ches is somethtng ot a comedown. 1r 
these humdrum M uations respond woth the same 

nexibihty. tney'll put the game back in gaming 

Prince Of Persia 2 
Fo<met GC. PC. PS2, Xbox 

The pnnc e·a new. more ruthless persona gives 
you greater confodence to tackle multiple 
enemies by chaonong moves together in slo-mo 

T h s 1s a oornpletely d ffercnt pnnce." t'le 
presenter at the Pnnce Of Pers18 2'$ E3 

booth stressed. C early respond1ng to 
cnt c sm that ID.st yC<lr's game under­
pcriormed at retail for wnatever reason, 
Ub1soft's rne<~ner, musciOCI·up prnce nas 
d tcned the ch1hon and acqu red a 
p•ed lect1on for moves remin scent of Mortal 

Komba: as first revealed 11'1 E' 37). Wr1 e tre 
pl'nce deeap ates the oombat systef'l also 
onc:omp:~SSes d.;a swordsmansllip and 
ne;~ stash ng attacks launct'ed from walls. 

Pertlaj)S the key delieloprneot. tnough. 

100 Bullets 

IS an extens1on of the time control mot f ThE 
p~nce can now sow combat to chain 
moves together, result1ng 1n a flurry of fly ng 
enemy heads. The pnnce's other acrobatics 
-arguably the key strength of the f~rst game 
- have suMved the makeover, and the 

game seems sou'ld, 1f melancholy. Wheraa! 
las~ yea• we hao to point unacqua nted 
peers toward a refresh ng new title, lh s 
year's was mobbed Me-too violence 
vPP ng tne ooustry's 111tcres:, Of somply an 
exoelent garre now ooesseo wilh a 
orofle? Sadly we ~ nevor kn<>.v. 

The mllC'l-:outed mystery featute of Accto m's 
other\'.1se corwen:ional th roperson snoo:e< 

turned out to be a bal sl oe onterpreta:ooro o f the 

smart oomb. Bu ldmg uo a ·rage' level al ows tne 

p'ayer to enter an all-destroying gun ba let. or 

release it in burs:s to o"ng down ndividual foes. 

Ifs visceral fun, but woefully throwaway 

compared to the subtleties of Acclaim's other 

com c-to-game property, The Red Star. 



The Punisher 

At a tome when the I ne between 

ll"lterrogatiO'l and torture IS t~e S<Jb,ect of 

tntense nteroati0'1al scrutiny, alOng 

comes Vol !ion's taKe on The Pu1 she<~ 

an adaptaton that stays true to the 

vtc ous amorality of the comic. Alongs de 

the usual tropes - tw n wen pons, 

bullet-! me. awkward camera- Its Cl a m 

to fame is the tnterrogat on move, wh eh 

allows you to gr<nd your gun butt Into a 
prisoner's head unt11 they confess. 

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

X-Men Legends 

Select four X-Men for each mission from a 1 S·strong cast that tncludes Storm. Cyclops, 
and Colossus. Switching between them in battle Is a stmple matter of pressmg the 0-pad 

Star Wars Battlefront 
Form:.t PC. PS2. Xbox 

~ ~ucasAtts 

Oe-;e!c'ner Pandemic 

From humble clones do mtghty armies 
grow. Aftor nauspic1ous beginnings wtth 

the d sappo nting Clone Wws. Panue·n1c 
•s po1sed to have a stet ar year. Having 
established its credentials w1th Full 
SpectJum Wamor (p 98). and shown ts 
abi ity to generate the lreshest lP oo show 
at E3 (Mercenanes p68, and Destroy 
AI Humans. p65), Barrlefront is now fina ly 

oemonstrat .ng how well•t can adapt to the 

ng d restrictions o' a llccoce. 
Bame~ronr vras set up for four-vs-four oo 

a PS2 LAN. and ·s ba"k of screens drew an 
ador111Q crowo All nougn on reloose :he 
game v.11ll s-.ppcYt uo to 64 players oo PC. 
a"ld up to 16 oo cor.soles. evt:n ,...,tn E!ight '' 
~.as easy to ge: a sense of tho hoot of 
battle. ErMrooments are perfect recreahoos 
a1d t~e ICY o~ the ltCence tS that you- and 
al your oppor.en:s- are already scnooled 1n 
we tact.cs at you• oisoosal. 

Particu'arly grat.fy ng are me venicles. 
v,h eh encQt,rage players to loom up as 
plots and g~nners. Pandem c shows 
every s gn of de ivwing on what 
snou d be a very oasy soli. 

As well as the instant-action battles available on the demo, Battlefront's galactic conquest 
mode will allow players to collaborate on a more strategoc offens1ve against whole systems 

X -lvlen fa1S have teen 11 served by 

games .,.. recer· years Legends lOoks 
as tllou!;;h : \',11 go a cng way :oward 
rig'lt ng t10sa ;vrongs v.litn a new storytr.e 
ora·.\ ng or vanous strai'1S o' X-Men c0<t11es 
as wet as !he movies and ca"toon senes. 

Touted as a'l ac110rvRPG, Legenas' 
aepth s><eV'.'S it towards devotees of 
roteplayi"lg. Playable characters 1nclode 
mos: of the o d 7avoun;es. at' upgradeablo. 
The idea 1s to pick a four·mL.~ant team w•th 
a ·ange of s-<ills and ab11tt es. You can switch 
control between characters, wh le the rest 
fol ow the nstructtons you set for them 
Wnile th s s defin:ey one of the fastest. 
most explosive RPGs we've p ayed mJtant 
pcwers don't ex1st me·ety •or eviscerating 
enemies - each m ssion presents a se! of 
more cereora. e"v ronme~: -specifiC teasers 
w ~h a number of SQJutors H911'med n by 

Se~~nels. ooe et Y"uU' X-Men may be able 
:o bias: 'ilroug'l "tal s. fly aver their. teleport 

or - ~ ycu m:.:s: - 9\/lscera:e t>-e enemy 
hordes v1iln a'l Xt•eme attack. Coop ano 

deat'llr.atch modes orty aod to this 
aready mo..aty exoere"C9 

Dead Rush 

for11at GC. PS2. XOOx 
?Ubli~he~· ActMsiOn 
Dcvctow T reyan:h 

Your city ,s overrun by zombies, mutants 

and undead beasts of ind stinct 

evolufonary origin, but instead of 

cowering at holl'e you've got to z p 

around town •n any veh1cle you can fond, 

eo lect ng pans and weaponry to recyc e. 
Using vehicles as weapons aga1nst the 

m..rtants loor<S hi arious, b~l they w 11 

retal.ate by attempLng ro drag you from 

yovr ea•. Ano ll'ey'tl <eep fightli'Q a'ter 

dec::<;prtatoon. Driver wllh zombies, lhet' 

In or out of a vehicle, your mission Is to 
scavenge for car and weapon parts with 
which to stem the zombie/mutant tide 



The Sims 2 

T
he S1rN;' trans'o'Mat on from litt e 
Comouter f'eople s•rnu ator 10 lar,gEOJ:­

tl13rl-Me crat6l.'lef. 'Net , slrnutittor is al'llost 
compfete. Wh le the \1stlal firresse of t-Jn·.so 
is lre obvioJS imorc>lement, ltJs n gj>..lng 
yQI.Jr SiNls deeper "oPes and tea-rs tllat ·• 

Maxts has maoe Its -eil: breaktr:lfo~;~gh. 
Listening in on «producer's det'l<> & ~ 

amplilied this. We too< up toe story of fM 
ohea~ng husbant:fwf<ose- tU li ife liisto-yit.acf 
ooc~ ed ted (\!la tn·bu it tools) nto.-a rol i~g 

-· --
" I 

movie 6n li:e EA stano. Blessed '(or cursoo) 
with th~ C)110tio'"1a pro tile o! a PClffJY, :thanKs 
to his .s ea?Y wants and rears, b9n rt?Qu red 
little pr0rrpt ng1<:>- tempra>rold~ame tnto?­

c(jscteleJtvu"\9 ro0i11. Blitf'is fumQitng was 
.d'rsooveredtJy a slster-fr,4aw. W'lO rus~ed to 
te lllis..Vif~. The qth~r '!\at's particular 
aspirations· being rnore farQU)'-o~eiltated. ; • ._-

- ~ ~~ 
she shrugged oF nis excuses and hau a •1 

menre.l6reakdoWt\ .nth9'gS\rden. 1\101 a ~ 

suotle ps)'chodrama, but solicien.tJY:· }. 

~J>i;, 
. ' -.. ': - "" . .. - .... ""'.;~~-

Despite the increased sub tlety of the sims' facial 
-expressions, the game is· still heavily- and 
sensib ly - reliant on icons and. thought blJ,bbles 

Cold War 

v-

-~rll\,;1 · PC 
;:)Lblishef;: OreamcatC}'ler 

• ~~r: Mindware Studios· 

Mindware hasl.Jntil Chrlstmas<o find a'i•:ay io 
distinguish this in the overcrowded 'rea istic' 
stea)th market. The pleasing plot. .concern ng an 
A(l1er1ca'1 hack flamed l3y Russfal"'s, provo~es 

-.<~nother Qland rovnd of c<;>rridors and staitvte!rs. 
Stearth is representeD Dy the usual preposterous 

qiethod of "crouch-walking rig"ht behind an odilly 

_obiMous e'l.emy, antl'"trte rhUah-<taunled 
'improvised' weap~s seem worryfngly sc .. iptecl 

ol, ••• 
--

. -. . ""' . ' ,,. - -· ..... 
: . 
I ' 

,. 

QO~Vtnttng to drive a t)'P cal AuslralLan soap. 
EMOIJonat exce._~ is also liKe!)' in players; as 
-);;1 it\c sem nal Creat4res games cl 
yes:e'Year, yeVIl novl<>e&yO;Jl'.Stms bort) 
and-gro;v. op{fa:s~, wit'l farriY.uriits 
spanning granoparents to .grandchndren. 
Vvl=lat's mere, the crumblies crumb e. Scare 
stories t<ihe tab!Qids -seem ~suled. 

Grabi"TC'~llfy. the Sims 2 is shaping up 
nlcey: \.vi!IHt:ie si'llS' hlp-sway(ng and 
l:laSiis:ying' <T"ia.Jnty-step on from lfie stago-

Rome: Total War 

' ... -
-~~ ' r . ·.•. 

w . ·-,. .. . . I l 

,~.PC 

--

... 

f'ubfi~i~; Electronjc Ms 

· '!Jo',eloPei, Maxis 

'rrg~• &a 'lees sf llie.:'or,~Tnal l>.nd alMost 
in'\P6rceptil:i"J, 1he shift 1o-3El has been 
achieved withmJt evioer~ lQX£ at Clarity­
\?la.l tor rel$Jll ng bestseiU,ng i'l)assmarl<el 
staltls. '""ss apr:<eiflllg is Maxis' s'lirt1 and 
S'ymmewcal vie\.'! o.! the rl:,JrnStrii ace. \ll,'hilo 
old s rrs go-a digr\itled grej, goi(lg Oil 

curren~ .Oemos they ·re sti~ blessed: with 
model loo'"s a11d s ze-1 0 gel'es. TM Sirns: 
Fat Ar.d Uglyr<£fm~ins .tbe greatest 

< • ;t>onal: PV 
~~jv 1>fl.eth ActlvlsTon 
~;Creative ~IJIY 

Rome s ll ga11'1e that has been reveal ng iJs"ell, 
nch "by nch, for almosi two,Ye¥S oow. smaller 
trtles:.woui~ be-n.lnnl~g<>at of things to show. 
but Rome has bull< hi<e n6 otheTtit e. As weil 
as unveiling mu tiptayer modes. Cfea:ive 

cfetnpns((atetl rt ho l.IOcena)n terms whY its 
blend of'liicious hand-to-na:nd fighting', ~as1 
. (ealtfme battles. c{ty bu'lding ;mQ ~;>olitlcal intrigue 
m ght jusfbe ali the games you'll ever n~. 

,_ 



~ r 
" r Battlefield 2 

~ 

'BatYIOfield 2 hat n6w engine~ bef1ind 
tl'ie scenes runnillg the vls1Jals, · · 
audio and physics• This inclu!fes 
dynamic lighting, modelled bun et 
~enetratlon and E'AX ~0 sound 

~ W
. ?le·e Baw~t;eld leads. ot"'e':garoes 

! fol ow E3 200, \Vas overrl)n witn 
I Voetnam and SGcono •"'IO''d lNar attes. \o\!h le 

the shOW's buzzpl'l'aS& was 'sar.lt!t)o'X.:· 
~-gcirn ng, the idea that you can nter<~cf 

..:creatNoly \1'/ith overytt11fi9ln tre envitenment 
JQEicll•eve ot>.attives •1'1 ,-,e·.-o~ar-.d ntMl • 

};,-ays. pc deve4opers t)ave a so beatectY 

~· WOken up to ti'IQ ;a;: that app<Qar.hiliii :) s 
~-a· 1.0 ~~ t"e 011'M COCIYnOn,.-y, 

<. Battie!i8Jd nas u reaty s..x:ceeded on 
' 111ese ftoms. so tnEI\-1tabty lhts al-ne·<\' 
• ~el wi I make less o' a so a$~ 1-:0\•Jsver. 

DICE is proud 11101 ~ hcs mar'ageoto 
drast1oal1',' overhal•l \toe game's graph cs ~ 

,, 
... '. ,, ... 

-·'·' 
, 
.• 

.. :. . .) -
'

.. 0 :. .. • • • t! .. 
·.·- ·-··.,; .. 0 

·' 

8:1gl"\'l; ... oompl~ oontllfnporar,'~ll1~&1 : -
e"Mfonmon\S.a<e the ncrm- w thout 
comprof'lll$ng interqct v•tY.-BnlU:;!ntiy'l:lotai!ed 
Characler mode'S" now give yol( ar iJ1stant 

• t~F~ri11$.<Jool'l or tl eo Ioague·s abi itrecs, b~ th~ 
.a comrnal'ldo. a t>eavy\..,eaoons-!fxpcrt or' a 
macs•~ 1&nd the iesl1ScltaJ,iorl'an rnat on ~~ ' ' 

·~l.aAiet ~netra·Jonfs f"'Q\~ tan(jbi!. 
~"~ ~·<lr.o t~~ ~_s,y :a'lk-t~ ~ '· 
~'lec$i'lt'ern:1QC~· •<e.grea; W. ss(<;<; 

asHrt~htN ll;le'oeta on-dls·ant~ s. 
J lmpr~ leamjYa,l' cp:io--.li ai!O\v sone 

~ers to as.qu.;,e tn~ rnantl~ of st;tr~ci : 
1~eii. ~}ni~J n~ o<ders to 6t~~ vta .J· 

an !ltgt)t.:Waytomrn<nd fl'ianu, g sq~art 
' 

.. ....... . , .. 
". •, -r .. .... :::'!" ··r 

., 

F';o "~er• EA 

,Oe.- D;gilallllusfons (DICE) 

... '· 
symbol system ar."d lne abi •ty tgo~t. _ ~·- ~ 
w<typonts Of' a.sateLlte map. ~atrs tal')- , , 
gefiole themselves, wdh CUS!Oltl loiJi;fiat, , , ; 
Oc~f~1SO oo· appncti to"'Vehtcles and ~n .... :.~ r·· .• 
~""P trac~ of each otner1o-g3ri'~ w•tri'~ ... :·' •. r . . .. , \ · , ....... .. 
f~._Btonal) drrectlonaf atrblv!l marfln1g • 
Ob 1oagues' pos~ions a; a1 t me ' 
: . eVeryUltlg.1n&m.'~oe.\1:?'-s :JGsigne'Q 

Jo Proo.1d& !M l'l'l.l'l.lt'Ul oi '<if. C>!"d ""* ' 
• proieiElOI;eS'a-e sc.ed, +e ~'Tie ,..{t 

atJlcmaOJCal\t ;~rtf.', yoit t1t0 a favouAte 
~er :"or oce popu!alro b~ pl<r;'e<S 6' ~ 
sm<l" mndset. Sta: :rac<ng •s . 
coJ'i,prehena,.,..e. butBattieMTd 21Srj't 
a iiarn~ ry liJmber-GM:It\Chers, '' 

... 

~-· 
'· ' 

Warhammer 
On line 
~PC 
l\lbllon!>'' ~ 
o .. ;ote~~CT,niol\ NOnlngll:lm 

. ... 
Ou•bea~d·est homogrowll MM6 
centJnties lts. mrucl> 1owar6 belli. 

QISol2ying~"' ethiC' Of .~"'9 get1re" I 

bagg~e l'o-.a mo<e illsiN:t~ pllty 
exoe•e.-.ce, S:aka•e llirgeoy g"hosleti 
ar<i errerolies-ale eta~ b)' /IOW :· 
b~ngerou~ they apPe3r-c:Omme~ble. 

• ou: perhaps,rn,spraeeo. gnten tll<it ,-.,,. 

\Vattlammer marKet surely •x~ts'!e bE! 

g1ven <!IT tne-rulesf ch.,.itsano num!Mir 

slrings tl'iey can Handre. 

The engfne i s Cfohfax's own,'"tlnd tile 
models are renderod In fine detail 

Tribes: 
Vengeance 
... or·n..., Pi: 
~blisl"i~. V1J Games. 

.-;:;...Of®er lmlbono!GM>es 

lt loo~ llke the 'Tiioes un•ve'rse'i&.l.nally 

gong to be.ddne tlie1ust:CeJt d~serves. 
Wiih t~e anwal of l(ratoona G"ll~e"~ 
tne-qeve;oper of SjlstetnS!Iq(:k ~. i~e 
<Jea:h-sool'l ·of Tn'be$ mt.lt p ayerw.n 

•'Mvi Oe-aixompal}ecf by i strong 
• •SWQ'il[iayer~~ _The ~on 

st-o<W. d'etr.onsfraled thot Nfl"'<l'"l< 

)e~<:-03Sed cOrtrbal 10d:~n.og effect. 

vhhnew grapp •"!l ~loo~ ~<.ICing "a 

crQS~~ betweenQoake #d Ouldd•teh. 
(" • I, 

Members of the teal'(l 'work•no on the 
IJlUitipfayer'game 1nc1ud9 peopfe dtlll'm 

from tne 'Tribes modding' col'nmunlty 



F.E.A.R 

M 'Ono ith, th~ Washngton state based _ 
develope! oi NOLF2 and T•on2.0 . .s ' ' 

all'CSt t:rcal<l~g new g'cufl<j w t'l FEAR 
iar F·r<.t &!counterAssau:r Recdn. w give ; 
its t.rlllbr <Jged. llul PSS rr~ 
rroo~·- TilLS dark, rrat.;re arl{1_!~x:rsmety: 
VIOlent FPS merges $lluild cased1;Cmdor 

shootO\-:s ·••· :h arllmC schocK xxrrx ar.O 
ocute OAI'ar"IOn1'>a w€1(01'\ess. lCcOed wrth 
a heaV'i hc.nGtld U:l&9 ffi.t-Ofly>Nood aci!Cii 

' ickmaon<Smo. theyesut is somethulg: 
loosely rosembing 8. WAT rntletll The 

Matr•x meets Sticnt Hi·1. 
The ~EAR in qt.esiiOil rs.aclassifie'd 

gove·nment ogenty ~~~~ bilen ~rafrlf;lf.lto 
osal .,., th suoematlr'aJ occurrenees - 11) 1% ' 

7 

Weaponry wllll'ahgc from the osuaf assault 
varijlty and missile taunehers to expenmen tal 
futuristic guns, such as a sub-nuclear blas\er 

pase~ a strnrge. Gttle 9 rl wt10se powers ~e per-p xol offeots (M w~n !'IS flailod-Cf·llle· 
dec'mated an e~tire.special forces squad ri'IOM\lnt.:sf:loci<'NaveS'ano Preda!or·atyle-
vJlu'. 11811 et.larly ~Ory: co"1sequences. l}1e camoLJila9a Mfects). t'~ bcis'wed by meaty 
p~aycr st~ rnto11e •a;e of poi~IJ11af1 oo the AI ana t}oghly oest'IJc:ibiErHavo;< 2.0 
l$11 a'ld enters a argety c<Ose-combat, Er!lli~s .Ar.(t. r. t~t ,Vasr,·t enouQ'l. 
noov'fo, .Af-ct~.,..; FPS- O~etrel'sse\ • bU'fe:4Jrie.-stYE! $lw;.jnoi$JI'll~tiy· 
ent~ely lfTQOe> city CM;r a oenouQ/ 12 "OUfS usea.ior &ghtrj.lg-fastl6cl<S'a'ld )JU!rl1 .. s. 
and ndudes outdo<Y as".tel as o'ldOor ves~:e tne far"1 \(!" ~ .... ~ 
sac•IO:'is and {ron-cor:ro[111b!e) vet)iCles. • scenariO, F.£AR traoe; 1-eavt!y Q11 olS 

• Th~ bernd-closec-doots 63 ce~ waS:- - ~ name...~ to·crecr.a an a;r'l10$(_hfft~ Of 
a tlait1·hrtt ng J"ii.tcch·s-'OO!out toot~ro~ • eh nong rorrOr ano exp'orativ~:paranora. 
COOrdorialed attacKs, flan~og manoeuvre$.. • , , "(tc.potential ohh's marriage rests :argely • 
'NaU~ee~og"'SnSinies ahO. rtl6st perc9Pll11y,: r ~ Ort{herdvnamlc-nature of th'noaffoS and 

"'a shiny nevil graphics eng netha(rendets \ WJ.J s.< lfC IVIv1qrbl~I1Pu ~ tl'en'l off. 
• t::•tOtecl'\ t'Jos6:ete, ir~~JCC!lSf\Or-erTpiQYsr, ·' , • Ca:e A'Ctler's exp'ro :s sudden!}> 

.. . • • t • ~- . -
~.tlSIJaf~·eoHrghtir-g s'1ado".§Ja':ld , , •, seef9)kechlct'S;pltly., · 

.,. ~ .. • i.. ~· \: ; .. ::!:. ') .. 0 .. 

·' 

._. I .. 

Freedom Force Vs 
The Third Reich 
-~~"'>ai PC 
>l.tJI!s~ ltTOOO(\ti)GM>OO 
~iotVP,.l~er In-hOuse 

The tirst F{JlfJ(JM> Fo'rpe \\'l!) tme or tne 

most charsmatoc ~ ~ames ol recen~ 
years. SliCk ng :he story 50 yeers ~ock in 

Lll}e and .,., • .,g 1~e ~ 1oot o'f 

aga.ns\ A>us vrllians fi<e Fon.ssmo (a 

~~~tal all Q<aced , •• th cowaro y 
ooera attacks! was !lelle<lo<etY to do1l ts 

eJtcQer~OOe .. AA •mPfll\llKI e<'gone. 
ncreases tbQ levelt ol ci<Mtlve 
des1ruct on ava,lab e. and the creat&-a­
Hero syste!TI hlis been streamlined. 

Heroes now join the. f(a}l without being 
i~structed, alt~OliQI\ the basic tactical 
RP!3'rbythm-{)f the game remains· inlact 

•' 

'; Sid Meier's Pirates! 

~·PO 
P.ubll:::·lftJ/" Atan­
Dt!>eloP6" Fira>Ci~ 

Nosta glc g~me~ ore set to-get exactly 
•.·ibatt.My've bee~ os~rng r&. Pirate'S! is 
bifed as t~e 2lst cent~ry take 01') lv'efer's 
1987 c(asSie..ano ti!Gf!f.I)Ow 1t otays as 
yoU sa" tr>e htg1 seas: dre-w cutrasses to 
boarlf a ltVa , irid then ~ebrme With a 
ba.room oa...:e, 10 wOO ,,. gc~~~emors 

caugnter. Pl<a:es' lcioo PO' shed t:Moao 
lanc-trayersmg !roga~·as.oe) and the 

grar;m cs are JO)'OYS Tmagi<'le The Sims 2 

putt 119 on P rates of Penzance 

You ca.fl ctwose. a nato(>nality and starting 
dale, as W!>lf as a SI?O:Chll cha-racter skill 



Dream fall 

r·· ·A nd so ~t1e re.nvenuon ot tl'e 
poi~t-and-chck adven:ure gacne 

, {;On!in(;es. Mu,l1 •~e Revo ut1on:S recer.1 

E1::koo Sword, Norwegian develooer 
~MS ·ao<M a 'roM·SCTa:~ an~ 
110 IN! oex! game r rts Longest Jourvey 
~. Not a OII'QCI soouel-crea:ive 

· a rec:6r R$gnar To1"'1C;Jist pre'ers t:'e 
•1$.rrt~;~al ~fK11H' !IlD • 1'19-story or Dream/4~ 

'.Js :J?I tC'1 yealil n'tGr tne original games f""'"' ~th,. h.o ,_,., __ 

-· 

and fanta::;tic Aroaoia once ~~gah 
tiYOOtcnod. Provious hero,ne Aprt f'!yar., 
eft l"sppe(j n Aiean " tonr:e •r\tel\ening 
poc:ade, v., rett;tn a~·~ if th•ee ptayab~& 

cf'l:aractli!f's~ a ~ '~ 1 be !Jb'S'e:p._o.; 
-~ Kian. ii(l(lt~6·1nai'i procs rocus tailS 
oo Zoe, a,you-gii'opou: !rom Star~ 

ll'.a ma1n c~nges ilM:itve t..,~;~·s 
cor~rOI &ySt~. 'lOw~~~ lo'a fbiY3D\ .. ~ 
F\·,'lCO'li rs committed to ma'.qng··!lte 
~ranslt?'1 ali,acqessb le as poss.btB. \\t,lh 

~--

!hiS nm nd.variOo$ cerltOIIH !\(Jtt.pS ·..v111 b~ 
alia lab e •nct.;dngiO'Topad, mouse an<' 
o\eYQoard. and theposs bAiiy c l a IOO(.r.~e" 
~ tpilon. fr.~errrs et screen m:ol'3cuon. 
~~ sstil~ by!lflleel.t'lg 

the~ ~vror.-~ char~161' to 
~ An eq.t:·aetlt IElvel of ClbjGC1 
if1le>ac"ll<J<l :o :he rrad ·:tam pollt;E!I'l(j,cfoCk. 

mtor'.ace •s prov.id-etl by a wr; \Sri~~ pt:.,.,~ 
or •gt>OtOrn th!; pia)'a.bte Cr1Mltldr. 

&<)rnotting Tornqu~: has late led a' 110CV$ 

=O'ma"" PC 

None_ ot TLJ's vis'ual appe.al has been 
lost in ffi'e transitionro full 30: veterans 
should 'be able to recognise th~ top two 
scenes from April's <!arty JOUrney 

- .1!' 0 

field'. Any 'tem n th& world C-Hn be 
• l'ig"lli\'!r·e<':l and6u&rat1Will'l it. 

rtc-actiOn w I ~pk:atly !)~! au(O'llatic 

v.itb aot~Qns S0JC1! as pl'q ~ng or cl crbri'\9 
oo.rtg ~by pro.>Jm..ty ~en :tey M!! 

'av~n.ltle erw.ron~-t 'ms more 

p~ <:~see;; las6 ~a l'l3Qance on 
*"•'eiliC>Iy "'lttr~~l. In one.sma1 
exama. \-mer! tltockcd b)' a 'OC~d ooor. 
hs;ead ;:,' _resort ng t~a l;;nyl'\y key 

hiJe;t, ZOG s.rnpty klcks it dovm. Ni-;:e. 



Tabula Rasa 

Thl? blait~ Slat~·~of llie ·:letS ~ ~niQ 
miseadi."9 w ;h rega-ds to the game's 

~~~~·OO.~byU~, 
creator R" <jlla'd Ga~l wot"' ~~~:xi~ 
cor:1pnsed largely cfex-<:Jrogn tc.fent 1 .... 116. ,..! 

• CUt ttler f...tMO ~00tl1 0.'1 U.l,;,il Oi1/;ne ~'1<J 
t11~ 11-lated 1J.tl_111<! World$ Or:,I·M; O@nJ, • • ·~ 
andf~nctecl b~K'oreanen o~ga;-~~14 t ~~~ 
hasn't exac:ly s:tkSt! ~'?~! scrP,lch. •: it • 1· ~ 

etJt the work at\11c: lias'6tl>.l~$!17 ~. • Vt1 
1tt4ln to Mart on k<!~lla,'Ra$a~d~oy(l!1~ •.,: • 
ado it on to oe~g lofld'~ b~ ()J(poilo~.:c;>, • i , 
!fer ptfuli®er"s o~a~et. A techo'\ii:olovr ·; 't 
so -fi eoic with eas1em J')l1l~y loonir'gs 
af'ICJ e Cl)o!'Di;il S)IStStn inSp I ad by l"EI 
oit-narl)ectlec~ed Sbul Car.;blx. i('s certain?y 
a broads de to~cnre tracit.on · '. 

-S(<iiiS de\leiOJf~VN Tl"'1~, r!l\h(Jr :hanl 
be1ng locked fi.,.crts~ ge!'i~ri·i6!i: Suld 
the v rt~a ~a5h:en s·a:wol elso ;JbP<eCib,te {"& 

gart'le estti~ tiOdy rurflOI.r and • 
empllasstlg tlSer·de'~e eiOtntng, The 
goa. 's to crea:e a mere dyTllJ'IlC, OUiCoVy 
f&.va<Ur.'lg MMO &xp~~ J hoo.v wal ot 

~v.ij b.; fll()r& ~~ :.tlet'l 
be:a test~s later in j'}e yea· - .. ' 

''V 

. ~~ 
The Movies ... . .... .· .. 

~
l~r..., ',.£. 

·• 

.. ) ~ . 
,.. it ... " "' .. :.. .... . . 

r "' 
• ,f'J;·~ .. > i'..:.. 

- •• ,_ .. ~ 'k..• 

As if creating Gol!zen Kane meets 
Predator wasn't an exacting 
enougrt task, you've got to 
rescue key personnel from rehab 

. -

.. 
NOV 199) -. 

• """:!oo. ... • 
t"" .7_.. ... 

.. 

... .. 

'I 

t .. .. . 

. . 
. . 

IF<l<rr'at PC 

' ?uol~ NCsofl 

~NGS<>if-

About ihat '>sci-fi theme': we 
meal\' the butterfly-wmgod 
homednoYsos, electric-hatoed 
heroes and Yes album covet 
landscape kiho, allhough Tab 
Ras-atso sports some rust&d 
metal du~geons for those eas•ly 
alarmed b-y exposure to colour 

".?. ... _ . '. .. ... ·-.: i .. 

.~~ .:~:-
.-~~- . 

'·': ~T- Ire Movies•: Sims-goes to-Hol yvJOOCl 

premi§e ~fi 1 sounds ent c ng. V!ueh of 
the ap):lcall!es b the aetairs, il'flpremcnted 
~tl J.ioriread wtt: the need to p!'eve11! yOtJr 

:,<lC16i'S rro11 G!lL.Sirig a seli:.scandal on set: 
the •act tnat'you bugin a1 troe daWn ot the 
Silent ~era wi!n pr~~ive krt:: and tre 

wajiyoli cart ~a~e-!lavalltaga of l>istory by 

-~scripts to pooularq>illiOI". 
"116 ditnc~lty· irrpreve\v1ng a Peter 

Motyneox..gama ·:. :hout reco..rse to 
oeyaote cod6 ·s :that ne (eflJ~'OO to 

-~r:e'llallCe iheffnOCSS'bl&. PC an(! PS2 
• ~~ cor.:EMr? "ING're de'nrtely 

~o~~.-~~· ;'S t~·~ cf1fieu'l 
. te ~: a\e'lse~f.OOW m.r.h ~ 
;~:1l'!e ~ 'lwir adua!ly offer .... ">!!!1 

crawg~ceoot$.Gt¥.'1rasappearto 
-cons S< P! sloc:k ooslt.f!'(!S·a.,d scet'o8110S 
wniCI\ ciJi! _oo-Cioss,po4:10ated for 

<l-11JSen1e'1t "'a~ ell! C!MlWiSll COli d 
pr<;J~~e Jlrn1ting if '/W w?.re expce:i'"lg a movre 
v~rs:011 Of M71/ rAusic Genera cot . 

Instead; thin'.c: of The Mr>v:es as Thcmo 
Park. for asph'lg Weinsteins. and yot1 

shl:>u ocn L'El ditk-<pponlod. 

' ' 

•'-
.. I~· ~ •. "•!.. ,· 



Splinter Cell 3 
PC.Xbox.PS2 

• f lt ... ·A"';! 
\ . 

.. 

sdde(l i'J tt'& lertr' o• a truly c<JOPefa•"'e 
two player rnooe .. 1'1 whrcn Mew .tT10\IeS 

beGOil'e ava1\<'brEt.• hetdng.each ofner llrl . 

wiills. Ofl'1ghng xour partrrough-Hitch>.voys 
and so on. 1f itle$EI $Cerlar.oi;QIV!HJP I~ \h& r; 
o~ se. ll1is f~yroCtllp ayel"lnode' 

-cOO-o be e (l'lR_ ., 1:1\. . l . 1. • 

n'Sa llla~ll1a.'a ~..01 •• 
ro<tJ:'OO!!iOfr .,: more,sa·IS~ ~i)l' • • 

oisoatllh 1'\)'l.-n~;;mrQS. ;nore:V-1a;s 1~ l' 
m'<11ipu nte·thtMworllje'll :o yCSJt • 
ai:fvahtage • bof tl)e rtliE<ntJessiY 1 • 

ore-irao~ paoomoyye~gfa:e. 

As these screenshots demonstrate,Sp1inter_Ce/73's appearanc11 at E3 was a last-minute. 
'tleclsron; there was little for Ublsoft to reveal, apart from the fact that, well, Sam Fisher's In lt 

Dragon Age 

~ .. :.# ( 

,• 

Dragon Age promises the optlon to select not fv~t ypur ch~racte1' type, but your characters 
bac'k story ancf liil>tivation, encouraging muftiplo story arcS from the quest's vOry beginning 

R ec:a~· y~~ ha,eliOOr:tWl(). 
31cV'ia'& lt won plaUdi\$-~KOTal' 

a.-id ma rrult player n~ of ~~.mer 
N.ighrs, a"<l ful'!t\P.r success looks assured 
wrtn both Jade Emp re arKI KOTO~ 2. ~ 
Batdurs Gat@ se<'i!ls.ls wtrore tre deverc:>per 
fir~cu· ils te&l'1, and OtagonA!j~-s":&-Nn 

oflio a 'hn tco ntlfl'ber o• .)OGrratrsts ~ isas • 
· nuch t-e =~-!Ri ~Sa: In.\" iS ooer 

·: ser.es ~ '1910 ~ ~ o:J:o~-;. 
· ( •• -ra,~todt018aW"s'G6:~ -&VGfOO 
writ ~.aro:ga11epiay, &e"(!are ;;,_ft.s [la_ I\ 
wit-r.:#'emtJfl.p"iay'liJio I<Xi.:l:fresd JNIN~r..J ., . .. 

~ tacllcal COil'b8t 01_ KoTUR h~twgh 
• oo$-rr~s:ra:e"JO: ~~,..m be 
~-t'<lo~ r::Jr¥f]Ofl Age .doesn·: mi~ 
D&D co'l-.efl~ior'l$-i,Js• dlltivatJVe rec-es 
a asses, etal v;lfhi:t ~·-of ~er own 
ir9mersoo i'l-a wprtd ir rahvaaves 
<7'-Alsp rac<tend "''irfDrQ ln!o th'e carrpagns-. . . . 

G.,._enN~'IiN'$ tdehp-cai srrortcorn ~s. a 
Mln'tf·l1CVv eog ne IS:~ 1/.etilo<t'E!, 
~ iri'Pi~erwran tlarlol.ng and 
• ex-b -yfor tr~ ~ The '!'C ,;ro 1o~ 
V4StCh n 200s7~ tl816\-'vare ' ' 
Can kt*ip Ul} :S i~x,~bic'pace • .._ .. .. . ..... . 

. . ' 
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The Witcher Call Of Duty: United Offensive 
PublSI'er TBC Oevll10P.~r: COProjekt .'Fl:b•shcr: Activision • Dcvolo~r: GreyM8tter StudiOS 

· . K .nowillg it's O\l :o a good thing wiih this 
Jmpr~El CQfftpe;ilot to EA's Mi:Kial 

Of f-ronor series, AcliVis on.suJtlrlseci no o~e 
with -the Mnour>tef!lent of an exoar:\Siorr for 
h gno[Jin,g VVWII-tr1eefled shooier~ AS <Nitl1 

fue iMiaT Call Of Duty, Unitea oliehsi•;f! 
featufes-th-ee campaign-s; eacn depictu1g a 
few l;ioLrs in tr e lilies o' a so dier from 
s;llain, tbeUS-anc!t=Wssla. 

Kursk. Reeing,frorn transports being 
drve-t;>Or[lbe<t ey SIJka$? p£lri1aps tne most 
'rig'lreniti"g cxpertentes yet await, a$' tfie 
Clerma(ls dose in with lfamethrCJwelf3. Tho 
Lin . ..SuQ.I Bnti$11 rr issron!l bsg n with you 

manrurg the{lun turrots of a oomoer on a 
revenge-r2\o OJter OCCIJ):lied .territory, having 
10 keep :Jghters ai 'Qa-p Trle tensiOn s kept 
up ,as yo:i Sl'fltch t_,rr~<s. but disaster strik~s 
a-s tre wt:lote rea' sect on ol ~he bomber. falls 
~ ... ~~ eav ng vou to fal to earth - but ijve to 
ligh: acothor day. -Mor~ of a BQOd 

The Witcher oscillates betweens sc<;,nes of reflective, story-building atl)1osphere and frenzied 
battle scenes, In wh ich your ch oj ce of predQtermined fighti ng manoeuvres becomes crucial 

--w 1\!', Pt:Mai'ld n~w a rr.emoer ofthe EU - ' 
the head1nt?'=grabbing nat...re of • ·-

eastern European ga:rre development 
s!16uld be a 1hing -of tl'ie past. S!i 1. the 
conversion of e·st-."'h~e garre publlsrer 
CD?ro,ekt nto a hi~h-c ass RPG sttJdlo 
rerr;a n-s newswor!~f. riot Jeast than<.'S tO its 

licenSing. .of 8ioWate's Aulora-cngine. 
ti<:~sed on the mor.a ly ambit ows 'lictibJ 

of Polish ~vnter .A.£10'-zej 8apk(ll.l(skt: rm 
Wirchercornans a nLrrbcr of nnovat•ve 
features .. M;;st otvious is t11e combo:based 
bar.Jie ~stem: players can se ect uc to eigbt 

moves, which when co~tecity rriggerS"d 
:create povverful attacKs. The olller "is a labk 
of moral certa.nty, something characferi5ed 
l}f the role Nlhe\ "ntcller BJOlt1eft\9o.tl.ltseU. 
Akin to mercenaries. they are typicaAy pacr 
tQ nd IRII<GeS oi IT011bi~rs, Qli' you car) also 
act ocit of e spirif et oommunity :o_galn 
inhrnation. Equally, rt is )Josslbl(} to 'l<iU 
almo.~t a)llhe f'..?Cs. in tr>e game-, altho~.;gli 

ovef ~11'e thiS· wi I CleaPI)• ·nakEJ-tnem less 
I ke!y)one p you s~eud 'yoil reqLrre·it. tn 
kei;!pin~ with such flexio lily, three 
diferent en.d n9s are prom sed. 

-·:. 0 0 

,' 

•, 
''' 

' ,' ., ' 

-~-·· 

As ever, the Jl<lrne will rey on;.artlul y 
GOI'Is1r1Jcted-$et pieces. As .,;'l)ap'e~ 
Russian bonsorfpt, yoo'll bo taki)lg part n 
tne t1 ggest 1'\(IT'oured ba:tle e'ler)ought - tn\ng? We~ can't 5ajrno. ;,..-

The dramatic l evel that takes place, aboard a 817 bombet sees ypo.c despe~ately switching 
between gun e~placemenJs as yo.ur comrades <1re gr<jdually pic.ked off tly incoming fighters 

~ '' -. .. '· --
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World Of Warcraft 

Blizzard's decision to give WOW . 
a rfch, hand-dra,·cn look bas 
drawn d istaste from some 
q\Jarters over Hs-\echnical 
simplicity, but it's instani ly 
recognisable (and entlcil)g) 
in the crb'wded MMO market 

- - 'f, -· . 
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,, =~t; PC 

'Publish~ Vrvendi 

'J~ol)e· Blizzard 

: 

-. 

N o <lO!lot il>'iar~> qflhe inar.:ceSs'b.l !Y Of 
most o(liine .BPGS, 8 fi:Zzard na~artfully 

constructeo a persistent ur iverse as frieQdly 
ahtr"as ~asyto assimilate as one of ~he si cf( 
strategy-tttles 'otwillch •I became !Brnous. 
Eqva lx;/lever a-develOper to be ruSJ)ea it's 
taketrlts. trrne t~ ie~ (ha--currently bngolog US 
beta (ird fcrttcqmi[lgt:u·opeail beta) to 
test every aspect. 

'"The r.teChanits differ little l'fOm tnE;tgenre 
l'lorm, You crcatq a character- ow?rves. 
lrol s. ·or))S,:gnomes and''rnore ~-ano pick a_ 
typical fantasy classJ!askil. Qli<lsts ard 
cFaft ng are <:1 fajrly P{eclicb ble1 bl.ft WOWs 
t reseqtatlo'l fs w.hat sets it-apart. Ar'r 

.~rertaqe freeoi clu~ ~nQ' GQnh.lsidn mru<es 
t a;~;elconiinO e~~renteo,.c;lto;'.1ng yoCI to 
~eal'f1 the ropes as.. you progress. rather illan 
thro,fiing 1t all ~~ 'yOU r1 The CP';lniPf;f rl'li11Ute§. 

Grousi[Ig '£'1Ch otl}er players 'ls p.osit)vely 
encouraged by 'TlOYe challeng,ng qJests, 
\ vqife racG-specifio,loNns af'ci s:t'ong btiera I 
visua desigl111¥n WOW ·s also o'fe·ing an 

' !l;. ~0. 90-Y.it's given:t,he Ci'.<lato·~.of .: ~J~~~i~~~&i~~~;~~~f!!~~~~~~~~~~~?~~~~~ Jnusuail(at<nosp~erlo~xpe•ien:>e. Suffice 
ocMpet ng fitles plent)' to thin~ about. .... ~ .... 

0 :re Of f€w:singlep aye' PC R"Gs on 
show at ES. 1/am,o;re..alms to clend 

e emenls of the tca::tit onar- treing based 

on a pen·.M~·l?aPer !?YSt~m-";~f.v.vid 
oes gn and rrpress!Ve.tec)v1ology. Be hg 

: 
:' 

"rstcerson, ana the.t rst gaMe to have • 
I cense<l.Haft-Ufe e·s Source engine, ha,s • ·~1f 
certahly garnered a iew extra ocLrrn _ ~ ~ 
incr es. bt,t 8PG special st Tro ka ceftainy "'*'~ 
l:iasn't waS! . • ec~ ·n. iMth na~ura istlc a. n'rn' at19n • ,._ 
eno lip-synch nQ. oartu:u!ar1y ribt ~abl'il, L" 

ihe Bfoocitines ~uo;itliHefers to-t':!B> tJ .. 
various t)'PCS er va-np re. yol.i €ai'l ~e ~ 

\o play as ai the .outset. Each is CfstiriC\ _..~~ 
ana 'has certa.n strengths. so-in good • 
o d-fasr ionEl<';l R?G fasnfon yGu're ab El to 
act as you i-<e. whether tf'at's riopi~g ':i 

everyorte,'s head off or charmrng 1'1er p,ants ~ 
off. Gradually lemred cmd il'np·o~ilcJ abilro&$. -%', 
faciTitaJe )'Jrogress:and there.seerrs to pe <! r\" . . l 
good balance cl dia osoe expos.<iofl, puzzle • ~-.; 
so~Jing .a'1d OO(''lb!lt, vvil''llrtlll pie fllllh~'IO ~ 
prog'ession. T'lougl'l guns are av:<ilable )"::. ~: 
a,ong with most olher weapor s-yovocar:t ~£. .' 
imagire. we h.cpe to LSe our namraf . "'J!i-~0 

cha-rn t6 ~<l'IY the CflY· • ~~t ·~ - ,.,.... ·~ .. ., 
\• ~"""·~\., ·- . - ;. ~-

. .... -
,. fh I. 

... ,. "' 0 

'1 .. qf/' ' - . -
- ~; ,. 
-~, -~ 

(' 

' " . 

Troika's artists have certainly 
taken the j ump from isometric 
fantasy to l irstpersoo gutter goth 
;n tl'\eir stride; we hope the 
appeal of tt>e Vampire universe 
h~sn't gone out. .with teased hai r 

'\ ,, . 
·- - ' ~-





-,,,.:; 8apc~r1's es,aohs•lcr wlt of 
81over Stu I os. ar> ll'mn:enue--: 

::<.H'p<ur, lot,:;<l(J,,:; by Atsush ·aoa. 
11ac: be£>n an"oOl.nO:>d n M<~rc .... <r 

offic1al ::::ress :;or':i-:I'H".c~ ·.":as ··~o: lo lCiiC··:·• vnt11 
A::ri. - 11 s Sh l)l,ya ovor: q: oro;d NJtl1 a s,Jrpns~r·gly 

Iran". 'ci8·Nrbea·. 3CI1ress i•o·n C;;pccm CI::O 
Ker?o Ts.Jjlrf'o:o, ....... t,o c·Jc.se r'Ct :o ski"': :he issL.e 
et Cnc::on.\ r;.,t.w·: ln:r·e,e:.• ::ar e-lMs. ·.,v.t· :re 
Japam:·so -;;u·n:s 11Ztr-<o~ , ... cecl ne. al"'o , ..... hr.;, 

::::!:: i"'~i::- ... , re s gn Cif a r~:-;o·.,..For-.r r· ~'·:J· • t ·e ·~e s the 
: rn rn .. !--·+ r" E:.ki:o- ~.raot.r a~r ... ,.. s to sur\ ~e :he c ... r .. ent 

c rna:c and cncc:u·sce L:u·e gro·,.,ih .:., rrw 1 et 
Caocorr "c-; pop.br ;;;er ~.,, r..:::cr> t"\0 end c.t ·r~·r 

eye C~. a"(.:, breW 0" ;)ar"e5 IS ~E"'"SS<i"_. -I"" 
c.;e for ·ac:; ·o i"'"Od.JC<> CIOIW s·u-:10 

l-e dd ·:.:~ :-. .,, to:J' C::!PI y CI..,S"yn:::raJ.: 

~Y~ ... :atiOP c.~ scrr• :rclnsparc .. : c~ ... a n \vas 

• ac:. s·a·.O fl:J ~,h r:: 11 Tre -,~;J1:1Q cr~t ·,·,a; 

cl :t'e p·oJ.x.0r ::.C1"1gl:'lSIJe :·e p-c ~·ed 

elerre·:s. as a s·nt~·r ... ·>t o• (;fo\·e<s ":c·: :o 
::e ive- :::•'d rot.! cent or· ·t'IO.gh !"1e erese.,ta't?" 
~ro·iidc::: ~ o·•11er 1:1 C c:•oe·~ grl'Tl- :.:P.s hi" o-::l 1~y­
refoc .. SJ"g nsm..,,; O" \;' ""'"· rece:.ptJ~rl~l the 
esse··c~ r/ ~w·1 rr~ t ·~· .... ~s :ro ~,ra s:.reen tha" 
.,-,;;.s ~o got u·c auclo:;··,co·s 'JII.;~re·:,~n. ;l.n·or•;J 2. 

061 > 



Each of Amaterasu's actions can be 
allocated to a face button. indicated by 
the symbol'" the top nght·hand corner 

ist ol :.:tove· Sl;l'le·" ·were St'i"j Mi~ilrri an.:) 

H dc-<i -<<:riyo. cc",firrlni :::n t•·ot F·::::::u::-:~:::·· 

St....td o ::rtl s r•'cst "::ccg· .. isoc na1rcs r~t·.:o 
-no·.;ecJ to t'le ne··;.; s:t..ci::;. 

Ttle i'1t·c::Juctio" over. lnaba et sc_ssed t"e 

FS2 ;::c--: o~ •v:•e~··/~··fu: .. ./oe a'"'d its .secuel. ··,vhic .... 
'lH st'"essed 'v\:i I :~e :he only Fr:;~~uc:bn SLci~ 

e.! 'icor:::c .::ont rued at C!O'·:'Or. \.'\·'htlo 1/ie•.vl:'l:..J: 
. ..:'oe 2 r~c.·:,• 'la .... e :se-, tre e ... e ... fs :-yr:r:est t :,:::; 
from H ·rE:ii-i pwspec·ive, and ndeed lnabfl's 
nler·:ic·• i•; l::: JSe t"e "frlle le :::m1g pJb ic 

D.::cnt on t: tile· stud o. ne·.'·: t ;lo Ox~rn: ._.ve,s 
the "'lOSt rrport&r· arno.rr:::e"1ent ·:: ·h 
rega·::;s l~ ~lo· . .:ers f.... :ure d rec.~o·'. 

'/ . .:' :::h~ct~·· Ka11 '/8 's I'TlCressi·· .. ·e ··.:is en 
~rc:t•/·/S On lrc:t:JikA1d J~J.PH'ICS>:: :J.rl 'o//llh l·Le 

tagl re·;\ leGe .... ::: i3 111 T10t en. ~~"'ea::: :::n 
t~kes :;.a~e O" ~r· rr'u·l n,J se·:::' - .. e r,Jare 

Victory in boss battles leads to the world fill ing 
with colour and the return of its animal life 

OJt 'lc::>:rn-;J. acpcaro·K::> by r·.Jirka·• . rrc:d o 

are .. :r:::n was sut::::ued in c:::"'lcarson to 

C<!pGorn's <..sual arwouqcr:;rn:nts. Re:J~r(11ess 

f{!,\j \/aryin~ its 0Uf1Jut ot :he :uwout ::;:pc::•'l" apparfw: reco,;nt ~n 
a~eguardmg both ;t.' ffJe c 

s nd those of the Ja s ow17 ?rnPany is 
~ . 'IJanese'~terests 
s~reen s :ext..red lrke c:::arse :::ape·· a .. ) :-e IIJdustry 
r-rt a I. lrfeless er·o ronr'1erts are ~c;nte:: , .. 

harsh t:la::k rrH representi">; the starK of :o neecl t::: sot e .. its ·et Cl'1Ce en expersi·.;e 

ful ·S~a e ~r~;JtK;ts is ir"IP~'rtanl n :sH : By s.ftO'I'lflt'· ::;t an =2.rtl1 o·.;errun by cvi 11G 

player cc.,t·c s a div ne ·!·:o ' . !v'nater"-SU a·• 
r··car .. ,alror· :;f i"e st,n god charged ·wd1 

res:onrg lie ra-d cc our• to t··re ··.vord. E,·r 

'orces rnrsl t)e battle:: :t·rDll~J .. :t·e s:H·;:)" ... ' 
b:::·ss. · . .:.;h:;sc- 8cfcat re cases ~h£· la"l.:fs 1te 
'orce a'1d 'epopL.Ia:es t"e -:::w vivi:: 

l;:ndscspe As a ·:lrke :::ei.,g. A.r'ateras.r 

::ra::s hrs s:rengt" '·::r·• tt1e s .. p;Jc- o' 1'1e 
Ea-:h s rrh2.b,:a-:s. 2.rc co·n::l ot ng therr 

::ues:s pro·.;,des acdrticna po·i:er<: fer tre -~x­
st8.gc. 1 here ·s no denyir)g 0/<HtYI:'s ar: stic 
r'1er ·. but its ext'en·.e styl sat on c:::u d n· a~: 
t1flf~; :o ~ell - l ... ~,u~.r ,r·:--~t>a a·~: Kwn ya we 

,a-, n9 :s :::ut::ut :::o:wecn bCJti:::uo :itlcs 2.n:; 
t·~~ n:o .. erre--:,:ne: ep cs, ~re co110any is 
~arc·;tJa~':::i·lg bot·"' 1ts o·_.-. .. n ntcrcsts an.j 

!)u Ish g · ... ·on v . .rs unc-xpcctcct st.:coss 
'.:\,.,t~ ne O.r~:.r;;vs.""!~ -c :::·ut t t cor cc.ob"lt:· 

en~i~rse-nent bey:ncl a ~y::: ic-e-1·/ :::::1s:er:::u3. 

... ,ose of the Ja:::anese incl.rstry - a onoter"'l 
a1~~bt on tha: ·~ rrcrH H· .. oa:;l~ than a ;J ic 

::.Jo 1city s:unt. \·\:o sat -::,c.·:·_.· .. \·':11'"' ln2.t.)fl 
w fi'"'d ou: r·1:::rc ·:se:: oppos :c: 

> 

Intentionally, Okami's restored laodscapes - all peach sunsets and cherry blossom - look good enough 
to hang on your wall. And. as w1th Viewtdul Joe, the game is even more captivating when it's moving 



Q&A: ATSUSHI INABA 
PRODUCER AND HEAD OF CLOVER STUDIO 

hy did you choose Clover 

Studio as the name of the 

new company? 

Gl::ver is t-e C:)r"ti"Jt,or ::f two I(J;;as: 

crcatr·!e cmd o·"e1. _11 s has ;::ee'l des gned 1n 
a · . .:eri s rr i a· ·.":ay to ·.~·e·.v:.r;, .. ·.· .Jce: v e·v·.c aro 
tP-dlJ1 'J ~ ... .€ I ... JT'be"' 'O .... r \V[JS: a se \ ~f) 

•""1~~"":a--:. oo - re"'1n;:Js ::eope 1 .... 1Si~!e t ... (.) 

s:~.c1o at:out thei• corrn·on ::·1g ns: 

=>rod.JCtiOr S·u::I,J ;;.:. he 'O.Jr eaves Ol :he 

clover are also anmage of happiness or 

"'e; ,.cl '\l T -e dea 1s ;~ Jt crca:ors a·e ab e I:) 

ca:c JarTes ns t"'cy '.~.·art er~ not Jr-:c"' 
t= essJe f-o:n t-e 'l'ld'i<e' - - s -ealr>;;J 
o c:essllc-EI :s t=la,ers ·····•1 wrl be ab e to 

en oy t·u~ ga'T1 ng ex~.er e'ICGS 

Is Production Studio 114 still active, or has 

T.am .hrgs 31/ l 'hn~ tha: CciCXlT has 
::8C:"'le e ll.r,.': :.;ra'ld. \\ ;· ·hrs srze a'ld 

fare. 11 ~ no:)t cas, t::: '11-J\e n t.::r11s o' 

~·&nt on. At p ... :x1uc:i~y· S:t.=i~ ~~~ 'v'.·e t·c;d 

vary spec1ai 1:.;Has that \'·:ere ro· H ways in 

O"",ase ...-~ •11 ··.vt"at ... sers ·.,.-..·ou cJ ~x~~ect troT1 a 

-aol-IKEt Capco11. Scfl'HirrtS t-,s c ao..ed ,. 
fa·.o .. r o" :;oc::::il ~; .... ~ SC!f'rct rrtes ~ ·.~:as 

·.,.::Yh.IX nga ~: :P~ (:O~'"r·OJ.ny':; t"'Ego. So. 
.,.,r Clo,e· S•u:::ro:1 . .,.,, w"ntod to d v d, 

Capcom's tn1· ·d. Users w1l r·o: ~ee o_r ga1~e 

as a .rd~ll C·ral Ce.pcc~""l 'ddi''O. b ... : as a 

·eo·~:' ga.-,e· t""sjda Ca:):-Cff" V'·:h~n o ... r 

;prre; a-e ·oo c~ gn;. the', m "10' t-u-: 
Ca:::::cl""' s ·raOJ~IO"'a rr1ane M-d t~sers v ... ,l 
: -nk: Att yes. :r ;:;t s a CkJVE> S:L1:J'o ga·n;;' 

'Ne ·t.<mt to llr n;t 0'19'1131 c~ntent t:: the 

qarnl CXl'I IT1.r1ty If ·Ne S'Hvtld nsde Capc:;r1 

the entire staff moved to Clover? ·:.~~c-ud ~c· exocre t-e crca·J·.e wao.,s .,...., 
.·. :r•cj · Th; :; t-e e-. se o! o.r 

~~\ne \dea is that CreCI rr ·.,.t!(Y'r·o.rcl-gac • .,·s:....c•:J. 

a.O'es as they Want fors 
~001 the market. lhi Cl!Jd 17~e able to create 

s /Jn t under pressute ,, 
~·act :.cso.ttne )H;Jart"lCnt nt-so. Tier... Ocess benefits p\a~ets 
:.ere aocut • 20 o;:q::le at " 'od-ctlor' S:~1:::1o 

•4 · . .-;., "1aoe a 58 50 spirt. 60 ea: r 
T·-~erc ".\·ere e. :/& •• ",. ~~eop!o \·vho -..vsr·H..J l::: 

1 c\··• _.5 rrrre:~ldtely. -hen 'v\'e as-<~d t::ac ... 
~:a.- •errte 1f t>a .:• st-e .'.·ar' ed to t"; I··~ 

G'O\"" St_;jc :;j.e--.. re o· r>:JI. t ;-.a5fLrs· a 

'rrplo a-,d d re-: q.e;;t en. 

In many ways, this seems similar to Saga's 

restructuring a few years ago - forming 

'independent' studios based on the 

in-house departments to shift the financ1al 

rrsk. Is this the same process? 

"-o. 11 s ver1 :1 1ftero~: i'• real ty: I" Sega s ~a se 

t~ey •ranslor11ec er·i•e <Jepa1mor :s i·:o 

~~~•t:a•ies lt ·Nil£ .u~t t11e leJal ·at.,-.- :t t-e 

:leo;<r:T•: nts t".at changf'o{i: :~e·e sas -;o:"l"':: 

c·~~rc-~ '1l-arns o' crea:r. ~· •. 
\'.'11-, C:; • .,.,r S:.cc t"ie :lecs•:J" .,.,.~s 

made r·· :errr.s o~ creat,.._.·ity \\'e :::ec1deo :o 
1\dK8 son·ot"mg d''ferent lro•n .,.,llac yo.• 

CCLI d cxoect fr(n' Caccon· . Cf co..rs, vov 

x-ud a•g~.e :h;t Gapco11 ·as oi"JCu :1;:s I• IS 

·r ~ CJI ;·,;:;u d '-" peo:::l e t: .n::e<sH.rc 'I'll: 
our ce-~rscn £ r·::tr\atec b· .. ;::,r creo:.:1.e 

an :•rOd:.:"h 111e5"" S·O'Tltd'r'g vc r.,: p:·Sit .... ~ 

Previously, you had many successes 

inside Capcom, and had the freedom to 

develop a h igh-risk proJect l ike Tekki. Why 

create an independent company? 

vf<s 1t s tr . e n ;t l"le ·' p·pa"ly et "'le ex, 

How would you describe the fundamental 

differences between Capcom and Clover 

Studio, as developers? 

=i .. s· 1 Y ..• t ... a1 :,e arE' vor-<r.~ r ~ ~cr:o 
cJ,ff ~-ten •·::"11'16'11. '.\ ·e .'.() :.ere ns o~ 

- ..... 

Ca::::orr. ·.~:-:-: ~k:.f take t ... ,..ee :~Ccl'S :' re re 
to de•elop a Q<J.n·e. '•:Ve we-e not tnat 
~n~oc-~u81C8 by the financial as;:ects ol CU" 
croj·xt- we c:;.r':: he n de'ic1t, tl ... we krew 
•.11a· ·r e o:h" .:e::~art-,ents ·.;;c.uld fi I t•,e ·-.ola 

• :·us.~-: :r151s "10' s::r-et-;ng ·.-.!' ... ercd t::: 
do. - ·se ·:.e·~ or~>- r;:t .ate:: tli .:•r;tr>al :, I" 

t·e creat1·Y o·Cover 5UJ::. ths ·t:·:U.J te 
seor : nly as a s1gr• cl our ego. Ol.r 

selfis"'ress Wf! want t::: crea:e. ~Jt at the 

scrre t rre b~ e":1re1v ·esccns t ·le '::>' ~u· 
:.n a~:~'IS 

C* co ... r5e rs 1- :ape::..., t""~'e u~e rra-} 

:::eopo \·'o'lO ·.,.\·;o"': :o rra-<e vE ri· ~rcat tn ntJs. 



The Earth's li fe force returns in a storm 
o l brush strokes - even at this early 
stage i t's obvious Okamt isn't pulling 
any punches wi th its visual signifiers 

< 086 

b~: :he1r a:::proach s ::ifere-1 be:::aJse of che 
ga::: n resources and s ze. Se 11·Ye :rar :h1s 
clieren:::e 111 ··es:::u·ces. I ·~::::u::: say tha· ow 
fu-,dar,er" H dlf~l-e-·ce is 1-e way ·Ne :11 rk 

What difficulties do you foresee 
developing within Clover Studio, 
compared to within Capcom? 
Vvell I tn n< 1t1a· the nsK fa::: or' s ;JC ng t::: 
t;ecxn1~ ;:;, b g fac:or n cur ··,vor -<. For nstan:e. 

1 1S go n.;~ tc :::o m:::css1blo to r'1ake qa1Tes 
hko Tc<:ki. Trat ·s for Sl.re. 3ut t'lat :::oes n~t 
r1ea ...... ve · .. v111 be control ed :;: . .: :t··is rtsk. v\:e 

have t::: t11 nk :::irorc-:ly and t11 s s :::ne :::f our 
:::t:je:::t ves right -o·.•: 

'·/'./el absoi..Jtely no. · .• :..:e do··'t ·.":ant t~; d~ 
arr~.1r ·hg ..... .:it·· :h·~se licer.,~es. If ._,. .. e ~i:i ··.ve 
::ould r o: possi:::y d:: ether p-c ccts than 
these I cences. ITean. t-e-e a·e abo_.· 60 
peo:J eat Clo··Je' Stud o. s:-: ynt. ·:-:o~ I :J neect 
:o use the enti"21 s:Gff a·1d rnore ~::: ::e··.:e::::p a 
ne ....... . s.:o.'ie?aro·. ··.:·./1t·· ::~ o'~;JHc: hk.e '/.'s~ ..... t.·.':..:.· 

Jse. it beCGI'les ·;ab c. '•Ne c::.r have a :::ertai­
ba a-ce i- ou· ·NC'ki-.g process irsicle ·he 
co11pany N:::·-:.; t-at (ices not ·nea' I :::)n·t 

·.:·.:crt t~ ~e··.:e ~~P on sorrA ol tJu" past iccrccs. 
b .. : ow r·an ·::lesi':? IS :o deliver orgi"la 
cc·1te•1t. rew expe•ien~es. 

How does this affect Biohazard 4? 
'•Ne I, hs sa spec1a case. Slm"j lvli'<ar·i ,, th0 
et rec:or ol t11e game ancl l1c ·.:-;I : n sh :in ~~our main objective . 

so we have to detin ts t0 /J . ~ 
00ne with the re sou e 11/hc:urove our potent'a: · 

rces can or cannot pe 
lo/e J... ,, 

··No .,.,I n:::t te at: le t::: enjoy the sarre 
c~'Tlfort •o·..-.: ~o :lHVH'~)P Ou" garnes. r· th1s 
d iiou 1 c·l··k-::nrre"lt. we will develop o•..r 
strength. Cu- r:-i'l ob.ecti'·Je s t::: :;r~.e ::;,,­
:::otentlal. So ·~:e have :o z:efinP :;~al C9.'' ::• 
cann()t :;e dor·e \'.•11' .. :re resc ... rces .-.. c ha.-e 
'1gt·: n:::;. de-·, kno·,-; h:::; n·a- .• ears ~,.,I 
take. b--: rcpe ·-e · rre ,·; :;:::r~ '"~;;r· c .. r 
~~t~w:1al ·t.ir ::::e recogn sed ·~ •. n;i ... s ~""'ere 
·:.,.·e c;ht ·.;., ~r ::cpc::r1. Bv :.:;'·--:a- :.:s --~(1 ··J 

n1akH a s.Jccess1~· .. o~ s...;ccess•.; ;J8.'1"0S. 3: 
then ·.;,:c \\,.Ctl d ""'e:· ... ~· beer e.b e ::: ,..,c .. ::-as~ :-;;,; .. 
sta1 i.n:: a IT at b c:;ge· proJects. 

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

''ClVe right noW 

::oope·at on ...-;,tll P·:::duo:icn SL:::i:: ~L.. '·Ne 

are actuaily se-d ng son·e of :::u·· staff :o w:::rk 
::n t-e gaMe ·t:ir lvlikarri at Procu~:-~n 

S:ud10 #d. 

And if Capcom decides to make a fifth 
instalment of Biohazard? 
Th,s ::oJ::J not :Je ::u- prob ern a-y M::re. 
·r1-k Prod•_.ct on Stuo o ~4 ·so .. ld ce in 

c ".ilrge o' that. 

What position and priority will Kamiya and 
Mikami take at Clover? 
Tre, 2.re 's1r1ply' ci•ect::rs -hey only ·J·: sll t::: 
c·eate garnes. ro:hirg M:::re. Ci cc,Jrse. they 

Though arguably less attention -grabbing than that of Joe and eo. Okami's promotional artwork still 
l eaps from the page and has the same sort of charm and sensibility as its stster C lover Studio ti tle 

••••••••••••••• ,- .. ~1~ i ' 
,....( ,~ ,_ 'I 

\'.ir-: ~ 

j :} ., ., 
...... 

..., -

u · ­••••••••••••••• 
'Let's rock, baby!' meets 'Henshin a-go -go!' ­
two great catchphrases, rightly together at last 

<Jcjd therr personal aura to the games they 
aevc.op and to our company. They wi'l 
become the ccropany's face in many aspects. 
I n·ean, l'rr n:::t creating Okami, it is Kamiya's 
cYeat on. But irsicJe U1e company. they are 
·jJs:' oirectcrs. 

As studio head, will you still be involved 
with creative work? 
wi I cont nue to proou~:e games. That's '::r 

sure. w111 be ir' cr<Y;JC of 11any aspe<;ts o' the 
c::ropany si Mu :aneo,Jsly: pres·dent, fi-la 'Ices. 
pr:x:iucer .. . bu; I w111 keep trat way unt 11 feel 
1·1e corn pony s stable. Plus, dor 't forget that 
tncrc <l"en "t tnat many of us at Clover. I ~h1rk I 
will face qJite a o: of stress! Bc~l 've aoccptcd 
ttus. ll'lin~ this leaves the others at Clover 

110'C comfcrt to do tre r 10b. 

Will you be running Clover differently 
than you would have run an internal 
Capcom studio? 
l'>l:::t rue h. give a lot of freed::rn to tnc 
peo~J e w~JrK n:J with me. As :ong as I get the 
expc:::c::J result. : ooes not matter how tne 
peo:::le qet to it. t -as tJ;,en the case even 
·;.;·•e·• .,.,e were a: Prod.ct on Stu::Jio 114. 

Have you felt the need to respond to 
criticisms of the original Viewtiful Joe in 
developing the sequel? 
. .,.• .. : :r the f rst +.f,·e· .. v:.fu:' v+'oe. ·.~:e st~rted to \·'.•C·rk 

on th;:; ' iesig'l and a:lapted pay n·oc"lan SMS 
a·:::urc it. So. somct n·es t-e :::riG'ity (;ive .. , :o 
:h; -:jes f<n ·. a11"1ed' :he ,;a,.ne expe•ionce. 
":::r cxarople. the· :::>-aracter -ad S'lort '"ends 
a--,cJ egs. -ha: ITade fsht1rg :::if c.Jt ~ecause 
h~ p,,n~hes or k c~s w~:u d n::t eas ly h: 
a::!v~rSf.'l'ies. But 1J11s ·.'· .. as D. c·"oi:e .... -.:e ma:je 
frorr :ho sta'1. \t\/1th '.l.'s· .. vt•fu,' .. ice 2. ··:·.-e ~:o not 
inten: t:· :or-·ect th s. To UB, •.lie• .. vi ... lu:' v'OO IS 8"' 

a~cc·11~ is'lrnent ot cnc sty•e .... -.:e v.-anted tc 
.jevelo::: a: :hat t 1Te. './-! :t· the seq.e . ··sc 
·;;a--; to int·cduce arott·e· expcrien:::e. 

Have you been surprised by the game's 
positive reception in the west? 
Or' yes! ··Ne ·Nere so su·pr se.::J! Tl1e ~&me -,as 
even appeare:: arc been a·Nardec i" US.A. 
T~x:ay 1t got ·nany awa-:::s n::lucl ng an Edge 



Kamiya suggested the introduction of Dante into the PS2 port. '"I thought that would break the game 
balance since Dante was really strong," recalls lnaba, "but ho insisted, and the result was very fun" 

A wa-d! Thank yo,_ very much! When we went 
to E3. we sa·t: that it was well accep:ed oy 
garners but ··Ne -eve' tl1o~:;ht it wou'd be 
praised so rnv;r·. 

Is Viewtiful Joe 2 's multiplatform 
development a concession to the 
American market? 
TI1e mar<et is as ,, is. I rrean, PS2 is lhe main 
platform and releasing the gnrne O'lly on GC 

Nould be difficu: in1erms of busiress, 
especially n t11e US. 1/1/e car't control 
hardware success. 'Ne c;an only choose the 
target of the game. Plus. we real'y wam as 
many players as pcssrb e :o enjoy our games 
to come. But tha: ::oes net mean we wll only 
develop for rhe largest ::·aform on tre market. 
Ninlendo l<fls beer· ab e :o develop rts conso e 
this far with ga"1?.'i as its only strerg:t· T "at 
cannot be d •sn·issc::: 

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? 

Basrcal y, we ·;>:ant ':.l r·•:;ke ~Jan·es '::· fll t"e 
rra'kets ar:;ur(j ~hl w::rt::. I th nk ·se ·ce 
i·~eg·£rted a ::: ::;r Jap£r·<esos soJ nt::: th s 
game :::ut 1-:J.::n·t see : as a :Jar·ier I t:elieve : 
.,., I be ,Jrderstoo:; overseas as ·Nel . 1· is 
obvro_s ·w"er· yo~ see 'lOw r·.,1 yo;z;:.k s Scr -o 
Chiri··::: :Spirited P.:.-:a·-j: llas cee'l su:::cessft.l 
outsrde Jaoan and especially rn t"e west:r·• 
v::::-1::1 I d:::n·: :hr-k we can speak o' ~ult..ral 
barr e··s now ss ·he use::: :c eo i- :re past I 
dor ·1 feel the wiental t::.Jch Hila ·.:.;all t:: t'le 
succf:~s n the ··.vest. 'IO: a·"y r-1cfe. 

lr t·1c ox1:cricnce is great. rt S'lO• .. Id 
be sx:::essfu 

Okami, like Viewtiful Joe. uses a 
eel-shaded visual style: will this be a 
characteristic of Clover Studio games? 
\Jot at :;11. f you :::ons der B::::.nazar~ 4. it -as 
resche::: sucn a eve o' ··;is .. a real sr'1 thal ·Ne 
t -·ought ··Ne c:::u::; n:::t nake any:t·i-,g • Jr' rroTr 
hs. '·:Ve -ee::ed so11etll rg ve·y drfferer: 
\/\•'11 .... 'Vie'l•li:Ju,•' u'05 '•/v'P. tes .. Hd t·ts dp~rca~t-· 

~si·<g eel src.d ng -..vc 11anaged to clel ver a-, 
nterestlrf: ~arre exr;e~ er1ce. 

it's stilt unclear how much of a 'new experience' VJ2 wilt be in practice, but Silvia's cheerleader-fu 
certainly can't be accused of lazily aping action movies. Or c heerleading trad ition. for that matter 

·.;.; ,1- 0Ka:.,.,:. ·!-:e teste::: a-o:ller fcr11 of :::e 

S"adrr·;; not :::e:;au:oe ~ hls been s .. ccess' Jlly 
uSt;(j ·r ·v.:r-No1t/fu.· • .J:.~:::, b ... ~ to a·~s...-.. er tne 

~roj·~crs ·1cDds. In Ok~.rr..: s 8asc \vc · . .: . .:a11te::: 
~:; :::fer a very spe:; :;; v sual tot..:;" us n;J 
J;;pani?se :md ti0"£1 M B.: ::cl st12.d ng s 
not o..r t"adern;r~ 

Okami seems highly original but equally 
high risk. How do you intend to manage 
the balance between originality and 
commercial success? 
I :h rk it s tho san·c :::-:::tier~ fa:::ecl ::y 
"f,'et:vt/f~J,' v'Oe. '•/·,:e ::;r~\:e~~ if car· bH d cnH. and 

suc:::cssluly. ·11e 'is~ -as to x :::ortrol e::t ty 
us. -1av ng sard t"at. I ~-,ow 'ha· s:;r1e o' :: .. r 
g~rnes n lt'le f·Jture rray se I only 1 ::cc: 
cop cs. f ··se :::o·.;:.l:::r: sovoral gar•es I ke Te":k:. 
it would :::every :::if c..lt for the :::orTpany :o 
suo; •.;e. - ha: de11C"S7a~es ("6 d 'ficulty :)' 
establ shrr·>J th s baarce bet·..veen O'ig nal :y 
a1d b.Jsi·1ess. Th:S io ·v·.:ha: ._.\ .. e '.":anted to 
ieaT T11s s ·•":r"e'"e ·Ne ·Nant t~; ;Je: s:rclr'ger, 

as ex:lc:ti('ed 21e,;O"G. 

Req; :::n:Jrnal s n:::t en:::ugt· - ,,., garre 
s O'IQ~nal an.:J may ·'o: l)e J~'~e"stccc i·1 its 
fr'SI versio·<. Se ·se need to h·1k -o·N t::: 
c:::-re-:::: or develop t<at - ,- a seq,re, ':::·· 
nstance. · . .:-.:e r ee::! ·~· have the ~~rne en. oy~'j 

:ry· as rrr:ny usws ~;,s poss10 e. a 'Id t ''dS ··.vill 

-csu: i"· bct:c' sales 

Do you have any plans for Clover beyond 
Okami at th is stage? 
··Ne I · is he t.rre wh;;r• ·we ae spef.l~ ng «lot 
at1out ·-:.;r'f.ll tc de "ext. whrCil w2.y t::: ;~c. 
e:c . 8f coLrse. we c2.r t say a·1y11uog for tne 
'Tl01lent. ···\:""1at I car SE.':/ s ·.":e e.re .._ .. e, .. i. 
ntereste(j try nev .. 'lar~ ... • .. s.re l~ C~·rre. rrean. 

tll s s ne s-r:::risc 
3ut we -eally ·.':c,rl~: I ke to t-y t"ese ne·s 

IID.C''i'"'CS. CvC"' Or8C. tC CX~Or;C'ICC it t8 

lean :o ;est thrngs. ·,T :ak.ng at:::ut ::::::th 
home an:J portable :::ors:::les. '•:Ve dc-,·­
nt-:-:;Hssnri y ex~;lude ~)I)H ~xlr·sc.A. '•/·./t:: ctrA 

1r:c"cs:ecl 8Y o I ot :rem. 

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 
consoles with a 60-person studio? 
Of co ... rse there eve :t-i··gs y(R. :;nn': do, b .• t 

:l'lere are «lso ll'i··gs yo_ ::an. vvc do-·t TGel 
:he ces re t::: 11ake ga"les tl1a: need a lar>Je 
~:Bff. '·:'·.: :t· such ga·qes ::os::~ .:-1re n~re::.si'lg 

r:.s ·<":DI as t-e r scale I :::on·: ;ri-,k t-at the 
~a11 n~J expe'"ie--.ce ~BIB nny:h r·~ h)·n t·ial I 

real y ~elie·ce : is t rrc to st·it: i"Si:Jo our road 
V'·:'e can 11ake great ga11es ·.t·: :P a Sl"'"'s!ler 

s:at. Okan•:' does -~ot re:::uir€ c huqe Bf81. 

n::t ;;: a I But I kn<r·N :h,;t ·..ve wi I "eea :o 
1ncrcaso C·U" st:}ft ... \ .. ,! ... :il1o. I~ ... ee:::eci 
outs:u .. chq ... vill be an :~-io--, :c .. tJH. 

connection speed The~ is 

demanding. When Yo!! consider a 

~vs-five on~ne.~. 
nts an incredible 

In llraciiCe, a clear dill 

appeared between 

enJoy that and those 
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nhKe ITlOIIies or mJSIC, videogamng 
hardly values r.s hiSlory. In ~>~story's place 
rt has 'retro' - approXJmately 'anything 
more than ten years old' - plus Atan if 

you're American, or for Brits the Spectrum. 
Videoga'111ng is so busy looking to tomorrow 

(with one eye on today's charts) that it only looks back 
to namecheck the 'golden days' - that myth.cally 
pertect early-'BOs period mixed up with pubcny and 
first cars. But lump1ng the past into a oolour-clash 
daydream is flav.ect. The history of Vldeogan-.cs -
while hardly a tae of sex and excess - has value. 
Without an awareness of where games came from. 
rt's hard to see what's hapoe11ing now. 

Relent1ess topicality ITisses the point when the 

po.nt ·s not clear for a decade. Wno gu.cssed at the 
mod scene that would germinate from Doom's .wad 
files? Who playod the original2D Grand Theft Auto. 
spurned as old-fashioned, and mag•ned the impact of 
its sequels on halt-a-dozen genres? And who thought 
in the '90s that a low-profile PC developor on the 
unfashionable US east coast would one day seem the 
prototype for 21st -century game development? 

Unfortunately. looking Glass StudiOS didn't get far 
•nto ths centUI)': rt closed n May 2000. 3ut 111 a tttle 
over a decade rt ll'lvented the firstperson 30 genre 
(Uitlfn8 Undetworld: The S;ygian AbySS) and the 30 
steahn genre (Th;e~. and made a stab at the firs1 
squad-based tact1cal shooter (Terra Nova). And that's 
rust the b1g stuff. looking Glass was all about the 
dotrul. So what made the studio so special? 

Burning down the house 
If looking Glass Stud>OS was a rock band. rt'd be 
Talk ng Heads - 1ntel>ectual punks in respectable 
CIOth.ng. miXing up genres Without forgoing fun. Or 
maybe The Velvet Underground - perfecting idoas 
others weren 'I even looking for Wor1ang 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 artfonn ... 

ULTIMA UNDERWORLD: THE STYGIAN ABYSS 

(PC, 1991, Origin Systems) 

The~ that~ the FPS ger.re e.oen IM:l<f$'>Storl 

30's creator John Ovn•lCk IS said to have !lOOn on•prod 

by an e.1fly dorno Ce<taJnly. as the first fully 30 RPG W>th 

novelties fike bnelges and lev>totion spells, the smooth· 

scrolling multi· huod Ultirm Unde!world fully roobsod 
Neurath's ambt10n of oombu-.ng classic rolaplaying wolh 

cutting edgo toctrology. 

SYSTEM SHOCK 

(PC, 1994, Electronic Arts) 

A grOLI1dbreakn-.g flrstporson actl()(l!adventure set on o 
depop.Aated SPace st<>too. S)'sten Shock was a V<l'o1 

gamespace oii!Mlls. woapons. equpment, problenY; and 
even a C)tlerspace ;Jit..,..,:e really to e>q:ll<lte. Oh, end 

zomboas. Surviv'<ll horror meets U!ma UndorworlrJ \IlB 

VJi.am GibsOn, Deos £x tans bow down at that game's 

spintual forefather. 

TERRA NOVA: STRIKE FORCE CENTAURI 

(PC, 1996, Looking Glass) 

In Terra Nnva , ou r.hoose the 11!1lt squad members, get 
them equ.pped, and then speed forth rn so-fi fasr.on across 

three planets (woth V(llyong gravoty), issuing orders and 
hearing the ongui~ted concern ol voor squad motes when 11 

a.l turns sou· - ye:liS before Rainbow &x or Spec Ops The 

engne hMdlecl Wld&-<lpen SPaceS but was gr8fhealy luzzy 

iand used sp 'est. 'Rim! Nova was cnticaol'l edorea tliA 

was 9'0'ed by 11'18 ~ IJi<lYn9 masses 

THIEF: THE DARK PROJECT 

(PC, 1998, Eldos) 

Lool<r1g Glass' tast CJW' ~ l:r'~ TIWJ/ 

getS you ltw1l<flO as you apply sleallh Ooi€l &~ - a 

challenge that Eq..lll'f 111: •ed its aearO<S ~a g;mo 
where you O\'OidecJ corrbat at the lleglr 01 ~ 

shooter fever mognt seem pe<Ve<Se, but t"S ongorol 

firstpe(Son sneaker wos C<Jiobratod, and rts QUI91 footst$1)5 
echo today in countloos yames. 

ULTIMA UNDERWORLD 2: LABYRINTH OF WORLDS 

(PC, 1992, Origon Systems) 

loor<rlg Glass rnght have been imcwatron dtMln but rt 

wasn't oJfl'lb, and ot quickly prOV1ded o sequel to !he ongonat 
bes!Seller Tecmologocalty a refinement, the plOt os better 

integrated onto tho wider Ultma stO<Yiine than tho first. 

FLIGHT UNLIMITED 

(PC, 1995, Looking Glass) 

One of those rure Qdmes that made you drop yov coffee 
when you forst ~w ot. real satSIII!e image d1ta was the 

bedrock of Rif.ll..tlln>ted's oe;aled torrart\ n ~ely 
made MICrosoft's woe<able Flifd SmU.•tor senesiOok IllS: 
that. The Pll)'SlCS model is so reaislC thal real-kle Haws n 
the~· nanclong emerged quite nattraJiy, 

BRITISH OPEN CHAMPIONSHIP GOLF 

(PC, 1997, Eidos) 

An rnnovatrve golf game - we kid you not. Llke many 

Lookll19 Glass ottes, a roduced $CIOp8 (there are ~st 

two coursos horo) enabled the designers to up tho 
deto~ and atmosphere. Need~ss to say, thG golf ba• 

is physrcally modeled. 

SYSTEM SHOCK 2 

(PC, 1999, Electronic Arts) 

cargety d<Mllopod by Lool<r1g Glass veterlWlS at Irrational 

G<mes, 5}-srwn $hoc;lc 2 was e.en more f!Vlt~ 
a:mosphenc ttul the ongnal. and. than<s to the ueo of the 

rn.ef er19'"" 'lucklOON played a bogger roto. PullfrpS too 
auste.re for the post ·Half-l.Jfe •.•/OIId, sales unforlunately 

farJed to match the entreat plaudits. 

THIEF 11: THE METAL AGE 

(PC,2000, Eldos) 
l'he lost game oompleted by Looking Glass, Th10f 11 pushed 

the sneaking template to rts limits, drtching the ongrnal's 

faJntasy ttapprngs for the closest thing we're ever hkely to 

see to a medlov<J, crrne SllllUiator. The finely parntod wor1d, 
COfTl)lelo With greed. avance and sutenng, was p<:rllllPS ~s 
gootost act~. all1lcJu!jl some gamors ~ 

thalll"'f spent 100 much tl'no observi1g t from the 

shadows vlhle W8l:ong for a gwrd to lludge, 



.. _._ x 'as"'::··,at4e FC rJattcrm, ano beng 

c '"""d :ne'·; r N;;: H£:rpshre and thOO 

::a.-rb-1::1;]" n,-,c;· eos:on- fa• '-om tne us 
nd~.s~r~· ·~ .. ~ .. es: coast ··,a-~Eout~ -'NOS 

certonly c·1t c~l t:• t·e st .oi::s o-...or:u:.l 

'"1il~.e ...o. =::r en,_ ·1• g : E:"C:'.lfa£~l" 

~<.aer s:.:o·.-1arC1 o' cb a::-::l.:;a'lt 
Pau Nc.ra:r -a ,,-·..-;::r· ::r =kn.3r~ 

Garriott s Ong1n Sy~torns - '-:;,,r::H\ I '1•S 

studio n 1990, n::.n·hq ''Blue Skv 

"'':lduc:ic-s. Net.rath •·.-n:; :H€C.Ci 'Hldrg 
;;)!)res h h s 'n~J Ongtn ga-ne S:;aco 
Rogue. a-;; he ·.•.-antod to do sorr.t;t"' ng 

si m lar to =<PGs. 
Exoerience::l gan·e ar.1st Doug W1ke 

SOO'" p n .. : :c,;ct"'Y w th a cot.pje o• 
rt~rar-r1o-r; a-•1t ~'1, c-ucta!',. 1\:'"..JI'ath 
~reo yo .n;.J './ T \! l< .a:es Dan s._n..., c: 
and Doug Church. Tl1;, lat•.e· hc·l:::ed e.u,; 
S'{y go n :s :~reates· asstl - s11art ·. 01ng 

~e. V\•h le Gru I' sa: ea-~ • t -: C·Jt 

:ro: 8 ..!'' Sk)· wasrn ar IAI :;t qo..a !I' ·~c: 

r """ o:.rc pro·, ;,d dec s•··e: Warren 
Spector •·•e- :en t: •W)({ -:; :h t .t.d c 'y 
se.-era ;~M·s an:t s :oday Syr)Cl(':v~ ... s ·.~ .. :h 

Loo{ lld Gto:.ss :lesp1tH or•ly JO nn:1 :s payroll 
'u!l-lmc for a lit'l~ :·v,., a year i'l • 89G As an 

Hxlomal o·~JlJ( ,.. Spc:::or says h~ .•.-o:.s 
·•acid, enlrL$k1StlC • 

'A<YKI-g .,,. ·r Loo-< n;t 31as~ 'N<~S o·c 

e;r t·e ~es: exJcnon::es of r·1y 1110. ~e says 
· =<1g··: 'r:::r.· tile st.:.n ih;,rc ·.,-,;:;sa s!'nsf! I 'Oat 

l ·:.as a~ r;J t~· riJ<:~•Je :J•e ;.-·:•If ' u ccu::: 

teel • E. e·:.-o~c ·e.; .t. 
Pau~ ,c .. lrJ.:r ·.~.·as ~ rea1 ·v1si:nar1· an:; 

e· 1-Hiy 1r1portant ... <·<ev; C",ou:Jn to t-t·a 
1'1Crcd b'-; sm;;- r·c.c:::.c. So11P d :l·o 
tes·e·< 'l" Un:Jor,·. or'd ·;,e·e 1'.-11~ F11D 

::w-o.::.:.tes "0'1 crazy t5 ;-ate 8-~.e Sk, 
was ··Hn;. .JP o· a bo •. IKh ol k>Js. ea 1·1 .31 
new to the ga1Tes l> .. sr·css. :oo -,.:l .. lllJ t:: 

know what t-•HY to\.ldn': do.' 

it's lcardl) oJSt.Z!itor a :::e-·.~C~WO": 
st.xfo. a-en toca-,. :::~: n-·.a·} ::· :·ese cr,pt 

"They were extremely passionate and debated 
topics like 'simulation vs emulation' as 1f the 
honour of the Klingon race depended on it" 

rs trat ·na· .... ea1, recr ~•b cl d ~'"- irOIT 

8osto'1·s f·a'-:ard · I ·1 tee-· •. 

The Ori£1 n'"l Bl.re S~··, :P.arr '.':as smal 
and early tes:ers ·t:~l H (l-;;-,-,n from Chu-~11 s 
'•liT ">ouses~ates le r,-•• , bcn.1 n -r'c-<:rs arr:l 

7 ·<><' hs Frsbco :car- M:::~t :.e-: la:e- 'lr~j 
en g•!Jd.Jat on 

··Pa.rl set an H<trly tone that was about 

u;t hf 119 ways to Make nterest1ng g~mes, 
<~~'.J net ,·,c..-, ng 'TlVCr abo ... : g€" es o­
-:-~rst ,;'} ~ .. -~~:t.:::~ '' ,·.here - :-· ....... _.-'S 

Ct111'Ch .. ::.t l'rs:. 'er<'.- :ce:-ple 110:.0 real 
uocl.;s:rv exoer e,·: " P;:::::plc re11el''l c•wec 

gaMes 'hey'.:J ,·,<r,uo oofore co•lege, krew a 

~.- a:: • rt u·re~: :echnology ano tr ed to 
';)we out ·:,hal sort ~~ y,;~r€ cxpB-.enc;,:, 

rrig-: be ~~ss bl" 
-t1anks to work bv a PC r•ogrommer 

,me::; Cll'is Green \J:..u-;;.t .. ·s rasc=nl RPO 

5VOf" t;>o;;s:e:: an o..str, frs: - :-<lr.J't' 
,. ope r•g -nc'essed. Ong<' o1ore:: Ne,.riith 

:re u:t:r;..~ fran~h,se and another de wos 

C·:IS' At firs:. :t·e on•cns weren't good-
Or qr ._.,;,nt tn·~.JC:I' t·NO u:r:ma Under,;ofld 

::.·::.ou:ec-s r a I:; a ovt-t a .~o:.r. a~.d B~e 
s-} t;~;;".r · -:;o·r;·r";; 6v ·t-= ;1...-:.t poct.~e· 
spe·.:1aly rc:::u:-s:ed ~'> .. 'H.Y::.l'' , sta·.,..ed t-·e 

\'OI.t>'J t11ngs ·.'vere -rn,-alsts­
JJro.;;ran·rre· d...,si()"C'S ....,_snan 
pro~'"al nrne"s ~n:! s~ o·t T-:'picL1 ·:·:as 
Seamus Blackley. wno w:::u'::: l.nl' '11:: 
ta-r.;; :s :I',; 1- n·c "YJO-..e· re~,-d r~c X::::::,. 
Sac<-.: .-:.re ·err€""1:::....-s ~1;3 1nter ie-:.-
•o .. "on~p~~si:tg :ot~~lh t~c"n cal (I..J~SI or~ 

·~,l~··.ve::: b·:/ a r-~isbeo scssi:n1 says !~'O 

CC"'l:::ar·y's li.tl-:nt CCCIITea.nt ltoa:. "The 
::~· ~vts:._re to e .. .,_f.l ·.-.:as n·n-€""(.P. b.Jt it 

.\JS ~11.so c:::'Tlf:rt ng ::ec~vs-=- ~· .. -. ... -.;c(c 
l""e i11·~· r~· . .-cr·:r··c· :.._lr .-Jarre;) £'f;· as, .• ,~ 
went - a.::nq w1l'l" o: o' ot-e·· ·111rgs­

a···d .ou 'leBcej er a~.:ot.nd n:J crew to 
.,~., · hapocn. • 

=rOIT :re s:a- ot ,· .. as a "1..J<U·team 

Slli:IIO. ·,•,,t- Stilfl C'lOp;:)lllg anO cha~gl'9 

betweHr· projects. Between tne ·11rili<J 
.-'f'lt-ll<J.SIS. the Orig1r contacts aP:11l1Hl"gor 

•,·,,th \Jeuratr's old corrrace \J,c: ~01 ner·s 
corrpany-w~ Cff'Cr~. :atoo t-e "\'l~E 

cro.nge lo LOCkl .. g G.as; - iMrrl's~ ···~tal en: 

came intc tne st..1d os oro :. -n p·ck ore 
exaiTI;Ie. ate· ar•iv1ng w1t·· Lorncr. lvli{e 

.<tr a, a 'Id V a- -osc'11oJ :;::tn o a·,,.. l 

\<l", rg rcb,; a: LC~"'-"f: G a..<;.<; tltlorc ;~: n:~ 
en t:: found Desce:::-ueatcr Pa•a lax 

Sc-'1·:-;are n · 9S•5. -he1 s: I r.n st..rd rs 
:oda; - t-.e fcf'TR •s ·)(y.,. tne pr~s C<;-.t o' 1 

Vol:r::n. a-.d t"e ertter c·esder .::• 0\..tra::.~e 
Ev~r::cnc at _ocki'"iQ G as5 ·~-.. s J.Js: s:: 

~n'a.t1ngy talented. · 'er·en·bers Tim 

Stellmach, n::·-·; d;-s gr ;r::uo ·1ilnage· a: 
'co:.ret.s Vis ..;ns. b_: orgt-at:. ooe o' 
•:"" ... re .... ::. c...rOl~S frervjs, ... =~e'l ~··ht'f1 r. r;;J 

COITple:e.y cy t·,c seat of -:,:.;r :::1:.r:s they 
·.'-.. ere al' J-St e. J~y :o \•'.<;rk. \·\·11 .... ,' 

Blue skies 
T"'is • ..rus .. f!l M x ·.~·as '"lO'~· .. e-~·C"'. a c:te "t 
::ne In \.euratr. the stu:J o had a"l 
expcrier:::e-:1 fO\ .. n:-Jer :Jodi:::ated lo creall">; 

rew :,;arre E;XCJJ'Ci'IC9S ro1IOWI'Ot" "1-R 

ass gna: :::• o' S::ect::r 11 8-l()ln · haO a 
:>·,rrpathex pucfStxr.lnC-crw·lt -.a~" 
:J'fklt ,_;rogr<.11'1Me1 ·-:;t•:: .?n' 8e£;8d rl' a na~u·a 

1;:-odcr. arc i- its Ol'iGr ;;~~rtJ :Jrfld~la:es it 

rad a c::~ o' ::ra rpo·.-.-er e::ua.l 1:: t'ie 

cnal e-ges :rey ·a:e:J 
Be n;t -ear\' T ;•.;;s ::n ea '::' gett r;; 

poo;:: c s-ra~ e~o· .. gh tc lme-: a g~n·e.' 
B ackley ·ec<01S. "Ren·e·n::&l t·1at tile 2.11 et 
oa··nes ~1 :rat ~~ r• 1 ... 3C '·Nas "FB 1·: :r? a- :; 
tec-r::IOg;'. Vie t-ad an ar. st 'o• o.er, -.,.._.:; t:: 
th·ee :::·:::~·a11-ners." 

Olce· than 11any recr -its. Eric Brosius 

'.-\·as o:her·/v·ise a •·1 pbo ly u-.j~d~c L:-::-< ~~~ 
Glass ·ec·u: - l'e p a-.. ed n aoocal :::ar:: 
r;:; BE. :ra: cau;J"•t t-" d! et s:ar. and atto-r 

·s"'lt r~ ...., .... s~: .:.:)" Tetra ·\·~·..-a h~ ·.~ .. as 'l red as a 
scu-d des gner, cve-;u:;!ly bec::1~1"9 a• .• ci:: 

d reo: or. ' _::::t<.lrg G ass ·.-..-as ceer-'1"£ ·!·: :r 
fres~-o-:-o'·MIT l"•tclect,rals. re •e:::a Is. 
·-ne, ·:,e·e ex:rer"e; ( •ss cf'a:e allout 

g;rres and debated lv:l c> v.; s rn, at.or 
vs er>u ot on· as 'tile horcu· c'I'OG Klin-:JO" 

race :::e:::en:ie(J _por 1\. ·· 

Ths :rec-r·.·Of·~...,,~~ay cu :.tH t·at 
;;rr-e-gcdat LOO-<fli.J Go:.ss s s::r>e-,•,f1a· 
u- :::u". V'inen S::ect:::r 'rst co:.rre t u.r 
aller·ci-:::n ._,..,, .. Qe.,s E< n t-.e ate 9::s. re 

s:ood o· .. · 'o· taking a::::::Jt l"•1ngs l.ke ttle 
·g•amrrar :::1 ga'"'es Even a: GD2 2:-:v .. a 
~~s« er:e"ec la:e .J~ se:: n~ aas~..,.e~: 
g:::n s an::l st,c~~-g :o :l'err 'h?..: q_o:ed 

ea llos· AXIS 01 Lli::IUS VHrS ... S Pa ea Lrnc::: 
o·_: :o be fron1 o:·kng G a<>s ··:<-l:GrC\'1 
Stellrna::h ··/·;-~fl a•o a,rd e--cc r'en·b~· 

pr~ed ... p , ... :- s::re bo s1~·. e'l..::•te 

co·n11ents frorr :ro ba:;k. 11 'sas alms: 

1nev tacly Ste l·na:::hs TC!:S! :ea1T1Tate 

or::graA111er V ar. Le8 a"c. 
:-io:.rdy rr .a:;e 'rc<r :ne sarr~ st ... i as 

\o oe:gcrri-~·s t~fa"nn .... s ·s<:: s Cv;' 
ge-erator ::fa deca:::e earier. ~ .. :~ 1ts 

093 > 



AND THE REST 

CAR&DRIVER 
(1992, Electronic Arts) 
PC 
Boasting ten phySICaly modelled cars 
to dOve around various racetracks in 
1rue 30, car & Drrver might be soon as 
an attempt to bring 30 freedom to 
rae1ng garn<JS. Not a great success. 

JOHN MADDEN FOOTBALL '93 

(1993, Electronic Arts) 
Mega Drive 
A massive hit, w.s vers1011 of Madden 

tor EA was ironically one of Look ng 

Glass Stud.os' best-se!11ng games. 

FLIGHT UNLIMITED 11 

(1997, Eidos) 
PC 

COMMAND & CONQUER 
(1995, Electronic Arts) 

Nintendo 64 
lool<•ng Glass invented Command & 
Conquer on the N64 and Westwood 
later took it the PC. (Just kidding: that's 
one of things the developer c!ldn 't do.) 

The terrain data-capturing satellite was 
pointed south to San Francisco's Bay 
Aroo. while new additions 1nctuded aJr 

traffic control and weather systems. 

FLIGHT UNLIMITED Ill 
(1999, Electronic Arts) 
PC 

THIEF GOLD 
(1999 Eidos) 

PC 
W~h a few extra missiOns and behind­
the·scenes footage, Thief Gold helped 
Looking Glass reap benefits from the 
great press the original received. 

More planes, better air traffic control 
and weather, several new areas to fly 

over, and a DIY level ed~or. A fourth 
part and departJre for the series -
Right Combat- was never tnished. 

DESTRUCTION DERBY 64 
(1999, THQ) 

Nintendo 64 
A oompetent enough outing~ 
four-way mult!player racing. 

aca::wn c rri"ldset Loo~ n;;~ Glass represents 

a u·1':::ue h s:orcal n·ome-: when games 

V·:ere suffic e'1tly est<:ltl ishld to at~ract tre 

brghtes:, ·N"•i'e ~ei'1g JUS: b'igr: c-ou:;n 

·.•:as still suf c C"l :o n-a-<e a ,;;a11e 

""'he firs: :uoe l iT et t·e 0nde.o.vcAJ 
:ean-, I V·: a ke::: i- :;n l'lF.'n n lne "1 dd e of a 
c<nversa:ior i'1 Old =:nglisr! · •e1Te11:::ers 

Spe:::to'. Tre ga11e i"(1ustry ls rrade u::: et 

really sr·1Hrt :)eople. bu: Look ng Glass ·.;.;as 

over the t:::t: E·.;ery day ·;;as like a itcl~ 

<3a11e Developers Con:~n~rce T "'€Y ._:.:ere a 
··;eo; spec1al :;u"C" a-d :t-ey were oart of " 

cuiLre lllal va ued t·>ou;;J·•t and ntelle::.:L.;;I 

ri-;;tO'. Or gi" ·:·:as like goio{; :o college: 

Look n~J Glass 'NHS '1<e ;Jrad schoo · 

'You rave to 'CI''e1"ber :rat :Jac-< t-e-, it 

·:vas a · . .:er,,. \ve1rd th ng to be 1r· :he Q£1'nG 

bus<'ess:· notes B'ae~icy "V'./e ·Nere•o't real'y 

su·e it was a ;a i::f ::.a·ee·. So n-a-,y ttl n9~ 

:rat we were ::lo•-,; :.ere total y "ew :o us. 

a-d t:J :-e ·.-.ore :h;;: ::e na:urally f'ied tc 

.,..,.,1erstar'~J : . .... y · ... ·r:::.~ : .. e -.".·Ore d:::1rg v .. :as 
se ""leres:ng a··d '"'S.<. .. · .. ·e c:::uc ITa-<e 11 
::.e-:er - -.ats ·roe s:-:,~nt;C,c ~rocess. ard 1t's 

;.hl: ,.,9 ;,ere a: :ran,:J n. So ·--ve rat..ral y 

Tools and technology 
"Eart1 or there :.c.s a -:: ::' ;oi n::J 11.Jit.p e 

e.p:::":::&.c~""e5. ·.-.,ere . s -,;:; e.rc see1r;~ ._,._.·rat 
happP.~F.:J .. Sd)S C>-rc" "Tha: sort of 

erv ro"r' ont :shard 1:. c:::'Oe b1. a-od 

:::er;aorl·1 ns<,. Dut - ,as 3 ·ea up sode 
'.'•:'IeO 1t •:VOr'kS ... 

·was o:;v.::us, t;t.t it also af'ected 

(:rod" et 011 .. reeal s S:e 111ac- "Fo· 

exa11::: e. t'lere -M;s a t·errercous focJs on 

ces ~n tQo s ft'o·n :....','i.:t'r)8 Ut1der~.-,odc' 

onvv·ar~. ·:·rti~h ·noa· .. : :· .. c des gnors ·vve"e 
e·n:::c·.;;e<od to ex::ern·e·•t w1t" dlf'erent 

ideas as they ·;;er - :rrou::J'1 1m:;ler1er·Ht on." 

-a-<e L~~><lt:Q 3 :Jss· i· .. n:-.... ·atlors ,r· 
sound. -l :rert::: a'>;ey a senso'Y 

:J ,-rJ sl!·nenl n severa L::::::k,r'g 3 ass 

ga"1os tho scu-d is as .n·.po1E:r: as :re 

·;p.p-i:::s. :.Th:e.1 was -he ' orst 9ar1e 1n wh C'l 

you .:;ou d e~·.:es,;ro~) o"· g~;ss p1ng gt .ards 
an~ ·:.:"e·e yC.J llad to lls:en to ycu' 

foo:stcps tc JLCge whe:rer the ;JJarcs 

could -ear y:::u.1 

'SHr"·1es 1 ke :'1+/et anc! S.: ... siett~ Sr:c;·c:k 2 
·:.:·~re desig-ed from ;re begi-n r~l ::-h the 

:t1::.1gt·: :rat aud o sho~ld be more than . ust 

ear -:::a-,dy ... roeal s B·cs us. 'Beea.se :re 

des gnors rea:lv ·santed aJd c to have 

ga11eplay s :;n 'cance. o·:::g·ammers spe": 

··.:e.luable · j·r1~ ~:A· ... ·A nping :oois so a 
-on.progran-n-or iKo myself :::o•Jd 

l''plen·e-: sou-~ds 1n t-e gar1e." t ·;;as a 

-oo.:el ()6<1 f.ll lee l rre - and : t•as proved 

t::: eo :ro r gilt :::11e. 
Th1s b..rst o' 1no I >;e": ga·ne 

~Je·.;el :;prre": blaLed an en·.;iable :ra1 In ,ust 

"l 'ew years. L:::c"'rg 3 ass prod.eco :re 

re ... •c·l .... :i:nary· i.J:t.·r:-.a u . .-.c;e:vvot.•'d S•is:e."l', 
Shock. Te··ra .·\·o·..'a, ,-,.·,·ght Un··.+,--r:.-teo' an~: 
Th+~l as ._.veil as supo"iO" sequels. o us a re·_,,_. 
corvorsi:::ns a·~d ,ne· . .: :a::le c.lso-"a"'s. - he 
on y ·eaSO"cl::ie ::f:ral e rrig": be Bull'·cg. 

"The Underworld team was special. The Flight 
guys were incredible. lt was like everyone at 
Looking Glass was on a m1ssion from God" 

The vo-ng sta'f ::G'Ked n o:::el"-plan 

·::: ts' i-,s:ea~ o: cu:: •c es or of~ce:o, ea::li"g 

t:; :~ante- and ~ross tert llsat10r' -rcarr·s · . .-.,·e"e 
s·nal . ard :::evelcpn-e--,: c-.eap. There ··Nas 

vin_a ly no b.Jreau::racy. ",o special sa:i::n 

<lrlG . 1! 's sa d. vor; I :t c ego. "C·•ang n9 

t11 ngs ··Nas a cere value " recalls Spe:::m. 

''Tearn,·'.·~rk \·':ClS a CC"9 ·v·al.;e." 

A::Jcve all. Look n-:;~ Glass ··;a ued 

i-n:::vatio- When oeople propose:: 

u-,cnallen:J •P:J ::r t>:Yn'l·•e•::ially r1:::tivate::; 

prOJeets, 1'1oy ·!:ore al but sqo·-:cd :1cvr. 1: 

·Nas the right atiTOsphere for forg ng "HW 

,;enes. Tr e et'ect C'l111e pro::::::sal o·cccss 

allhO- QI1 dosi-;;- -wisc Fmer tvlolynouxs 

stJd o ·Nas l"'lC'e a o·e-10ar s·o·,-, Spec,or 

J:U Is ..-0 p1...nch~s .. -h~ U.r•o'er..vr;.r:~:· tearn 

·:.:ao; ·ea ly special. Tro System Shock toa10 

·A-as oqt..al·:-: s1:ecia. The ~·:g::: gt...y.s ·v-.:e"e 
i""C"edJble. 1: \·'.·a:-; like c\:t:r:;~ne a: L~<><.1rg 
G nss was on a 101ssio- 'rc10 God. · 

Glass half full 
: lJ! ' tile Looking Glass for·•~la ·Nas se 

suGcessfL.I. where s the stud one··:.:? Surely 

f gar1ers t·u y :>ve i"r1::vati<l". 1t deser·ce:: a 

:>et:e· rEr·Na'::: ·o· 1t;; r J" c' gc·Ye-bcncfers 

t-a-~ :o be s-,L.t co·,-m? CicJ the ga1Tes n:;t 



;~ ~ 5 •-e·e:;. grw- o' t·utn n t·" loltowong 
~ke: asdB 1r::;r- Sr.:ec:cr: · =rano( ~· !hink 

:-<:of L:;oKng Gl?.." ::--t l•1··~ :;as 1•·,;~t 

5-~er/::ne there ass ... rred -::...-':::'r;,,.cn~ e ~I"" 
;-e ·:;ord ·NasI ko t-c·'t)- and 'l1a11. wero 
~--e;/ · • .-.·r;:;nq~" 

Tha: 's :re p·e·Jal ng v ew o' '1'1-31,Y I"• :re 
iideogaTe n:::ustry·. L~~-c1r·g G oss ·.~ .. as too 
n·to·,.·a:r-.:8. 3H'y'011d re··.:iev .. ·ers. ;]an·.e 
develo;Jers (nd a sciGct tx;;el l tJI PC 
afi~IC'la:J::s. ·s :~an·es were :::vertcc~eo i·, 
';;·::::u· ::;t n-e I:: ''H(JI::c.r 'y. 

Fo-tu-at::lly. the ra::b rJor· t s .. ppo-1 
;-,s ·ile·N. Some t t.os d1sappo) nti?d. 
pa'll~l.larly Terra .'\'0'/a, b•~·~ n~ost Loo ... n:~ 
Glass t :Ios: ·:,·-sre co·n1Hr~ c1 ly ~uc ~~s.sf1 J. 

-cl.::i-.g ·he sh:j·.vcases U:'!,·~~a. ~ ... Jr:cit..·~tcr'a 

ci"d T/1.-c.' :re I::: m·,.. S"ll!'lQ ra.' a !'11 tC~ 

:ope~ acne 
11 ··1ght ce !-5:d t::: a:::cept t·at 

::.::-€er n;J .ockno G.ass coJ::: :::te a~ 

and SOIT'A r,a,.-e '1llleaJed s nee ·rat 1"€ 
stooo's laSt rours ir:v::: vod 1""-P:::y :oasts to 
1ts achievemen·s. A"ter a. : had 
successfully Jm.nched r:;; j,s· se·.:eral -e··:J 
IPs. tut ne·.•: gE>nres ;;s ·:-:et 

"Loo<. ng Glass SJr';,veo ~s a sLd1~ I or 
·e·· yea·s an::J we JCt t::: :1:; a bunch of :::ool 
a~d c~a lengng :Ji-ln·es trHt we-e ',Jr 11 ·,·e-y 
hard. to deve op. · says Church. "In ga1' lOS 
a large pa1 of l" e ·e·t:ard was j,Js; beirr, 
1rvo ved. 'N :h 50-piJs-person tear>ls t"lat ~ 
harder. out VJ~th five pe::ple .• ~st be n;;J able 
t:: ·w the crec;t ve -:.:o·k yo, be ieve i· a-d 
:<t•e 8:l.l.JI lu ll JT'H S r;retty CGG .' 

Mission complete 
·vcr rc·N are e· .. ·e-- re··.v&'~ed f~·r t'·e .. !Sk.<i 

tnF, rake, ·e'ec"s Sac~,·. "Gen£-raly t'lC 
:;ocw~ :::r :,...i':l CSJJ:) e 'vVhG t .... ;; a n=:·.~: l'ing 

•eao t--.e •e-.-.crd. a'lj arc frE:J~I i e-,,.., 
cred ~e:J ·.<, :r t'oe ~.em.or 

"Plenty are making tons of money exploiting 
ideas first conceived at Looking Glass. lt's 
almost like we were gaming's Xerox PARC" 

:·:Jn,ry ,;crt ot cea·h :;.Jt t"at .oppears to 

:oe -'"'"•at ·a:::po-od. A CCJP e of U"•lucky 
o·ea<.s. cashfhw iss• •. es. ::an··ed t:rote::ts 
r:::lud rg F::gh; C::;mbal also kn:l·.•n il~ 

._,'anes' P tt;.;:.;k Savac'rc.-~. a Stnt Trek tit o 
cat ed '!Oy<j!JGr fnJ !hl VJ:-roso't·slq"ecl 
Oeec Seven and the ns n:J cost cl 

ne.-e opme-•t event~al; ovcr,·,hol•'lOd :re 
s:uoio. P-. ta·e sHe to Tt-..:e:f ;?:Jb 1s·e· E•::os 
~'0"~ have s,;sed 1t t.utt•1- 6r,t sh r·mnar; 
;;a,J•;,r· :ro'..bles :::t 1ts :;-:m a: or Stcr·r'. 
Scrw ;an::~ ,..a·.··B ,..f.L·e' for·"] ~·e,., ;. 

- -e 'ban: l~n St·Y•'1 c· Llarre :rlos' 

stJff s ~:t;,• n-f'\S€'1.5€ • sa,s SpectO" •• .. ~ 

:,~-ntual .> n-.;•tlu.:l or Sttnl A,.Sll'\ ha. n;) 

:::s-s:: "'le:;. 'JI·t '1'1C Locki•IQ Glass "'''J;kr,.,_, 
- 1 lf.f.:> .-:::- a ·er-rt t:: est~ 1s~ a -oalo~ 
3 ass :..us·n·.-.i-.ql. Locking Glass j~j a 
J~at~ 0~ a thGJSfJ··d ( Jls. TI·~r- v;aS .,0 
--nspra::-,. r: l:;;d g.,. 

··Thar.; ·N~re ~-erA 00~ h.JS r~ss 

Js-: socs son-c ::;ad d· ... .-GIOp~nt 
:J:-:: sons " Wle ·o:: r-uch er-t:l,asis en 
.- '"'O·.:a]::;•- o·--,d nt~I I-J~I l::a lliHr CC·ITITI3rCial 

:c-sideratio-,s ~ .... d. u'l nately, he ··,atural 

:i sso ullor• ~~ Tre Grea: 3•oJp. V a;;~ c 
rroiTer~s :n y as I, 'hHII, il 110n1ent." 

tv1any L::::::~irg G os:; stoll weru stc cat, 

"Loo~ ng 31ass ·sas .-,o 01f::rcnt -
rrone:a·1 y. Bu1 1"i'1~ 1-,e tars kn:::w tre 
score. wh1cll s :::ratty coo A. o: o; limes, 
·s"en · 'rr get1 n!J ::J:::·.•:- a::::::Jt wha~eve· 

:rmy sc-e11e I M try1rg t:J :JH: goh g, I 
look ba:::k at tl1ose :t;;ys an::l •omc1' 1bor 
how r'll iCh a crwy r,roup o' people :::an 
'eu 11· acco·n~ i.s··. · 

One :roar cih::re"lce betweer ;;,;.rr·es 

an1 Mus•::: a:1d n·,ov,es s tha~ :ho 
a~l~vt·:-n·e-·:s ~;f rearly a ~3rres a"e 

rap dl', supc·sooco a: leastte:::nt cat 1. 

W"r;, Look I')~ Glass 'ceterans rereToer 
t~.c r I rrc lono\y 9f'C :re c.x-er .. ge .. e·sc -;:n 
ot :::e :e ::pe-s an::: :::r; :::s 1s a ,.,.c t::: lh=1· 
CC'1t1:.J:JI on fe.-: ne-,.,. garrers ,.,,t e-. er 
pill the or gi"a s 

lrrr,g.n-:: :he e~c ~€~19<11 • f. le,<; I aea·l"" 
a bl.rr ,,·as :::isc:::'.e'ed 101'1()('::·.,. P•:::;ross 
11 ga"~ IS. i·· :;o•·:ro;s·. ;;r en:;less ::,de et 
p1..::·"ng o•A oesl :;.Jcu"ls nt:, t'lC ·utbiS· b.n. 
So 11 90"5 s:h . oc-k1ng Glas5' c a5s :::s. 

8n ... rc't: If yo ... rrean \.· .. as :he s:v:io 

re·Na·:::ed for 1'-; n;J th n;)s o·-~? . ·;;c I. some 
fHO:J e oved :re ga"nes ar::l ::thers 
:::orrp a ned wH pt.t <>ctio- i~ ·heir RP3 or 
stats i"' tre r a::::t:::•l or ·.;;f"atcvcr If by re·-;;a·::J 
·yOL. r"lean 'cash' or · nfluence', ob··/IOL.slv 

r::r \!-~·a'le .... ··s gro ... p de Cevs E• .. ~· .. he ... ·,A:ClS 

grea:. bt.· •t sn'· I ~e Look,no Glass folks -ia·.e 
~a~r th·::: ideas a""•J d r;,:;'IC"•S lavl c.Jt :-w,.; 
a-d cc-,J n_e:;, then- i" othi?t o ace:;. · 

ChJcr be• eves ~rat _::::kh;; G;ass has 
£:.rea::y :;retly rru:::h ·ca::;ated sa11n:1 s ·adar: 
"n the US especial y. dd =>c gHI'Ies a·:n·t 
r'HJch oot<ecl a~ . .A.n::J Look1ng Glass va,~es 

V·/Crc al·.,v:Jys a n c·1H. E· . .:en oP thH' PC.' Me 

accepts t r~at tr:e"os:ing ga·ncs arc arri'·:'irg 

that pL:;h p <>ye.- :::h:::1ce ever ',.rther t"ar 
Look ng Glass· t :tes. t;v h" sHes ,::; 

con1e::::1:::n: "lt sn·t t"ot t"'ln< t'lG style o' 
9arre _o::o<i-g G ass cared abouc cied. b•-: 
·at"&' I coni hn< of ·h:;se :~arres <IS 

Looking Glass 1r' uer•:;e:J ·· 

The legacy 
T-F q.est :::-n of I nea;:t:: ~;a l"orn, one I" 
.,):lec.ga'l'les :::J: · 's p..zzlng -sr; an l')::hlSI"i 

:-at ·aq:• 1 :tl""' !Joo.'T! as'""' faiiB" o'th', 
=ps ~r F~·,;ioi.-s ;;,s :re s:a-: o• god ga-,rg 
shell cr. t e.xterc SiTolar cwcr~a blaggi·g 
r gt1t~ t:; Loo«!');:! Glass ·yea<th-::;o,~g- ·11 .-s. 

• :t-1~k. l."'d-s:r,.;·,vJe r;eoc;; ar;; l•~a l.t 

t-..egrn n!J t::: c.::tTe a•::u~o ~o rrcfe cl a­
LX-( -g G.ass-,sh ··.·ie·.•: ol ·.Till -:Jarnls a·e a I 

aocJt ... show Spcc~or o ... t:; it "Lots of 10 ks 
·a k n:::·:·: a:::;ut :::utt1rg players •,rst about 
::ro1ce fi'ld c:::'lse::<uence. a::::::ut ITITers on 
sro c·nerge"lce - HI of ·ha: s:uff ;pt si 'lri8(J 

at _ooki-.g G ass. 
'Plenty are M&k nq I·YS o' morey 

explctt n;~ :::eas first CC'oceived a: Lc.:;k"'9 
:>ass. t·'s a JTost I kc - ockhg Glass was ~re 
Xerox 0 P-.RC <;I :he gwne 1rdt.stry." 

3esi::tos thiS organ c influence. Le::<. ng 

Gl&ss aluT1ri :Jc::: u:: i?vcr1v:'lC'O. 8 .:t:kloy's 
arrb1tio .. s frs:persor ;;et or er Tresoasser 
::ust-ed a Look n::J Glass-1sr e-v":fo::u H s:;,p 
t::Jo fa•. bJI '·:'·/ar·or Spcct:r·s Ocus & an:: 
T/;,e:· Dea~:y Sr-ado.'/5 prOjects are so... re y 
l'):;u!v.;:Jr.;;J a ·c,-; £€'1e·at on of dL;CJOpC'S 
wtlh _o::ki-g G 355 se-SI::: t es. r·at oral 
Ga'lles ·;,11 c-1 ;•cas lar'::J'; i respors1c-, f~< 
S1s;e-"!l Sr-o.:;~ 2 ·as s.•lCe rc€as9d l'lC 

'?.st-to~-c~e~,;--s Free-x-rr. For:;e And Locki'lg 
Gia!os ;,uJder<rc cnu·:::h s rv ... cu-ed :o t.., 

~-e Toan O'l"£1"9 .3'a Cro't bock •·:-, t·c 
fEEd a· Cf"is-s 0'~-rorrj ~ 

"The ·o ks ·.•:'XJ 1ril:J" Loo<rg G ass 
ga11es s:::ec a ha·.e j~' trated :>cvera stud os. 
a"'1d b':";dg~- a o:ki--,~ G ass se ... r.;1 r~111ly ~o 
p :;,cos :h8.: 1r i·;J"'1l reve" r~a·..-~ devel::ped t en 

~re.r own ... .S:::-::ct:· :::orcludos "Tha: can·: 
help but :;har;Je :re face :::i gaMir[J. r.:rcba:;l)' 
en a s::a e _:XJkhg Glass co.JI::n 1 i'flve 
dresn-,e::J :::f. Tho legacy lv"Ds en." 
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Edge's 

Dosgaea 
A~ J. , . .•.no; 

Powerdrome 
t') •blUut~OII: e·~·( I( 

Atsumare!! Made In Wario 

• 

Man vs bug 

H ave you ever been onfested? There os noth ng more 

effectove at remind1ng human be1ngs of our 

fundamental ompotence than a horde of onsects. Oblivoous 

to your hatred and revulsion. their tiny size and vast 

numbers allow them to carry on unscathed as they lunch 

on your wardrobe, breed 1n your pomdge oats and slurp 

on your sleepong blood. You can't punch them no matter 

how cross you are- can't even see them 1n some cases­

so your only hope of annihilation lies in a vast programme 

of fum1gatoon. cremation and destructiOn whoch seems 

totally disproportoon in the face of a creature an 80/tOOOth 

of your body we1ght. 

it's all about scale. Arachnophobia wasn't scary 

because Jeff Daniels made that terrified face over and 

over. it was scary because the sp ders were tony. Tiny, 

unstoppable and unavoodable What's surpns1ng os that the 

opposote os true on v1deogames. Mostly, enemoes 1n games 

are tiny comparative to the characters you play. Not 

necessarily vosually, since they' ll often stand shoulder to 

shoulder woth you. but on terms of the threat they pose. 
There are obvoous examples, such as the swarms that 

confront you 1n Senous 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 os. the weaker they generally 

are. And on vodeogames. unlike on onfested bedrooms. 

many and weak doesn't cause you sleepless noghts. 

it's thos trend that Full Spectrum Wamor bucks so 

dramatically. Everything that faces you here is strictly 1:1. 
Each target you face os as potent and mobile as your men. 

There's no cannon fodder no enemoes who ar1oftc1ally 

weaken as your heatth bar grows liKe Ponocchoo's nose 

and your guns double in soze. Throughout the game, one 

man with one weapon can leave you as impotent and 

defenceless as a hornet's nest would on real hfe The same 

1s true. even more radically. of distance. In games, we're 

used to )oggong hundreds of yards wothout a thought. 

Space and movement are freely expendable. In Full 
Spectrum Waffior, those five feet between parked cars 

matter, because they're the f1ve feet the corpse of your 

rifleman will fill when a lucky bullet sp rats through 

hos face and out his shoulder. it's all about scale . 
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Full Spectrum Warrior 
Fcma:: Xbox (version tested) PC P .t rsoer: THQ Jcvclopo·. Pandemic Price: £40 Re ease: 25 June (Xbox) TBC (PC) 

Both your own and enemy cover degrades 
under fire. Crates and abandoned sofas won' t 
buy you more than a few seconds of safety 

T 11 s is a gar•e ·Nhd' ~.~or: :o cn;w:r 
-w~ ~~ :h~ mos: press n;J quGst1ors 

ra~i-,g ga·n n9 today: -o·N va uab e is the 
rteg'at on of realis-n' nto a ne:;essanly 
art ficra w~rl:::l an~ v·rot -a:;pe~s ·s'e'O :h2.t 
realisr1 c<:uses ·.: de::gaiTes :o :rGs~ass onto 
a poltt ::al rri'1c:f e::::. Fu:: Spec:rurr: Wa.':".or. 
adap:e::! fo· the pu~l ~ 'ror1 an exacU-.g US 
arMy trarn n9 too . ::a·r es as rra·•y ··ea ly rear 
badges as the n-os: oisci:J ine~ 'ig-,t 
sim\..la:or. arc gives ganers tre chance 
:o co·ner nfi:Je s 1r back al eys at a ti11e 

T 'le m1ssions will see you call1ng 1n air strikes 
O'l tank pos1tions, thread ng through littered 
alleys ancJ subdu ng balcony sn1pers 

The realtime fog of war effect greys out areas not under survei llance by your men. A useful tool, 
its importance is reduced from the army version: which allows you to set individual fire sectors 
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wher 2.11c-;Ja:i::'1s o' al ie::: brutality are 
tecc11 ng a !Tatter of ··;erified re::ord ·at"C' 
'han tabl::td rystera. 

rs ·worth oei'G clear then: ths 1sn': a 
'.s:y ec:ure se·ies fu:::sed o· :o ar Xbox 
cis~. =rom :re begrrn ng. tne JS arfTy 
oenoanded a ;;rope· vdeogar•e. s::r1etrhs 
:rerr sold1ers woL.Id volu-:a·i y take oac~ to 
:rerr barrac~s after hou-s. ::ut t's not a 
£un9-f\O b_l et-guzz e· . .CS IV gives y::u 
co1111and ::f tw~ foL.r-r1an :Jismot..nted 
nfa~;r; sqt..ads. These arer 't du11:: ::awn5. 
o.,: traine:: s::ld1ers. so y:::v~r ·espons b I :ies 
orly extend t:: 11ovi'1G :rem hto posr:io­
and sethg trerr fire sectc-s T·e soleiers 
wi I adopt t'le c::rre:::t f::rmatiors r 
a::c::·::a;-ce v·:nh their env ron"1ent an:; 
they'll acq\..i'e ar:: destroy tar>;ets O" 
their ov;r ::nee ordered to. 

Tris is~·t as er; a-rd d sembod ed as rt 
soJn~s .A.It··ou9'1 y::.J are in efect t'Oc 
::a11era . oggi-g sl::ng with y::ur squa:: is 
;r:e'rse y nvolv1ng. Y.~J'I be so atterec w tr 
thei- blcod wrer :hey are srot. src roc-<ed 
arc dea'ened when you ::a I n a r1~r.ar s:nke 
::loser to your posit on than you srou d. Tre 
real sUe na:ure o' the soe"a•ios n-eans you' I 
spe'Od a o: o' your :in; r _nn•ng away. bt..: 
:re co11catrs srr1ple. stress' .JI anc 
::o11oel ing. F1nci'Lg y::u· r1en v~rce· 're s 
bot· pt..lve·is ng and ::aralysi"G· arc :re-e·s 
ir~·.,.,ense set sfac:i:n n ga1ri ... ~ ~he 
ex~er e·ce :o th rk clearly a·d ta::t cal:y 

• 

·wren th ngs start to L.IYa··;e . - he .,, ssio"s. 

stru::,;._.red around a s ngle v~r-'o :::i·1g ba::le h 
a sanrt sed arloi::JiliT ci Voga:Ji;hu. :lasra 
an:J Ka::u . ·:·: I see you call ng n ar- stri.<es o 
ta•' k posit1ors. tnread nq l"rro.,,;h itterec 
alleys. ard suc::u rg baloory sni;)ors. 

l11corant tnough t"e ssues of real :y an: 
rTora.ity are. ,cs~ ... v has so·ne v ceoga11e 
Q\..es:1~ns to a·1swer fi•st. - he ::ecrsi~~ to 
l::ck ·.he carrer2. aro~r::: :he lead,;r of each 
squad s ogi::a . t:ut ~a- prove e'lor••::usly 
fr_strati"G. No: be ng able :o d rect yo_.r 11er 
to rnove :o a car s1x Ieo: away beoaJse t ·e 
c;;n-e·a 1s s :tlll'J too 1~··:-: beh r:J yo_r covert 
et you i-re JP t•,e cu·scr is .nfor9 ·.;ab y 
an ... oy·1rg ._ 1at :ursor - an n-·•t.···:a:rve sys:er· 
··sr1ch ets ycu set des:ina,ic'l ar-d '::rmatror 
V·:tth o-e sweep ::f t"C st Cl( - can tself get 
stucK ::n ob, acts c· ::e'ly yo_ r:l co11·nand 
tha: is visibly 'easitle 

v~u- r1er are diligent y pogra"lrled -
bo:h r .A.I arc a"i·na:ic'l - to be celievable 
hJn'a'l indvidv~a s an~ as su:::r :·s orly 'ai• t 



tl ~'/ 

~xr.:·cc: sc·.,e ·at i:; l1ty Ho·:;cvc'. - can b-. 

cos:l) Ore m;n ·.-.1'1 lu<n::: c a io.,...,ot':ri or a 
:c:r'Tier.loSO' CO\~ a'XI :ar.e a ~t N~: .. ~~u 
1-'i\~ .o f"'"Cno :c ro;c::;,·e' hrr .'.'11::1' Mea~s 
tdki'lg n·cre In, AJFJ s_oo:f.:n 1 -·; Oii~B 

o·-.. ·e ... e·v~~i :·-ou;:~ 'l y:J ga··.:e t-p "I•:J"! 

corr rrrr•o :o !re r r,ht r·H;n ilrl:J G1 t··e 'Jgt·: 
:l'ne Reqarcj'Hss ::ll"c rc&IISl c <.C'llext your 

br~''''' 110". I kc v le o a-n;- lli·3 ;pme l "•il'l 
•re 'e.t"C::r·"' :.r ,Je - ~,~ ::;f ... .-..;r. 

8 .... 1 ,_.v ~ ... :1 s rc::J? A.s ~-.:::. ... , .., .. nat r1:st 
_ro;~·p·r·es :"c ro::;. ·t·. 15 r~• ... "dl s tnere. b..r. 
:.t·CJt sn·:. •he-:. ·) s RI~~.Jst t;:;t~l ·, -:;e-s~ ... ed 
s~·-;(· .:o,. ~ro·.,·"·c.: r:.n~; ca"cas:,es -3"'~H·sLpp nJ 
:re rr-r.1ny :.;ucstio~ o= c:l!r-:.tt-:rd dJr'1ar;e. TbH 
·~as: ~.::f".":ard' opt on. an inso re::l lr""v~lliiOf"' 

,-.h,cn IH:s :«J , spcco :l'lrou~·-, r;-r lays o' 

frll-:d 11 ISS1::ns tt€fO"e rk:ki.-..g ) :~ .. MO'llo..nl 

t: t.rr; r' ~.re r"Jill" :::or:rol cf ~'Oo.f' "'l:n 
:aJ~'i I ::-~ ~ICCS :o SJ:"-:: uC .-.. :h 
t·;,t _,.., hl..1nt,. ~he ·.•n- h', d€:~sor t: r::I.>:Je 

'nter-·w1ore! 'o-ces IS _n:1en"'11rP· I ::y :r·o 
cn.::H stereotyping of the p'ly-l•ockcy-st c<s 

Brt sn ,;e-r,;fM'lls. who a I :;ut t~tc :re•r 
SA-80s·.": :ha pin'-< H s t:k!nJ o ... -. --h-
e L1''1S'i rag:ltll :;cachs. t·e dee:l t.hrcat 

'1\J-'X)O•JO!" .,..,. ... e ... srr•eor·c :aK.es a h l l ·~c 

:>:l1i:::~s: o' , .. _ ,,,src r,'l _n-jer· 111e ~s·. '.'s 
"-C-ie\ SIT ,... S ~ a ..ijeog<nl" :;.n .-or>,. 
s r:-" , • .,,. 1'1100\,CI eo ·,·,-as an·.os· e-n" 'ly 

i~:-·•J .d :o bolst"' :s s:arOI()1 a- "" 
·c·~:c..-:a rr.,·~·w' prod ... ct . 

Se 11 ·.t'O real :y fo,ls s"::;n. ro·.•: 
qucst1orao e 's the l'l:::raity? PHr'OCI'1 c's 

arg,JJT,f"ll w!'ls :rat wha:eve• yo_r stan· H L·ll 

~:...r~ent US "n l ·a,...i ct~;t v ty. r::: ::::n~ lidJ ;,..f"'·~· 

l'lc:;t 1t. ·o·h .. nchd-a se de·~ Ate• al1, a 

·::· SJ (! w s sctfless :ced e-cr .s ;toe 
::.t-t .. ar< ol or, aml'; n an-; :r"'le arc o arrt 
'l<:ttior Of c-u,e t'lats ar lrTl<l:Ji) :h~t's 

ta-<en a r1asty ba:tenng o· ... er t•1e asl ·noJr~t1S. 

t ut :~~ore t-t•t ycu· f'.rll .S:::~:::nm 'Na•r,~rs 
rr·ar'<Jgc t::: Ne .. p to. 11101r distrac.·p:J 

jub la:ic ' ' <1t a corr r11ec kill t'ier cur.sy 
·n .. ~:E:(ings ao:? ... : ~r 1ai s urtj Ga1re 3t.-y:> 
~s:::rr·.' ·-a'1<1"!<1Cs '· :h:-,r si e-· rh·-1; en a: 

'esterP;J .. .ass g-a. e-s t--~.e a-- h:·..osty ;~s 
.... "' '-lSa"a\-eo:; l~n. 

:.ma:eve' ,-o.. .:or.: Lfjs &:.xJ .: t"C 

:J ::;:-;e· p ture, :h1s 15 sp-.:~;:1 st ... rt. Ths 

::lausl':::j:h::;:::IC ~d.U ol ios. tne "11Blanl 

·"'luezzi- cjro•·e. 1ro despe'Hli::n as VOLJ 

:::·n .. c-, uncertain 111 """ Just ·,-,t; le yo .. r 11· ., , 

cal ·-a-x.a 1.- fo· crcc·s .,..,. I l:>d~- r• yo..Jr 

.,-,nj IC< ;~ a'tu :ou ve ·;.-iihe.j a·t::;., 1'0'11 

1"- J-"JT'O. T· u'iCto:rs r''", 'lC<-e' 'ee 

Eigh; ten 

The orange cursor system flows around the 
goography of the level, letting you preview the 
positions your men will take up when ordered 

Two to tango 

FS>V o'fe-s ro cornoe)t •e mu :.pia ye'­

tne US army ',·etoec any l'"lnt cf fr 9""d Y f1re 
f~.n .:ro ,..,.. t .. e 0UtS9t but U ... e COOP '.'/Ofo(S 

beac :iful y. Each player com- ands one 
sqcad. us1rg neadsets to coo'dJnate 
p1ncer attacks aro -escues. \-'.,'rile yo.J'II 

~ ·eplay r~; -1!\~lors from ·he s1rglep1aye", 
"''Ork n;J :oget~"' ~as a CO'TP etely c :fcrent 
rtl}1~m :o tl'e •nc.erre•:a A-tl'e~-6-:he··A· 

·h(;r-8 of so o play Expa'lS or ~aco<s aro 
r ew mlSS,CYS are a certant)·. (;dd rg 

cn;)ev 'Y to game "'hiCh 5'-bstant al y 
enriches Xoox L ve's r~nge. 
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Thief: Deadly Shadows 
e.:;rnat Xbox (version tested) PC P•J:.)I she~: EtdOS J~··.:F<Icpttr Ion Storm Pr :o £40 (X box) £35 (PC) Felec.~e June 18 

Stealing from under the c ity watchmen's 
noses is entertaining. but avoiding them 
can become a chore later in the plotlme 

I t s s::r1e·,.,11m • :1 n;J. grvc:n Thiefs :::ac~::Jr:;p 
c:i nfi;J"lt n::J ancl r;eh;y,;l t·>at the' e-:::c'y 

l~;ya Th:sf lar' ~o1nrun :y ... as rad :s kruves 
ot.: ~.::; .. Dc:£!d:y Sn~:J~l>'i'S e\~e·· si-ce 1ts 
post-Loo-<n;;J <31ass ··esurrec~r~n. Ths 
.. e\: ev/3 scc .. e. v·re-· it .. eaches lhose tans. 
c:;u d t;;; t'Jken as a v ndrca:i~·) oc tha: i I 

I col n;J. ·.,-;t'>ich w::u d be a shar1e. as :hl 

·;JaiTe certair.ly t•Hsn I ~;ee'l i"rc·joc·•ably 
recc::.s: "'O" lo· . .:.:osi-COITIT:::n -::Jer:::·IT i-atcr 

appea If ro:h n~ el.sB Cesa·.y StiD.dO•'IS IS 

hall :Jf an ar'" rg Tn.cf garre. 
T" o o~on n;;~ .,., ssior 's 11 Gllhghteo 

obj-xt ves ;:n :: pop-up nst·uc:r~ns rnry ';:;e 

hea··.:y-han:ed br n sem~s :ha~ h~s nevot 
underest.rnatod its ::ta:yc:rs· ;r:e I Ge-.ce. !:ut 
:r is is B P .. pl·y a- exp a--at on d :r·B Th/ef 

rr.indse' .. not a s rrplilicOlt on of it. and will ::e 
a Vv'€ co11e I ;el ne -o ne·: .. :ccr1ers o~ la~;s~d 

b,Jr:J <n; al;ke. On~e t·•e tuto'ial scg~cs nto 
, .. ,., ~JaP'e p·:J~er. • Jrth;:;r c::>a:::ri-1<;; is 

'eleg:lte·:.:: :o loa8i·tg s:::,.een ti:::s :··/·:""ic.h S'"tY.": 

Staunch purists can play the entire game in 
firstperson. but oo1ng so will deprive them 
of a re'llarkably well-realised experience 

Dirty epic 

cor t .. e mcst p(;H1, DctK!•'y S.ha-:::o'lls· story' 1s 

relayed ·:: ~h :he colour-wash-ed shadov,•play 

cut-scer es :hat are t'1e Thie:· series' 
d stinc:ive 1al mar'<. and :hese .. emai1 somn 
of gammg's most ent1r.::.lllng mcvie 

seo~..e·,ces ·.·:t·ere zracttca IV rothtrg 
t-nppcns. T'ttS time aro,Jnd , :h:::::ugh, 1hoy 

alternate·:: :h tn-engire c.Jt-sceres. '>'••h eh 

are s::rne·.vt'at lac-<1-Jstre i·' compariso'1. 
A s.o absent a'e :he t""'OOd ly p .. esentec 
exm1c:s from fn:::::tion pl"i!oso::;:hfeS that 

previ~uslv booken~ed each mtss or : hese 
t"a· ... e been re<iu::ec to sl..~mmtng it as 

oadhg s::rcor flavo,.r tex1 

·oo 

;: caval e· :::rsregs:rcl tor ~ ot spoi C'S) a",d our 

nr:incro·s ·Nrf " a'ratio". Ot'ler :t->;;r t11e often 

stagge'i'ig jump n vis,Ja qualrty. HVHr)'thrn:J 
is as : shoJid be: :t·e spnwArng r·i·;;ntscapc 

o· t·K Cty re11arrs a s:age for tr,e Fag a-. 
t-a1r1er and K;;e::er fHc:iO"s ard tr'err 

co" 'hct n;J dco O"Jics. ·;;itl1 Garrett st I 
i"lextrica:::ly knotted n t-,e r fetes as r:; 

h:;lythef. 
I ~ re·11ai·"1S yo~ ... r cho ~c ·.,·.,.·t"ct·"c' Gar .. ot's 

pass 118 cave~ a :rai :::: 11 ... rders. I nht 

CC ... ICUSSiG"'IS ~f r·~ trn~_;e ' 'H ··,VHS H\:W :hHrH: : 

rone :::'yoU" bus r·ess. ··:·ret-e' yo.J s:eal 
orly '-":r'lal yot.. neec1 o .. c2.vc ·: ... ·o ... r ··.:ic:i·•s 

destitute H:::v·;ever do .. br:::us :he n·.oral :·i :;f 

VOLI" actio-s you :::en lay tt·,e :;l<w>e on 
sor. Ht·y: Ba~"' fa~t<)t) S eq..-£11 p:.I"'.S jLStifiC·C 

and ''10'1S:roLs an::: tllo City itse-lf. pe-t->;;.ps 

Deac-V St-.ac·o·A/S. strc:nqest ~t·sr5cter, i~ 

tang by ~;u ll or· '.he bor"es o; t'oachcf os 

:::as:. --here's a ~on·peilirg :::e""s1ty ·o :re 
·._.,,:or d, H Sl..f::tJHS:iGn tr·at ~;eh1r·o t·e 

envircn·ncnts sn·: just skylx:x arc: ·;o d bL.: 

aye" u::::::n ! e·;~er of ll s·ory riqr·: down tc an 
. JPtnrl1~;r~1H.b ~ 1.arKJ GA'tfl n·y .Jr"~or··v·entio·"s.l: 

:::ta:::kr·oss. Th cf has 2.1'·says been ::!c.r" 
f;:ntasy at :ts da··kest. ::;,Jt Oeec::y ShRdows 
s ;; r·•:::;t re entlessy ,;ri·11. wll C"· ·;>:rll c~"lO 

-----------------------------------

a' a ;.Jlllty ret;ef 1:: those expecti··., it le ~e 
t::;·&C: l 8C,·.'·:'I. 

tll rdpcrson stanc'l p~r s:s :::a·1 pay ;he 

entr'e gan·e n fi··stpe-son. :J.Jt do ng so wrl 
~:Bp .. l'·:'e t•·e-n of a rer.,..lar-<abl:.,: V:HII-'BB i.Se~; 

oxpe'rence. G2.r-e:t moves ·N tl' '" :aJt 
ptwsicalrty :rat's ro:iceabtv less appare-; in 

f rs:person . an~! fl~Lri3t'BB such ns n s 

u" :ro,_btod ·.;"Lits oo.;or :::'"lu&t';;.dcs C' 
pra::;:r:::eo fie I<. :::f tre wr st ate- a hlc.c<Ja::k 
slnke eYe exp-essr.:e -..v1t ... :OLI. resorUr"g :o 
i-ao::roprate ac-::bat cs. t's a so proof 

~ha: :t'e e~·,f~~rce~: loBs~/ :;er ~---:·tlHral \:is on 

isr" l nlegrz.l l:-; .rt~.•ers Gloyu1g i'ltens :y. 

as :ho r;;a11e :::a" provide :ri5 a:::tv f'.:)1l 

e ·her perspe~t ·oe 

I "at a:rrospt1crc s" P'~::luct u t".c 

~iLLying siLe cl G;;.r'E::t's stalk ng g·o,Jr·cs ­
:hoir ,.., .. :no itll ::: fGcac:es. ca·.:ernot.s t)al:s 2.n::; 

p·;,;zel,k;; p;ssage·Nays sut' ..rsc::l witt1 evenr:J 

'cg or ·>-btel"'area'i sl1adow - ~n:: :t1eir 

patr::;llirr; o:;cu::;ants. :::J '->yie.g :I'C s:a"dar::: 
tjrf'rc.Jity o"ly l<ir ·:s <:.t t"C clanger t-ese 

'>·':~ndorcrs pr0sor: they· I .. eiTB~k ~;n an 

L.nex::ected -oise .,., splacec ·"at_;:.:::lc:s o·· 
d sttrbed h .. rn:ure. bt..: :hor ratror&hse -

a'·:·/a''f' Such se ~-dout·: i.s a :I t~ut Hbse·": or" 
h-1rder setti··:gs. ar·~ :he si ghtes: cistLrba"'ICe 

wi I sc.t tllon· ll..rr:h;; yO,J down .._.,ith eer ly 

11etllocl cat ::;rec sky·. 
Sw1~s 'v'HIHrans rnay fr"d !t"e'es ne 

n:~i··.:ici.Ja miss on t·"at ::a ... ~ cc112.are tc ~>~lS: 

"iJ'l ,gr:s 1 ke t·,e "a ts-:::o·.':"•-a-tit;:cKboa'::l 
:Jren(1 :;f =let..rn T:: Tr·e Ca:ll::ld';;.l C' :he 

: ·rrcr;;pnt possrb l tios :::' _ife 0' - -., Farty 



c .. - ~h-1 ~:...r ... "::.n ,.. ...... ,,....~=-
1 

cl::: _ .. Prl·:=s ~, 
_ clcJ.:~'gn 

A,. 1 ~ nrk~s r rh; ,., ~c•:J~~ -h~"·se -;fS: 

r-8-s :o t.c cer"'•· .. ~ bi tn· .. C ty s nc--.\•7o .. nd "'::le 
0.5 a c:hes ve o·y·er.,\:orc. arc such a .:orcefu 
:: ... ,a··~ge fG Th:ef'S 5t"'U ·:urB IS ··o: \·\•ll'iOUt llS 

~ro::) e··n:;. 1 ut tl ly to~ tee~.A 'Jlly rcai1S:,d 

:i st'ICI> an:> ;;.r ~"li\ '" 1 <111 r:;~ d stract1or ::e:·Neer 
... , cn •. n<s of pl~t T-e··re~r :;·h t;;r:J;;·s ::1 

O::"::"'.L!l .~· C·)Jt .._lldll(' ... ~<!:: t: ~vc·h:t::~"' e.r::: 

.: ..... 8--::e-sa-: do'w·.-r"' :~tte.t·, to es::.a::;e -rs 
~-;;- o··- f-·t"' ·, \".<lt"h BLt s-e- :re 

~a·'l: re t:s ::·'ll~o C :~ L C"''• tne J:tH n 

: a:e 0' M SSIO'S- '"'::St fr JS"~· ~;) 1 j..Jf ;;; 

·· - :: -H ;I ') dr ,•,fl c re:;u res ·q::ca:c:d 

t'~·-.e r·::~; oro si.t~ :o :no o:rer. p .. n~:-.. &te::: 
:::1 l:oad1nc ·,r"ls- 11 s .~- ~o llbiiihly 
o-..e·ex·.o-se:J L8s:; tlaP1"9ng to pa:::1ng. b .. : 

A memorable first for Thtef is this fleeting dawn m1ss1on in the City's abandoned, overgrown 
outskirts The game's traditional midn•ght darkness feels even more suffocating on your return 

1 .... s: as c r-s1 e-r~ r~:-:ons .-~t·ere 1tJt-r Is: 
o4 o e-e· ~-cs ttr ... p:s i..-.to a -ness: c.f : · ,-: :::€' 

:as ... s ai"Ki crcs;::e·:·,.., .. e -n ss Qns. Tr"e E:t1;cr s 
n·u.., 'J\tl't:'lernng t-a-- ope-·en:led. a-d 
IS'1., nocessar ly a s:e;:: for·:; arc ''::;rl th-" 

11~ear P'orr"'~S or ::f p-ev ous Tt:•e: garres. 

wll":rtl frt*ll::nr play was :x:rlcctly ovicler: 

Wlili 11 IIV' ''liSSIOrS theiTSelves. 

Tli::;Jgr ·t;e s'de·q"ests a·e e-·:er:a ' '"9 
• l.o,.,CC ·Il'!!s ncreas r'gly ora::J::r:::prat: :o 

:.cchlck as :re oc:'s a:::::::::a;·:::·rc rrcf;~,, _. 
OCfTS :.1 SI .. J<jg"'-~; r . .a:;a-G e-... e .... :t..~ J 2.1CC:S 

tr~ r 1ISSIO"lS :: ;""c s~o--1 a.-: tseff. a ... d :.hf.:;. 
tr.e ·r;; ~a· of 'he ~a-ne c&sses 1- a 
:::rea·t;.-;;s rtJSI't ::t .-;;.re:J ss::t')QS a"d 

g:>n·ec 'Is., es. r-eti-a sect10" 15 suc<::'Jeo. 
eav f"l0 ·~·o ... expe-::m·~ a cl rrax •:arn :-;.: l2etst 

:;q~ ''J::'~ n·.,ss~~n: tha: no··/C·r arr· . .:os. In tr·e 

~ f~' · trc' ;.,-~(}:""--~~,....,=tal t: 
::x:il s·, ng, en: "Ge el'e' ... ., ga....,.,~ 
:: o· or r-ev .e-c:l i' ::;), 

ShCJ::: :I' IS a I SOL.nCI t:::::: ::lan·n,-g, 
:ens ce" :ha: Dead:', s.na:::-o,,,,..s 
:11.sa::;po1 .... ,:ments we rrade s~ star-<. o·~~t·y 

t:ecause 1ts bes: l'l:C''10nts are so 
oxh l:;.ra:hg. Fe·.-: ga1~es can d ~pia/ a 
~yrDr;J:. o; ~~c~a~ic =:.rt :::.P: S~.Jr"'C des~,, 

r" '.11 s ·.".·~:~· a .... d ~e-e'a J··. 1t s ...... ~ 1 ~~­

Self·se· nGh stanj~n1s t"<d c.,.,:::.~ Sr,.."d,.·.; 
·a~s t:: ~£J'it<ti". ·:.'hen 1'10 ::~;~nal ea,..~ •t 
l"l • 9~3 there 1-...-&.:. r:th ~"';J o<--11 - .. -•::u rr:N 
.-. :- srea ;- ·rt es a -p,_, .. ,._.,,,e n::-o's 
:;·11 "0:1'1-o;, I ko;, Tr,,e: 

Seven ten 

Thieves' toots and suppl es must now be 
purchased w1th your ill -golton gains. The 
overly generous pric1ng means you '11 soldom 
have to ration your spendu1g, however 

The l1kes of ~n opened furnace door 
can instantly flood a reassuringly 
shadowed area w1th treacherous tight 

10' 



Pikmin 2 
F;.:;·n's.l· GameCube p,_,:) l S"S>t: Nlntendo Cr.•:c1np:;r: In-house P-icc: V6.800 (£34) ;{elea:;;e: Out now (Japan) Summer (UK) 

Oh mar is accompanied by his weedier. taller 
brother Louie (Oi imar's Japanese name is an 
anagram or Mario. inevitably), and controlling 
each independently lets you solve complex 
puzzles and hatch elaborate assaults 

Lose your marbles 
In m1..1t payer. P:krr./r. 2 1s rem.1rk~b y 
successful. The mt..lt p e •.va!'S to Wil) ­

collect ng P' zo marbles, k 11 ng yo,Jr 

c~poue"lt (o' a I his Pi-<m nl or steal ng his 

rT>ar~e .. marb e - means :ac:ics corstar:ly 
evove. S~ould bot~ an111es meet. ;her 
seeirg <::. scr~1m :f scroami'lg P ik'""'in le· 

oose or each o:her vii! raise tre ha rs 

o'1 t .. c bac'<. of yoL.r reek a·'d lat..GhS 
rrorn t,..e bot!om 0~ your belly. 

102 

Blue Pikmin are impervious to water, making 
them ideal for this kind of bridge-burlding work. 
They're not exactly fireproof. however. unlike the 
tough reds. Yellows are no longer demolitions 
experts. instead tackli ng electric fences and 
zapping beetles. They're still the lightest or the 
bunch, and can be tossed over high obstacles 

0 f sll tre great ga11 n;; tu··es. P.:kn~·n ·s 

cl·::·-ssy ILl acy is ore o' tile ·•arr.est to 

shake. ,,·s eleC\ry endu"ec h \ rntend:; s r·un: 

f:lS c early as o .. r o·Nn, cnrl so it ;li1::J nuct1 of 
:he ' rsl gar·1e's pecul ar 11agic has :::ee­

:mns:.)c--:ed ··.vt"'olesc;.lc .:o .. the seqL.e - ... ~e 
a-e·norc-crght ·1e"ds of obhgim; Pikr·ur· flrcJ 

:hl de ii~ate detc.rl o' t·1e gardEns sc'lon the 
ed;J-~S et what ·;-;o .. l-::1 :::tller,-;ise ce a 
s:ubborny serio.Js strntegy g:lrre. Spa:::c 
eap:a n Olrrnar rrust ea::: h s :i·w anTy. 

prote:::t n-J t11er1 from prec:ato"s . • Jrle;:sl urg 

:rem on ikelv p"ey and trusti~G :llerr :o bur'::: . 

krt:. cf:lny ~r stlove clcco·dir·g to :::ontox:. 
-.,e '>lajo· :::t·ange is t"at ,rstea-::1 :::f 

e::: le:::t n;J ::arts t::: ·epa r -is 'ocket, 0 1 rra' rs 

on(: : .. Jn::; -r<:IS n~ tri:~ $C~u·i·"&; :ho ga a>::~/ for 

likely br c a b•ae whiell e:::u::: be solo ·o het:; 

pay off hrs det:·s Cc'1sequently. :t·c 30-clay 
i·n •. cf t"e li·s·. garre r·as gone. AII'<Ol-;:Jh t·,e 

clay ·nigr : eye c rciiC\i•ls. yo.J n:::w l'lave HS 

11 .. cr :i11e ;;s y:::J ·,•:ant t::: sef:l·ch tor 

tan;Jennes &n::: l)atter es. Ttm sll 't cott·~r st.it~ 

t·1e ':Jilf'Je's <::y 1 c atr'10Sf:llC-rc. and delvers 
::: layc"s fro·n t·1e tyran·•v -::f repeat1r f: ~~ays 
(J'-!9" an::l :::ver untl oerlm·ne:: pe"e:::t y. Tll::> 
:::rice 's t11e loss :::r s:ra:cg c e:::11ptex :y, since 

the ;Jarne ro forge-r -inges or rtan'lrng 
ntr(;CJte co·no1rat Gfl!:> ol rorays. a· ... d t·"c oss 

of :t·e e'llOI onal we gilt et 1rc ga11e. ·-sricll 

ll '-119 so heavy v-;•·er· twery eock·l·P ·ook 
81imar ono c:ay c cser to deaf-~. 

P..lsc ... evv· a .. e :he cave sect ons. Trese 
have '10 po_zzles ;J" C ne clay ce n gilt .. ust 

boo:; and cadet res. Repetit ve a""O I rritec1. 
;lS ·Net ,;s givng y:::J a oroa<: irOT< :re t rrecl 

na:u"e o: tl"lc 112-i•i ga11e the\ .. also ~xlf':a n 
:l•e new ::urple arc ·.':'lrte " rkrri". -llese 

::i:l'l only be 'na:::e by ::orv;;rt ng or·::l r;;ry 
Pi<~l n r · ·cm I fl:;-se•s ·N"i:::r tloom deep 

u·•cbgroLn:: ~-,err :sk Is - :lle purp es we 

-,,-, rir1es stron;:Jer o'ld "eav e·. l'e wll te 
bolt" poisor·ous and rrrrune t::: p::: son -
oper up a re·.,v te··,e o' ::uzz e sopt·ist ea:i:::·1 

whet· ::orrp;;nsates fl hll c for t·1e less of 

:r o trr 1o ec·os:rC\i'l !S. 
lt's eas\: :o ::::rget. n t··.1s ··.vor o o• ·11IK· 

bollle to::s ;md Ki·-.vi sr oe po is". tlla: 

p;k~~~·n s 2. C"'c-ot on of pure. L.napolog~·ic 

lf"l&~i-~at!or A.· a : ~""H~ '.·\·nen \J nten:::o ·s 
s:atus os a Grc£:.:i\:c :::8··.vcrr::use s s ~1pp1ng, 

.o.;,.: .. -:.n 2 clerr::::nat"ates tha- ~here·s$l ll f''C· 

c~·" 1:;~~r·y l ··at :~a- · :ou~h t v.:l1on : -..v:::~'kS its 

alehcny o' •i;;t::•::us plav ·•ec-,ri:::s. art ,s: :: 

exce'lence. ''recre&si:::ly ::omrnl.n cative 

-::hi:lrac:ws :;r·::: a 1-'::t n j a::peal. 

E.ght ter 



Onimusha 3: Demon Siege 
=:~Jfl":"4t PlayStatio"2 = . .!-: ~'".Af Capcom Jc-.•elc~e' In -house (P(oductio'' Studio 2) =-'IC~: SSO (£30) lolcasc Out now (US. Japan) September (UK) ____________ F·ev ;;:_.sly i" E12:3 E12t.. Ei3L, E 1:~6 

H ere ·s :re clleiTITa: c:o ·;:G .. J c··,ost se a 
se:::uel ret:~~;.rd ess c• a~t'ic .... cr--or: 

:::.ocause 1t fa 15 :o si·;ri~::.a .... ,i y :JJsll ,:s se"'tt-:s 
':-::arc. er do ·i:::J acce~- ·h; 'ew t·;.:e;:ks 

<.re: r:K1dtt ~n3 typt~r:; ly tii~::lcr;c":: by lot o·;-: 

1:~s as s.~ 'lk:iHll ~· . .:o uUor· ~ ver., t112.: :h:: 

;;:Jmc·s \:C"y ... ot~o.~"C ~i.:,:c:::J r·e.~cs danno 
Je\·e opn-~e ... -? Fans y·ea .. r ~o .. r...,~;re of me 

s;::rn€. w1110 :l'c grrnc cntll-sias~ :e-ds :o 
.:e.·-:.:; .. Jr rno··.:at c:n o·· ... e .. f .. an:h1se oyalty 

- .,G ales•. C:~·t'r):..:sl-:d n .. os:ly :reads a :)Kh 

.'.elltra·.;el ed ::v :s ~oiTI-en::tal'y Sl.ccessf..l 

:yeoecesscrs. tx.: coes r:;t east r;.tterrp: 
sorre c::·1si:lere~ :;e·.;i«:ic"os. t··k:sl '; gn itC2.nt 

n t-,,s 't:spcc-. 1S :t-e rarrnt ·.,o •sco Ki hr£1 
; n·e·, ·.;;h c-, involves :rep ayer l&k n,J c::·1t·c 

:;f :-.~:G chara~;:H .. s ir· t-..-.. :; I rreLones \.''.,oh le 

"'lOSt of the act or :::::.cj:; :;e:Jara~e y ·.:;ith n 

~HCh !O::f"'r;<;ra 11:.,: rJ V de~: se::n)g. OCCflSIC'I0. 11'y 

:ol fl:)C'£11 ::;n s ne:)cssa'y. Ult n·atd; t,·, s 
cuzz e-s::: v rg :otrporent twtt' ~re a:~tvtttes 

~~:re ore i- :re past a'fecti-s ·t·e on;,, .. :hl 
rt'Hilent: IS tn,stly tncJen.s;,d. rHiyt'·g ~n l"C 

~ore .j:1rron sas· .. ,ing rncclian c nst2>ad. 
~ lere. r~· , .... uch ... as c-;a-~ge::l -~P. cuttr·~ 

._:o· •. .,_ .. , o' cncrrics £:.n8 the trn n~ ot s:::u 

:olle::.:,nn •.for ·..-ceapon :::r sq .. i:::,~sr· u::::ywie 
otjrpo:>~Hs: 'HJra 11 fin~l'i imp wn.::nt.:;d a·"'.d as 

ss.t sr)'i"~ s.s eve'. Grant·::::. '''o n:,octucttor :::f 
a~a ogue control "'3.5 dore m1....cr :o l"np .. c\:e 

J·.:eral' f 1.1 oit\: n ter11s o: -,a ... :i~J&.~I:n and 

UJ'll:l<L liul I also :;er-cHs to l·tg~t gilt the 

mtat :::ns o' the n::-acttor c.vc.ilat:le - tl1e 
:1gr· systo:-:~ ·nay :;e erjoyab e. tL/: pa H~ n 

co·n:::~rse;n \·\ .. it·"l v·ot of rccor·: cornpctit:::"s 

A.lso cisappo1nt r;1 iS -he co-s-a--~t :o-and­

lro progr;;ss;::n. a d)P.~l:l and '<'~:l cJ'y a;Jei·<g 

J;n2.n·i::>. f·.;t:::·:) positr.;c is t·•c n:::IJst:::n o' 

•\~o. a fa r-,'·l1ke 2ntitv .,-,ho can :Je :as{e::: ·t:,:·· 
'l .-wie:y of llel::i .. l (i.JI es isu:~ ;;s he;.t:t· 

"&ger·c"::t :.;r) or lasler sou a~so~p:~~n; an::~ 

ne··e::::re se-·;es a g:.ru ne strategt::: p_.roose 
as we I as at O'i; r·:J s rrpl;; rHilo .. rc;; 

·'lanar.;e~·e•t t-roo..,;h t"e oc:::as onal 
-sx:;h~r·~e n: ~e.,.ls be-·.-\·ee'" -re c··;a'r:E:tHrs. 

'•!·,1l'icll b·i".gs Uil ba::k !o t>·at 0:)911 r'g 

c~ragraph. \/os: 0 1 ··,vt .. s.t O.r-..·r-:~us.·-:a. 3 cbe~ 
,; does ··:ce I. yet itt e ...-cith n ~ i~ ~e··:c or 
Jf'HXpO:·:<;IH~; ~:r·~; SHr H~ '•:'el~l'f-HlS WB Ullh~ely 

:;:; s· .. a~~ :h~ lc-· . .::·1 of or:i:-c·ncnt t• .. ,at s 
'le··:.x:~f"'1er ·.J",:i I n\:,;:J"ia()l·y ex::;er e'·Te I" s Has·:-· 

:o ror;~~: j ... s: 11~·.'·/ p~ec cus fi~·v·.: ~r t· .. c genre's 
,-,;;n-; ex:::.:;-,e···ts eve' attai- :ris te·.;et of 
~;orrpetw·~;H. or ~;OLI'SH, tu~ j•·at Said :·s nCl 

u·Yc2.scnablc· :o ha·;;:; lloced ':::r a ittlo 

r·:::re ,n-o·;a~i::n 'r:::,- Cape:::,.., 

Seven :en 
Now that environments are in 30, the game camera can occas1onally prove to be a little clumsy, 
particularly during the confinements of interior settings. Mirrors throughout the game t:~llow saves 

Jacques' whip-based weapons and their 
object- and enemy-grabbing abili ties bring 
some tactical vanety into the game 

Killing t ime 

0n,.,·r.us.'':'~1 3 soes A.ke:h Sarnancsu-<e 
re:u'n ~t> face the Germa K1ng on y to find 

111mse; i·' presert-day Paris. '1ov..· also 

under Ge1ma t'1reat. In returr· pohcema"'' 
.aoqJeS Store gets zapped bao~ :o · 6to 

certu·y __ apan a'1d is sool"l G1tanos-:eep h 

Genrna he·,chmen. - l'*e ju-p oet-.•.·een the 

:•.'/0 t mes S .:;are1U!I':/ b<'llarced 3'1d ser ..... es 
:o reduce mcncto,y ;hhi e carry· ng :he 

iv.·cnderiul y abs..Jrd:• narrat -.:e nlo,..1g 



Samurai Warriors 

As is tradit1onal for the series: each fighter 
can build up to an apocalyptic Mu sou attack 
that will rout even the most stubborn enemy 

Replay it again 
O·'le ot Se.rr.:.Jta.: A'err;-:;rs' se lirg :J.oi .. :s s 1s 

st-eer SIZe. As de fror· tt'e m;ltlple m ss ons 
:here a-e also coal enge -oces. erdcra·1ce 
:ests. one-or -~no o::t ors anc e· . .:en a ne·.·: 
:ra r'i"'g scroo! :hat ~I m•:s yOl. to creme 

yoL.r o-.•:"1 :fice~ from SC'atch tc: gr: m h1s 

or .. 1cr uruqJe ca-pa!gr,, H:·.ve·/er. the -na n 
e ... ·er:'s '"Ep ay ·.;a!t,.c is so im:tod ns to 
rerder :he task of COT1plet1ng ~hem a I an 
or::c<:.l :9 ..... ·.v1l t::~e orepare<l t:: un:::e1ake. 

Samurai Warriors at least brings unconventional 
add ttions to the roster, such as priestess Okuni. 
who cuts through the enemy with a parasol 

Previc ... ~ :l n E135 

K oe ·s D:;r:as!+l f'll,sr·n'ors ser eB h~s pro··/Hd 
bot' eod_r ng and en:::u' i•<gly popJiar ­

t-,,s <>event·• instaiTe•<t (or:::•udorr; exp<nsi~ns) 
sol~; sc·ne 6~(; _ ~-:;c c~~;ies n 1ts ;irsl v ... ·eek on 

sae n J;;.pan - des r-ile be ng c·s:ab is-eel :::•1 

t·1e s r" .. plc-st :Y ::J"Crriscs :assur1e :he role o: a 
-ear-sociooa:ric so oier and clo •. gtl t-oro .. ,;ll 

anyone anJ <:nyttl r':J tllat slar ds i" yCJr ·way•. 
l;'s easy t.::: _n:oerstan:: :he bas::: ar;peal ­

after;; I '•Nhat war nabe '•NWio-:J haS')''. 

el'oa·nec o• tJrn ''9 the tiel::: o' :::a::le by 
t-oe-naelves. val a',tly insp rnrJ tl')eor ··!Clsl y 

o .. :nu•n:::ere:j &loes to &n rl"' kety •Ji:::ory wh le 
al·nos: ~i--gleh;;w:ed y -::ut ng th.:: 01101ry? 

T'-c-e ·s one 'oe the rr2.n:::risc s i ghters a··e 

fi-od ng : oif ocu: :o cver~ome: the aw o' 
d oronos;llfl~) re:ur--~. - ,,;; CEl" :ral ToCCI'flric has 

·en· a nee :re sa·ne tor some vears, ard '' 's 
start ng to feel a ittle ·usty. 

As the gnme s pefix sug;;~es:s t11 slates· 

o .. :ong 'ores :he 'ra·-c <ise's seeroon!JIY or 'nite ­

am.1 nterchangea:J e - reser-;es ol se d·ers 
and >;syC'lOpa-tls cJe:;ar·opi'lg 'r::r1 their 

h:rn I ar feudal C'1onese sott n;;~ t::: Japa-,·s 

savage Se'goku cer od, a ge::::rao-oo::H 

-ea ignrer·: onterK1ed Hii a than-< you t:: t11a: 
cou·•:ry's l::yalloo;:icr·s or brs Free ous ittle 

else -as C"lange:::. ·ho,Jr,h EHcll -·orr icictal 
"e-~ - flotoF.illy :herH are five le chcosc fron· . 

:::Jt many r 1::re may be Jrlockect as I "'e 
a:::t on _nfol:::s - has tlleor c··sr :a e, su::::::ivi:::ed 

nt::: t:&tt es tr at 1l,JSt be corople:ed n tu-r• 
each carq:oaigP Gon~pr ses a ·iur" .. CO"' :;f 
_noq_c m ss ors - K:::oi clai-ns over 500 -
l"oHI oc:::as or5lly affec ·he path of the cenl'a 

charac:c"·s prog"'ess. =£tch ··.:ict::·r'/ ea-rs 
ex"-er e-oce a"d skill ::::::or:s ·o spe~o on 

··!Wio"s .Jpg··ades an:J erhan:::e-nenls. 

' hs al sornds 'arri iar t·1en tl'£!t'S 
:::ocausc : is. and 2.t :i·1os 8o:::(essirgl·y- s::: 
On:::e t-e ~,ovelty of the ne·N seh--,; anj 
sto~; 1n1s h;s ·t:::r~ ::fi - cirl:': •o- 2.1 bL.: :ho 

o1ost de::i.:::ated d•e-r a·::Js. :·Noli do so veri 
q.J1::kly ondee(1 - there's iltle genunK-

11'10'-!il:OCn to "Oicl your i·<torcst. The 
ntroouc;i:::n of irdoor nfi ,t'at on sta::~es is a 

fLO<l:.;le a~:er1p- at p-:;vo::i"og vm ely :::ut 
l"oGy're ~ltrnate y so reSI'ic:ivc ~n::l -epe:itr·.'e 

t-at c:::rrplc:ong t'1em oe:::omes a :::tl:::re. 
Si'l1lar y, :h3 ne·,-, ch!-ir<lCier lypcs. 

nciJdon-;J 'hps a"c orus~eteers. SU!J!Jes· 
ste&lth and art lle·y .3racks r~,;y be a-1 opl on 
or· ·.112 bfltllef e:::. but or· pra:::t eo :<'frays a·e 

owa-iably scttlco by :::'ute ':::r:::e an::l '-ene:o::: 

:::.JtiG' orasrhG ra:l1er t-a--, <ny 
-. ... ~a~hla\:e iii(Hl ~narl(:•H .J'·:res. 

F~Je ten 



Way Of The Samurai 2 
=on··~c-.t PlayStati01'12 P .. t:OI S"!?l: Capcom DA\·~~. ::;oor Acquire ~. ~e £30 1-'e!ease Out now 

F ol o·<':er:; o' .A.x,xc:s 'cu:lal Japan t :les -
:h·~ fi-st 1·.'·/0 Ter:{~t;~ .. o;:~ar"JBS a··d n~V·/ H .. c 

S3rn~:ra· scrbs - ·;'·:I kr:: .. v -..vh~: :o ex:::e:::1 
;ron· 'l'llOTS2: a .. u::nlentar·/ ;Jra:::h c:s e,...r:he 
-early excuse::: b·;: c.ieer ert ::Jesi~r·. n CG'l l~~~:: 

~/stern: ··2.:·~ c~r•r.~l co·e.:.i or· pa~~er yet 

appa'er-:ly smp is I c n ~·nclice. u"d a 6t r'i"~: 
'J-::··iyuki Asa-<.Jra ~:::ore. ··:\,.,t ... :re except on of 
·:1e so ... n8·.ra~k. il s not a·• ir""..,r'"..,ed nlcly 

..... ,. :i--1(~ propos1tio ... /\:::q ... i .. e .:ans ·.,vi I expect a 

sl~d<~us y re;:hsed :Jan·e beh nJ the rOu£1" 

eJ,;es. a-d iVOTS2 ivcs -P :o :rat fon1, :oo. 

'·/·.:rere the -=irs: l :le sa·,\: ·y·our roa ..... l n;;; 
s;.:r .... u .. a u~Bet -he eq .. ;illt.m.rn ~e:-.·'.'f7t-:'l A 

. 2.ge·s v;<:n ng cl<ns. :h; seq.,e ·s sell ng 

:he 1slan:: :::f !;n· a",a'a. r:::uses a tiYee-··sav 

:::>ser s:r .. ,;,;l~; f·lef·.:.;een 1'1" ::::rula::e. ~ ·e 
:· ·,.-e"zea ::us nra-;1 s:ra:cs. tY'd a·1 m•a"icio· ... 5 
r·a-<.JZH ~Hr~. 1- ~(y . .:ers a con~ de .. o:;ly a'f::W 

2iC2., £11 fi'St S.JGGSSI n;;J an alrnos: GTA I kc 

2rv ronr1~nt ::ut t·tc :iis:rcts arc sma,l an:! 

~x1st n t'le r o·,.·.:n :::rrvate un · . .:erses - '110'·/i .. r: 
:,.Tn on~ to :~·e rex: is a~c.x,;·n~;li;;ne:; ~;n t--) 

"'2.p. E:vc- s:: lloe 1ll1..~io"• ::1 'reG:::orr is 

.... e1c:11e. crc. a relaxec: sever-da·y t rrefra11e 
•e:) Jces :t1e prev :)us y I :;Ill l·NO-:J2.y nt. 

-10'-Ne'·<e'. wit··,ot.: :lle i-:u~;;.cy o' that lir11t 

~"~: :he on;w·H ·r:; w··c c·sed ~Wll?.·/·:o'ld. 

:h::·rc 's CSS SCr"SC :t":)t a C:YC·~ .JIIy plcttod 

scider's ·.,vet: of cause ancl e1ect u ... ~derl e.s 

~. ery ITOITS':. l: 's a I t::::J :::-::ss ble :o slir.: 

cel·:;een slo-y e·cents Hnd spend '1alf l lle 

;1;;.n·e -esigrocl tc '!:.r' con-ly go"C'atc::: jobs. 

~o·,\····t ITH :~·at exr.:~ses ·he Lnderly llf~ rig1~ity 

-ha:·s <Yguably" la~r :r2.de for expr'dlng ti'C 

~arre :;ey:rd a senes o' ·.;igrettes. but the 
:,'.·:)styles er p::-::y ~;a- · 5il ~-m~as ly . .A.c;et;:i'IG 

:::. ran~:::1"l ·n SS!01" tc sr :J.rea cor":fl n1r"g ~ piGt 

crancl1 ,Jrav::: dably '2.i s t110 '·YI"er v·;ri e v:::u 

::eal ·_.-;ith tt:e l<':ler De'e&t a clot-relate:J 

::""2tr8.ctcr n a cuel and ·:,:ou ·ta\:e seconcs le 

~o~e an urc:i(p' eel :;era,-,::: e for t'le ;po Is 
cefore a ~ut -s~;~n?. .......... is-<s y:;t 1 nv·.-ay. 

Sx·-, f a:·ss ·N:::JI::: I)O C'iGpl rg ,r ::. :itlc 

:. :r <: d1"er<nt pay c:·jna"1 c. :;,rt v1;DTS2's 
·":ent onal y s~·o11 'li'Tr·~ th lP. 1rros: st:;1y 

cat·1s can be r n slled i'l o ittlc ~VC' :w~ 

":::,,rsJ. a steacly s:ream o' _rlocl--ab e 
'BN<nJs and the ::radua acr;recia·io~ o' :s 

:omba: sys:C"l's :lept·• can ·nake rcpla:;s 
•:ra'lqe,y COITpe I r;J Sever a :u-es h, 
.'o .. ·1 c ~her act'te\:t: a Zw· -li·~~ ~;HI~r·n na:.ic·• 

:.:: expenen::.e a 11 t can :::frcr :::' occi-:lo :r;;.t 

:h~ process s r~re le.bor l)l.S than aco .. r 

~· :::vc. A8:ropralel·y_ lhe ...-.,-ay ol 

:he ssmL.ra is ,...o: ~c .. e· . .:oryono. 

Six ten 

Ideally, even a mass battle can be finished wi th 
a series of decisive finishing stri kes, triggered 
by goading attackers into losing their balance. 
Higher difftcul ty sett ings impart a one-hit -kill 
severity to sword duels similar to Bvshido Blade 

Curiously, Jailing missions results in a cold 
shoulder from the power group concerned. but 
massacring every man in their headquarters is 
generally forgotten about when you return 

She's behind you 

Our E 4 16 rev e··N of the O"tg na O:Jined :hat 

'cL.bb r g wcu d ha·.,:e bee--. profc·.Jble · :o 
t'1~ S.l.b~it cc Jap<:.rese \'Ciceovers. bL.~ 

WOTS2 s pr:>:>f t,at we s~ocl~ be ca-e' J 

·.vhat we ·.vish ;c". - t,e graceless due (!he 
:::nly cptiO'\• IS at :est :::assab ~, ~nd at 

·.vors~ cring rgly bac - ·.v tness psychot c 

:lSS~SS n KyOjlfC beir·g \•ciced ·::nh a u ihe 

menace :::fa pa•,tom1me ·._, j la nasfi. 



La Pucelle Tactics 
con~,,t PtayStation2 ~ .. t ishcr Mashff De·.-• opbr: Nippon tch• "r:~ 550 (£28) "'e ~ese: Out now (US) TBC (UK) 

Although released in the west after o;sgaea, 
La Puce/le is in fact the previous Nippon lchi 
game. Disgaea fans will have to wait for this 
winter's Phantom Brave for a real sequel 

106 

The battlefields are isometric 30. 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 located all the dark tiles 

G arrhg cioes ..... ·- ~o s.rnrH ··.:Bry '-":91 . 
A.::::La ly. : rare i cbos bog-sta"dar::: 

fl,n··y ··.ve I. so ex:::s::t 119 - iO IT;l.sler any:t"i"'.g 
·no·e s~r.h s:bllec is an antit ous ::ng sro:. 
L~ P:,.;~c:'.·e. t .. ~>.t·;C·.,·cr V·/'ich s f ... nclcn-~ental y 

tile st:::o; et s::r1e re1e9ade -,l,ns, ,;els <1~ 
dose tG the CIYist er r ... n~cn l?.ntal st IJono as 
ts oclc·an e g·ap-.i~s ·s 1 allow - 8ap:is11 
Attac~ tr::lucled. t's an l.nexpec:ed :: easu·e. 
an:J ::ne corrpot.nded by t110 gsmc·s 'JOOt/ 

add et on t::: 1a'11 ng :::la:::es a'lcl charrl:::ws 
a=ter eler1er~s ::;f =-rer·c;·· c.~i:-:i ne. 

I lm i~ a ~ rrpler. plc:iner ga·nc than 
C:sg<;s;:;. lor v.;r'iCil •nany ·t: I be ;;rate'.JI. 
Dest:ite the Ta~!:~s 1 tie, tt's ess C61'Jan:Ji-·,; 
al':: r·,~re 1r1r1ed ate than :s I :tie sister it's 
~lcc.Y v.,-r·e"e 1rar-y of D.·sgacC! ·s ,n~e .. itan:e.s 
have cotre Iron- - trdtv cual catt es we 'c..Jgr~ 
:::ut se~s.ra:ely ·/·;1:t1 n eact1 :::!aye" tu"'"'. 

leve)i,rg U:J app ieS ITIT€cJ ately areo,•.-ard~, 
~r::; -lle Ga11e en::ouraqes yo1. t:: · clleal' -::.y 
~a·•cel hg rnd 'Bu~nlg ctlara:::tcr r"~:: .... cr· .. er:. 
8-i dtng you• :earo• ·ehes O" a more tradit onal 
11echar~:::: o: :;a:::tLnrg arc :rai'lmg t~·e 
r"'~;noters yG . .J !igr-

Batt eltel:::s ;:.re c:::ntarri·1atod wit•-, dark 
-i es, ·Nh :::r prodxe strear1s of E:WW:Jy v·al 
::an be ~:i·ecled a·~ur~ :lle le·.;al JY plac rg 
:::--a·acters or ·'lar <crs a"d rota:ing :retr 
::·nertat on. Gnu C.J-:u Rocxet sty e. Cnce 
a·ransed t:: yol.r sat s'a::t on. ltlP.Y can ~e 
delG··~ate(j to ea~. se :J c·1ar' :::f exp osio· .. s. 

I glltn ng o· ;-,c;;>lt"g ::coencii"G on ro·t: thet' 
COi::::LVS '""18\:e COI-r-bhe·:.i - cJ·.vayB BSSlJr"'1ir G 

eoe11 es tlaver· 't ·no·.;ecl n an::: ::aJSOd t'leir 
o·.":'l drversic·-,s. The ele[!a"'ce ~::re BystBrri i:-: 

spoi ed :;y f.·"e r Bec:;ndH.ry p .. r~GS€S: t~1cy 
as~ s~a·.":n ener~lies. a'lcl al ~o~k ties n·-t~st 
be d::>s:royocl f::.r o ca:I o bo-us ancl t::: 
prevent tile area '··::m Urn r:J tr-o a DBrk 

··N::ri~J ;.Jatev·;ay. A.ll"ou:.~h, t~is oer·g fl \ ppor 
C'll PPG_ 11 is ol cousc ::;::;ss ble :o er:e·· 
:rese gate-..-.:a·:--s erG "'a-<e yo .. r chances v: P" 
:t·e potent :Jernor's an ::I 1tcr1s that 11 ce ·.;;itll n. 

1: s ::le:ar Pc,ce:!e exists at ar ea·l e· ~tf'.gH 
o' evo utior -har D:sgosa. - ;,., st::"i· :1'8u·;J" 
rrore sop-.i:;ttca:e::J than ·nost 8PG -okut..., 
lac~s Q:sg~c£1 s :::iabol cal glee. T-e dark l ie 
syslerr is ll&mpered. am:J r.1casn·: inlegrate as 
tu ly io:o bat:les S<S the col:::u·-c:::led c.JZZ es 
;rat :s suc:::essor prese-,te:: s~ we I. '·!·rule 
t~e·;; tsr 'llhP. sans;; ::f p flyio,g s::rlmri·-g :rat 
open& up a row ora 'o· a ge-re on;:; wr ;ten 
o'l as dyi-c;, :here s & si11:::le lres"ness flr' a a 
del ;;hlfJ.I i:l~cess •b I :y wt'ich 11 gilt 
cncleflr : to an eveo '.-'."ldCr mo<ket. 

Seven 1er 



Syphon Filter: The Omega Strain 

H o:::F.'ully. I"H :;ad des gn ~rce'ptn ·i"\) 

o,,~o:;• :! Sita::~ is d ... e ;o !~~t"r I col 
;1~1t2..:':;ns. ·i .. ,~ '"'Of'sl rH!r''t£ 8" 5"" 5Ct ::f G:-;: 
3-ecau:.~ lOt, ""'A ... . t s.et ou:, :r :::E-1 e· ·t; 1·~n1 d 

-~?m o' f;,e1~::915 :;at :l:";r ?.rd -~r-ug": 11 

nu'd be-9--= i:l2a1c c~-.'.1>- '!1':: haras; 
:,aicrs ~c th s ::e·::-rec. Th;.;. ?~se ... co ~· Sony 
Send's <J.-t· ... ,~ is to r-u· .. a·'O ... n::: 1arg1s., l~· ... ·~b. 
:a< ll:;! o.~: e·e·'1 es ;:nd ·ec.c·1,ng woypoi'itS 
:o pe•.:'Yill ,.11!->:->,E) .. crit1c2.1 act ens-

d ~ilfTII1J bC"'i:~S takh; ·.';.'n'' :;;.c11'.p CS Cl 

... 1 oc-< l'tJt.1oc .. s for Pst;;.n::·c. -.o·v\·e\ e"'. a 

JJTobrroar ~o<, .. ; flrA-c·n·e-.t;. co~"·"'~·Jy 
~spa :.,-q; era-Ties F'Pt:.:nJ 'l'lssor 

:lj:!:ts, l r-e r€stri:: :::ns. poor 1 '"C'lfl~.;re:: 

.:orcrols. bd·;k ~""''( -.:; c"eckpont; J"'d 
·J,o:t:; A r•.·IJ :"1s of :CI110'ir'1ent po·p .. ,f el 

-r,·,at ·s ":':11 :e ., I st se · ... ve'll dcrll V·llth t'"''e 
r-ro~,: Gd'"la~)l"'g • tst. O.rnega Srr3•-"' l ei~-Ei~ 

r; r}:e 111 a d~ea~-y. dresr •. · ·.~ .. :; .. 1 J T .. ~ L~C s are 
s::> gl:>o"1· .. g-e, 3rld fco£·(l·.-n.t>ed •t!Y.l·e·; 
~.en fog I" "h'-' IHII tha: ,(':; ·a•:; :0 Se': 

c:.1 ~q;s" u.,. 1¥.?ar :;,;la"'C2 n2,i;f., •kl 

~ ... e··n e:;. DJr.o:... oo:::"essr·:·e Wld t ...... ~L.f ... lb. 

G·rnega S:rn·:~ rs dbout s.s l'iUCh fllli 21S a •/·,"~! 

·, . .,.eeo<on::: ,.. a Kat -<a no··.:el 
-he ..,,.!'.,~J 'i 1s i!lso but': £~-o_r,~: :l,e :!eH of 

.. .::.pl:-:y ''id ~r-.:a ~ .A.·1. :re i"-::rr~ N~·.~· ..,~ .... ~~ c.s 

olre t·vo-.·<r) a: ·,c. •'-:'" &bandr ~o _.01.. --~. 

;• :;rt c.f .-.t~ · .~": -· ·t-ree o- .:nc le el. tx; ·. 
~'.:b3r~. ~:re u:· -.o.; :t~ ~~ .... : C( Ti'I:Ye ~ ~r f 

·." .:1', yo_j f~l' ::ocause '.'O!... ha·~- ~·t;: r n~ 
··,t;:;r~·,JttOI'l abo•. • h:J·-:; :o ::o• 110 et :her,. 
Adcf n IIH I<~ . :t·"l rno··y :::f :rese ,,.~~· L·!' 

fntS"C:I ur~:c' stri:::: 11-e pr;,ss .• r<;~. and 
.ou··e c'Hl HI bt"·::•ldered an:J ·a·:n:J. 'iihe 

""CSI pd<1\0CI O::l c:c:r·.•cs a·e n:;t er· -;a to 
'nshn;Ja ~- ,o_'l s· l::l~ ·tY."~ IQ"'~,-~ 

J::::::, :·e:r-ervul-n;:Jo'-e-t'¥.llnsn re. 

o.~-~.po'll ::d:e·r.:-.t s er-ate. :vo. ~ .. . r 
s:1•·e lev 1:> p uc•~;;J thet'1 aro•_.n:i ".try 
co-ne' and others ;- on;;~~ :w~ u"kn:::wr. 
ofte- tiO',)'C<t . loc2.1 :::ns. l:'s entre 'I r>css I :-le 

to •u· cut of 811"1,0 a··v res:~;;.wn a: r. 
:he:::~o:;nt n;;:;l--d ·"-' 1" er·c-r,c:;. B..J et 

d~~g•""~~ ·o :ol c:: ...... ~:re ....... eac~n""1 t· -" 

Leccf"'llS e~7.X1Jt -c; 
011 tn;; :.t :::1-o l'l!' •ee<s of a ga-ne tha·s 

be;,n :: ii{SSI..:d on 'i cy pe::ple ·eo ,~v'l ved 

:o n:::t.CC• 'he cb··:,QUS fla·/:S. 

8rnrign .S:ra.+r: is o-.. .. er-·:::on4 p icatec 
rn.:::dlod <l",d d-ao. =:·;e·ot.;a ly t's :::::,:;ll:.lc t:: 
as51~1 ate :s n;a-·,- :jest<J·· e-::x··,t·ictt es a-.t 
' -o: h,a, '.r llxn a: le~: s:r ..Gt;l" ·h·::ug" 

t:: t"iC ~cocl..&o-. t•J· :·sa scs 'h.al 
te·:...' ..... I war· ·o P .. ct.rs. 

Tnree ter 

The objectives are unclear and often convoluted. 
a factor not helped by having the goalposts 
cha1ged mid·m•sslon. Forces friendly to your 
cause work Independently and you are adv1sed 
not to hit them. as tnd•cnted by large red tcons 

Checkpomts are part•cularly bothersome. With 
some levels respawn1ng your character near 
multiple enem1es - o pain If you've also run 
out of nmmo. Aunn.ng away is the only optiOn 

A friend in need 
An onl re COO~P"'a· ve rr·oce ea-- ::::e =~,ea 
·:: ~'1 u~ :o tour fn'i!ncs Thts IS better :ha .. 
:he s1rg!eolaye" expe"1en:e. ::ut en y 
becaL.se it proves ~here's tr· .. :h in tho 
max1m n :rouole s,.·ared ts a t""OJb e have:: 
To g · . .:e Berd 1tS due some \',•e cor""e 
fea:ures rrakf:! ·he ·:oop play n· .. ~e .. estl'"9 
lt's :::css,jclo to' •""s:a'lCe. 10 fif'ld re·.•.· a·eas 
h farr I a• le.-els b.,. I 't n~ ·can mat~ o·. er 

prev o-s:' m=assab e bamers These 
rCY .. e :ies :9~e st'or: • 1·.·ed "'O'.'o~er. an: 
:he oored:~m socn s~t$ n. 



Custom Robo Battle Revolution 
~C'1'1~1:: GameCube : ... t.; i~· 1er· Nintendo De-.. ·e :)PF<f; Noise ='f CA ¥6,800 (£34) R~; onr,;; Out now (Japan) TBC (UK) 

There are obligatory. and decent. 
rnultiplayer modes thrown in, bu t it's also 
possible to go head to head against 
multiple opponents on the Story mode. 
Your robo enters the arena after being 
shot out of an adjustablo tube. This is 
then followed by a random countdown 
that can give you an early quick hit 

Van Helsing 

c::n1.; .u Jc . u ~ . • H~,§bc__, z: 
15 S"J 'CL I< 1)··~" 
J:C::t:t . 7 -:J? ' 

Fc'TT::.t: Xbox (version tested) PS2 PtJOI ::--or: Vivendi Universal :.le·.,:elcpe· Saffire Price £40 Re, !:'.;~.~e: Out now 

M :~;, ~::::,;~e ~~~;~~r ~~~~·;::~::·~;~;~ but 

st·uc•on; wot· suc:l1 ~··a7e- -r~r~·Ur,J"Pess ' tlii.- '' 
T1 gilt :e :hs GA'"A·::t ~n ·::: Gref.:~ G;a.,"~B S.,sters. 

S.u•prsi·1gty. ·st·r.t gals sn t Sarrcs :;,_.:ac,h 
--or -c::..;·: t""" de·.;et:):::er ·a<: lar;Jely 'ai eel t~ ~a~t,Jre 

t'Le ... us.r .. ~Hs of Dlv1S's 1reo::han cs. l:'s t..-·al '/:J.n 

·""eis'ng·s ·nor;:: lauclable c'erncnts tr c gr;;,pp .--.g 
g .. n aller'1ate a1111·,.n t .~n <>et:hGS ~~ -a·::w specofic 
TIO''Stc,... ly~es c:.n:J .=.:. =,~ntenJ lha1• re·nel' .. bc~s ;.:ot.r 
:.>:;s-io- i ... 11. ... e q .. Je.st tc: al.:::·:·; nstant access-
~; ... ggf1::;: :h~ ~a-no;;:. -';ou rJ ~ .. H'·:'H ~;eBr se ·n .• c··~ rro rP 

~acl :s procl ... cl or· tec:r-~·~ cnsc.;:j thci" ;ri::; ::;·1 )t:r .. :c·s 
c:::&lla .s ;\t:e· a I. :re r ::l C·!·: g .. n-i .. :;;GI nJ :::"l;:,s ,~ 
c~r·1~;:-:r son ··:·/ith ,...8 .. 1)0011 r ;; e.r ai·t)orne ;o ?. ::.n~~ 

··ooi-g ot n t~ S'"e>.;;t.n r<llo.Jil. 
-·s attra:o:ovelv ::re>ented. a--d p·og··ess,or s 

srnc·0J • - t:: the en;"': l"'al P.vP.rJ f :Jhl c w· t;;, ··Non 
o··li"'G d1119 clc··/,:n the r,re b..J:to· .. o· .. d occf"lsi::naly 
dod;J ">J : -h:;c~qr -here's it-le sc~n on clo n:J so: T-·is 
a1::proach cns ... rGs y~u·l en.c:y al lhe gs.n .. e ·1os to 
o'fe·· 1r ::ne t:layt·Yo .. gl• - ::ut a'tc·r t--c creel t:; 
ro I. y::Jr;; .rl k" y t::: qo ba::~ lor n-ore. 

Frvo 1en 

-oa 

it ·s ab·::;J: as rt· . .:o uUor·nr-y as a "Uci ... g gan·e ··/lith 
po·Ne'sh:::es. 8Jt wl1le Cc:s•om .=icbc; lacks fl lresr· 
~·:;~:k . it'S •iC"'16 '•Niftl S'"~·· (; dl t)HI': Si·n;) iCily :r r,t 
1t'S ilc:rd r·c· :o ·~He fl st1one !0 it 

~110 ;;p1re·s d~o ly r:::ut no so:::n :::econ-es 
lam I a· ·.:.;a~ u:: 9e: out cf beo !&ilk :c ym.r 
mot--e·. t·1e" ·M.:r·::e· "round t:::-s" unt I -.;ou ge~ i-:o 
avin .. a robo'!;;11t ~.,s sarR"'Gat r·eac:,f.nl 
I"'OU:Jh l"'we's pler--y ol Ja::cmese text t::: v.;a::o 
t"ro .. gh t11c <o",gu;;.ge ~2.r'ICr no·.;er ge~s r the ·i:a y 

of tl1e- ,: .. s:Co''iSatiO" 'oal\ .. res. r S~ooy r·~~;,; tli-l':IHS 

qet e.._:er ... ,a··:::e ... b .... ~ :,....e ac.QL.isltio·· o: ~~)~X~ ~s.rls 
four pn\Js ptsced in t--e -;?Wne's rrfl.0r ccut ons 
"C ps gi··;c •: :::e::llt A'ena :::on·bat is wel ora·aqe:; 
ancl t11ere a·e n::: ·•;;.j:::' control ssues. :.J.J! I"'H gao'l~ 

flCk~ ;.: dynar~IC edge. Des:: :;; CV8' 2:.::.: JP·:;rc.d3S 

3\·Va;:::::i"'G e.r::: uti iS 11') Carts r:e· . .:er :;eCG'll~S ~lS 

sop·l;sllca!e(J as i"' rr:;re est;;bhst·ecl T•Cct1 ;Jaores 

.=iccc :::fton fools l1kc sorpb S.:i:.kleb·icks 
c~o-p;;ved ~o ;<C's ntri:::ate I··Aecca"'o. 

=ive ter 

Hclsing's grappling gun is the game's 
standou t mechanic - it can rope in 
wayward enemies or. fired into a distant 
wall, zip Hclsing along the ground. Sadly, 
Bionic Commando-style vertical swings 
are only available in prescribed areas 



Smash Court Tennis Pro Tournament 2 

H c•0;, :~::cot.: J ten·1s ;)a!T0 t .. flt ·e,'.·Olrd; 

Sto~-;;o-, JT ~• :n~u::~l:-1:-s.st:-rns ~·,111-

.. tan entre, rao· s.trrr .;tc•· -;' ·-e Tiss c••-tr.;-::: 
_arc-:r rr-c-cc :·sa -no-e r·e'~T·.r; p s.c.; ~os·~-­

-- :;.- :re :"':':n')"~. c. "rC -·t-t d Sf=l;:y of :;.·c&~ 
;~:r s .,.,t'IC'1 c: )-s·oto ol.,s tt,; re:;t of :he g~n·e. 

B;J ~·,r~ flo:o-:i, ·~· ~~~~~d:.::v ··cndered. corr.p'~rrer-: 
~ t·u 1:: ·\,::~r-()·,-\·n·CIJyer crt~--~n. c~~ ... 1Cieto ._.._,.,t ... 

.. 1rlocknb H v.;~·~st l .. w·ds cY'd s:ot-boos:i-~~1 rar>: J.Jt:ls 

S11ot c11o cc s ::i·d:l&d over four ';;c;; t:uttcn:,. w1t"1 
co·/·:~r d~·wn ·~d ~·y· JY€..:is0 s··:..: llJ t IThq ra~hHr 

':ln cy 9cttr"'g :o ~he ba I esr·:/ T.""i:;- Sp·n -.:etcrans 
:.· · ,....::: :re ne-· .. ~ .. · 1"1-..~ ... ,T c I :1 o a·:·.:-<··:~-ar::. 8t .... e~ :I"' c.,.... 

;:reds~t)PQnt :J>Sirl~. · t~r"s ::!-::c:.on·oan 
~o .... Jt n a":::fi':tl, f!Y 1:...11 :n anj "'1J j;:".,a. e .. r--........ ,_~. 

Cr. :'Cl' 'T):>j:q:>la)s 01 . .-rrat:h= 'Ot:cr.-;.t:<~ •. 
::. ri..1 \:~ ,., ;:~t r·..-n r ,. !Jr"''.s ~~ :. n "'5', ~ar-..:..:::. 

.?J J _..~""'Ct r;.b CCr.·"C;J. SliCh as .ser·.rf: cor~~ cut .. 
:::..:es. S ... cc~e'1 cm· J th- ~:!rre ~···I I :::2 ·.-:o ... ·,.•: r-·~v 
•,.rt"P' Affc·rl .A :t·c:u9~ :h.s h:·;cs skIs ..-our~ I ,d, 
~') lei-?1 any i·n;,;;r~ ... ·cr·1or:s 1la·.,.·e ...,o .. s :o c:o ·.~: ;• .. ~t,o 

stm po nts you earn. t 11ilkes Cl" o:l•er.v1sc 
s:: 1::: ::Jcrne fe:>el ra·t·er 'l( ·I u.-.· n the r·1dd•c 

S.x t&l 

Mario Golf: Advance Tour 
~O,'nii'!' Game Boy Advance = Jt •she~ Nintendo ~. 

Pulsmg arrows and gen:le shad1ng 
adequately doscnbe the contours of the 
green, but close-range putts can be 
fiddly. Though Lak1tu can be summoned 
to prov1de a selechon of views. his 
camera ISn't equ1pped With a zoom lens 

Comolot f"e • _ £30 l'ele,,,. Out now (Japan) Juno 21 (US) TBC (UK) 

Despite the inclusion of a specif1c 
command, lungmg for w1de balls is very 
hit and miss, with the anlmot•on 
unexpectedly jumping your character 
several feet. Luckily, computer controlled 
c haracters find lt just as problomat1c 

T ,., \1ar:: iran::t11Se s ombod eel ~\' n fo11l as 
·nx·; as JV Ma'IO ri11;;e.f t11 ... se days. A.s eas1ly 

CP'":If ao e n <s:n,i as • cu· ::.·s~ alplic.bet those 

ch_rK:, s .. n it .e;ters nst~.r•lv conum,n ca:o t·e 
c t..I~P piJT1::>er's ::n;·d ... <Ju.os CJf ext..Le·a~ce. 

access ;;l ::. ~.:-c ~~- ·; rr He hardy -.eecs ·o str.r;< 

r:> arr, r:fe. a~d n -"Civ2.-xe fovv -e oar") j::;cs 
..:o, a:":~-&- rx,•s ""1Ci ... attra:;.·tJ"'Is a s 1""1 :;.;t 5: I 

-;o;rte-s::,..,e srcrts ~PS r "'t ICt'l ~~u ::Jid a'):l 
shdpe t·c go· n;J s< Is::· a st C<· rh., J ~-.an;J<.1 k.:J 

The g::lf 1tse,f is h&rd to cn•i· he, :s po·t:er-rle"<'' 
on•c:han cs we-;; pe·•e::t;::::: lo·g befcre T1·~-'' 
'Hoc:::s swang •;to a::t :::n. and Ci!o"el:::t ·t: scly 
rasr t a·:eM;::·ecl to fix I"'H .. r•crokc·1. 

S:ufHd ·;;it' exh:l modes s .. ppo"~1 .. g c"fl'2.Ctor 

_pl:::;:d to GC Toaos;~;;i T;;:.:r ~rnll' .• l die::: w :r e. 
.. ·.,..ire·ess sdap7e .. , ;.civ.=!:~ce To: .. :( s grea~ val -~.b ... : 
·sa so rathc• c 1..1~s_: J'd:: a~ d. Cn 1 n tnc 
nrJgares. ·: .. -e- f.'ai:l a• .. t ccr';;!l~> ;~ow -P 
bc"l' r 1 ~-,:-;-, a~d n ;:: r:- h :t r;) a;; n,;t I'C 
ct::::::k. :~rc•-9'1 <;;ates .:r ,·,rt~ ran 1~,.., d.bs. a·c 
:ho s1c;::: e CL~ ats::r':J ng '<PP'•;Jd:J" sh:t 
e-a l;;n;:;~ - oo;;s t r8al; lnd a 11e et IfS Jo.,·;n 

ten 











RESET 

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

t" ks '~JI-<I:lS. ,one: ·N. :) •. •y 

-:ttf.;:;·" 1cr· ~e . ...fec: D3r;., -

't'1:: :-:·~ t -::: ·""1·1 fC'' 5c1rc _1 u·q 

'B\J L:l•:n~.~ ... oTt=U1~ 

/~. J ~i.L.'~-r.; nt f\1 ~.:; te.1-: 

tc -yr.rct c:_L"! •• s A _t .,.~.,.. 'f 
!::~ '"1: c .. ec0 t=- ·:.· ·r • :::~r) t"" '1-

:11-:,. t/r -~.'~( rJ. ( 

• • ... J. rc.!,} ... e•::.bc< r;.:: ., 
)-;~_) ;-;.; s:~· ::._,. n 

:c:nA. • ~~j ~~z 51""' ~"ff 

. '- ... L~~r€-'S~rce:~ 
Edge. 

~r t'3~~ 

'vtd·~ 

, •. !..,: .. ~ -<.J'"';f I\")~(': ... ;t 

art· ... ·t . .:..~ t:.rl J='T,;;, ,~a,I-.F:· 

E73's cover, using t1~ 3'n s1 .·.~ -.vot.lj 

Llll ut·~ ,. J'v'/·,· ;)\.. k:··L1 .,;/ tc T:J.P •:L.: 0:..·3-<e ,',',' Are.r-:3'5 

C"P ... ~ll::ro .... .;r'l: ... ~. ·"crc,;.1JC.J :t·,o e.r..;r..:·~ec:.c·1 o:.;i 1Ss rext 

n a~t.o·-..\<)""-· n" CH :1 ~-...e .... e,1-:X~gc :) 0::0 ·.Ock rcucors 

·1·rc ... ~11 t 1e c:-r·· .. c·anv s heaj.::;ua1~··s. 2.nc er-cJ~;h·c .. recJ 

t) rJ.t:._.:)v ... .- •,\·I t1 r ... JI,-~,. 1rc.cc· .t·o 'T';.;xas uoutqJe t ck 

A h1'>V r"·+cr:hs ?.:~r. LS prc;;~cutcrs ·v•:c:.uld t·e :j()l' .. g 

~,.. ...,<.;r:::!v u·r.' ~i.l·n .... 'lr. u rl)i·;~h:::•e .... nr·q ~tme ~ 2 ki.::Js a .. e 

... lt=~.=t·"'l' t...,P. !i 1'"'i~'"' r: '"'ll":~~r· :1 L.tllr"lg t::> ·he Col ... r"'t:n::: 

~ ~ssa::r<- tt·a: t·,ac "af~P~"Pd s:-> recent 1 1\c 

..J•;g;~ll'~nt~ ust a" I J'':vliJ":.t:E-< re ~i serenGI:J ':'_-

_,,J 1:jtJ l·JJ(!rt ... k.:, ,r . .-....... J .... t)~, ~ ... ·J .. r~-ci.B~ 

t_a·~ ...-·r .. =r-n!lt .. n 1r ;·!I c..=.r;.r.:.s~ '1? r"' ·s c: .... :.J .• 

;•.as CJ 1 ~•'· ,, "K:" :.~ 'l13r~ej a;: ~ s.;~r- - -"? 
-~ 0" •• < J"'~ re') 0 j .:t _,, l'v 'J~ Gary Penn 

.,.:_,.,. \(;.; t: .-. 

·:1 ::; ...... ,.,.;: E::;s~ ~s - · -

·N,-t· 3r "!;:>~.1.111, J t...~ t· e ,,.n.: t ..... -. 
[!::e-·Ah:•1f:o 11 f'"~~t 1' 111'1' I .;_.~ .;,.;l ~!1 '\J Jb·•:.i:.:• 

o: . .u.l" ~,.CB. ""l"'i,:)f Howard L1ncoln t\ kCj J;) 'lrO 

Ocbh n: ····.:·.:e cY~ c1 ·~ :ol :F.cl: o:":('r~·~~"':~li1 ~h:;t Dcl;)t'lli·~ 

9"6f:1 
.. if':~ •:,··11 C'(JL.~'I.I Cl C·X~iJogj Ul hl''• l'9 OJI' fr e-ncs r:.t 

Son-.,. ea..., con··e up ·:dt., t:J" .;1,1';,·St.\!l:)n2 " S'j I. ·:.,.o urcn't 

CL.ilC Buro •:.,;t·y h~ \11/,lS O•;·:b;:l' 1'9 Srn·:~ ~··;.:·' I"'~C·I .o ~ •:,•?.r~ 

ev1~Je ... ~1·,. ~~·~-: .• · t~ ,.,~, 1'"1: clhC o:o 8L.. ,r i.!!: ·1~ . .lteo::: i1 

.he Jt..l:- ~ 9D~l s~L.~ of Edge "'~l•;l"'·~~v~ £1!t11P:. ·:.,..t!-r~ 

SJ'"'1IIn; ·r(liJ. .... :rTI' 1 d .h) 1 J..,' -t·erado?j ~~t-t:-,p 

h0X .. fl.~::)t Y"~li- lus·r~\"0(.. 1., ,, et Cl • . ./C'IltVC,..S . .:..-1-

j::•\'·/erec ~e;::ne .~~ .. .:~,.·r .!'l~l''.;j C'') CC""' ... 'C Lc.oC.K 

) ... t~ .J .h• ... 1 h ... .' ...... Tl: • .=~~,.:;=~·sI '!it~ .. :~e '"::!t"·r go· 
H~.'-- C"" ~I" jll oo~ An·u fc" t··a· '1 a.::t2r 
·~·t"ere·~ :WJ' tl~ o; ""1' O;..,.."" It ·' 

2 



X 

A discourse prompted :, A:yls E·Js 
,OC'S•;;&.""!t [v·:,' •.:C.\· A' ~f1(.;0StS""d:.~ ·--e lld~~lL ne 
c&,le ·:n:qx::: I" plast.•: t~ P'f·n,-,nt 111" ·nagc froT' 
cot~· .. n;;~ t··,e .. ;'"''>·':}l'"':/ rye ··.v· lo s~an··, rG the 
11aqa? re r,;o::k. I ·no.:.n it s t:re·ty ho•nk. b.,l :"at's 
<l"•d ol vrat vo .. exo'-ct - '\ d t·c-rror gal''8 t s 
-,ot oftc.r tn~.J\J'I :•·ut yo• .. ··ea· r,f;!:J;-1;, :;nt1::1se J•1s 
r<in j of .... olc'"',co i,..., :-e sa'"H:i ·h~)' a~ tney 11 ~ ... ~ 

·t: tn : .... c GT4s ::; ~-~ v.·Of t .~jP"I~:cdy. ·/:ne-r 
vo en~ s:!l hc.rl t•8co:::ac•:1 t~ S"C<:< r ·e:: 
·: .. e:s, 'lr .. s ike T·c Te·as C•.at'lSWI V«ssa:r& 
····~Lb cre::::t:-;; s·,r. Ctt' ~eN~ 1 .J rar€ty ~oc an;th ... f 
r-;:;-s t's ....,:-;rF. a rna~~cr of cl(:'enes 

t S an a,;tO·•:I8 arnc~~l .... ,•,lldl s:arteJ 
r· ... ·:l.._,. n;; c::rrp ... H" ·:.:a1res os SOO'"' ss Pac-.·'. ... 1an 
~yew le,;s iit'O s:art:Jd :o spo-: a r;un. •· tile sP.:ne 
·.;.;ay many parents deci:.IA ·o n::•. uuy :t·c·· <1ds 
;JLPIS as :ov·s. I .. Sl\Hrl>~l gc.u'10S I KC G::;n;r:o~a.no'::; 

:::n ;·e C64 b;;1nd lro·:;rc:: J~:::n fer introdLJGin:J .,. .. w 
·o :;~d8ren as son-~etrinq ; .. ,.:i .. 1:-t •w· ' ·:·:::s ~1...1te 
y:::u•19 M t·,e t1""lc ard •cu•i·::J s..cl; ··>e·.•.s al"'l::;s: 
r dcu~:Jvs: T ~,ose :· n::~s are 'a• f·oM o;o r:J ·.·,~uait:: 
,'IQ .:m ;.::: .~; :-:en n:::· the ac:.al co·te·: :::· 
.;;ar-oss ·· a· cf~·lds b"t ,·,hat 1S rrp 'ed t d:::e.s·'· 
g a-,:;r S€ : C.c--:a1n , ... ot -.,•,he .. ~1 s o.r :;rot::.g·:Y'IS: 

g,:t "£ 1 s throa: wrn 1nto tly S<u::l t·ee lel,n;;J 
dod::e f &"f"ln;J : ma<os 1t lte'a , as ·orr 'iG .as 
:::cssible - th5 1doa s to sca'e pecple. after al . I 
lh•"k c·cr ga11es :::o• .. lc lea"· s:::1'1elh r·g I'Cil' t11 s: 
v ote·.ce :::an ne ::ep1:::1ed as something ';;.·· 11:::re 
reiil "ol by ·c-,de-··ln') 111-res go·e htr by ·nak ng a 
v o c··,t en~o·..r··er SC·Ir8tlmg scarf. as I shcul:l oe. 
n~· a rh·c··: .. H.:iay n'OIT'Cil: that ca.ses peop e t:J 
lat.,;r a: 'l~··s ·;;.·the ·:liS"'lemo"''"d km: fll~ across 
:·c r2:::"1 T·a·. I tn"k, IS '"a real cn"lo. 

1: s~u- js i<e -;a"105 su:r as S.'7e-~S-~-<· :\a"" 
f - 1E.34. ray t€ t3kniJ tn.-gs slcng tt1s roc:e 

a'l:: :·,nk t is c~-:a- y "gooa tn rg that sorre ;-.11 

t-; t:; Take a 11o•e ., sce·a exoe·ience. lne gaTe 
·.,-.•il :;, rrc-s: :::erta rly rec:o?r~·e COfl'Pictl'ltS for bein·;J 
t::::: ·.;i:::ler·, tx.: ·.•:?..r 1S ol that ~oture. A gcod 
d~:;Jn·en~ar; o·• :re sa01e subject doesn't ,;et 
sate::; fo· dep c: ng a·ro~1'1es. nl 'r.c: t is ohen 
con·11en::able ·!:tl';n ssues l•<e tt·ese are tackled 

Communicate by post: 

Letters. Edge. 30 MonMouth Street Batb BA 1 2BW 

Or email (stating 'lnbox' In the message header): 

edge@futurenet.co.uk 

;';r;, s:11 ~ass :~ s «s ente-:a1n-n;;r· :alth:::u;Jh I Jse 
:-e :er"" IOOS>'I'y• "'"n t",o .• g· t aoesr t ·nake .s 
a.,..Ji" " .t.,t •. s ;;xc ted. 

Se. .::o·h3::s t•,ere is ·:::::1T fo· garre:; to be 
~orr•~·:. ·3~"0 '/C '~ ... ,f nnd y~l '9C91v9 ·.'·,.dor 
ac~~~ .,,r ::o I' socio:v \Jot tll'::u;Jh desens: S<lli:OII, 

::Lit ·'' c·ea· "::) ~,per w1ces wn eh c;;,r od.,cate 
ar"" us,"3i€ · •~ t..:n·j 1·.., s S'1: ree.ly 15. Adm HA:ll;.··. 

·t ~~a"· g::: ~~ ·o ce everiO"e s ·:t.P :;'·- a 1: 1S 
r.n..: .. a f"Y"~rs~ • ..;.- ~:; t&-<.:;c o.11 a fe-..-wt 

uns...:sc, ... '"";} -fl'err - :-; ::;t a d s!ar~c :1 :"" s~Me 

•.-1-pa., "' ;1 src-:s: C'ltc-:a-rren· th=r da)s 
~ cxc-.::·:j :. : • .,..e -ard a·,j 'r:;st :·,n>< !'Sa 
q . .,,.,~., ' :._ J>.e a'lj a: the "'l::n·e-,t v1o en~" n 

9ap•e; rarel r-•:.e; be.ond a b7a're kl'n ula I·~· 
t1tliat -- tJ :.-~der peope c::r1p£1r abo.rt :·a:. 
James Bell 

·.". 

~ . ..., .... c .... : ... o·.:~ ·arra~ :ec ~ d 
....... _ ·~... ·:e.~-:-.:-&ar-2 !.~gnr"r.'i 

I hope I -.-r M'. to :o r"ad £lrl::ltho· 'NQr'::J 

, . ., ttl" t, ,::,er ~ck eve• aga~. I c;;· bare-, 
:.)Cii~···J .c~,.. e ... ;te;:a ... eo sJch nc·nse ... se ~ly pn-·,t ·g 
: i· \'OJ' cages ...,,$ 1:Jeas. as exp·essEd 1'1 E 136. 
are so 1-c cnc.:H·.ec ar·d poo·ly ~hough~ :::ut ha"JI:; 

:,11 C'"I'"•J.- :~at t11er5 ::robab y sa s ch.en ~g 
d. cc ... ~ o~ OOII"l;} ;o1ng o ...... the ~e.11es cress vld1 

·oc. re·. peep e r3t "G a ;)5119 fo· ·ow t pays, as 
:ppes;d ·r'\ ... ..,;. s:-o .. ~ ·re ·.~ .. <:.er :rin-\!: ~.s 
r~.;d-r:i t ... ru<. • sh:u j g-::. hc;-o.-e-.--e,.. th 5 15 n::;· 

nc-:~--s ,'{1 oe _,.. t: j ~- s :fte ... er:u:1h b'·.Jcr'!- "0':1. 

Thais .. -, r-,..1 Edge - see t £IS c.re o' t'le as• 
bas: ens or 'lO":s:, '/i-at g:::t 119 :p·,q ·has 
=a:::e·l rc~·s Clea of e ;:pod rev e·:: an;; ·:.:"ethO· 0' 
~o: ga·nFs stl·:Juld ,Jel a genem ly baa rev e·:: 1f :rey 
S"O·<"• a spark :::1 n"ovati:::n. 

l'n· su·e :rat t-,ere are rnarr:; Edge rH1::Jers. ard 
rci''-(J r;.adws ol ;:;:t·e· ., d&ogar·1c n·a;p.z1nes. 

w-o sr:e·v.l rro·e :1r·e o'Y.I rro·e, or ·::)'ur·es :-an 
ar·yt:ody •rey o<n::·.~· b.Jt cart a'lo·.- to :)u1 £>"d 
t:lay tho11 c;:l As 1~L•C" ?S tt1A ·t·cwgh. tugs o· ,.,, 
heart s;·ings. :;an I a'lor.l t::: 90' :'.f.Oi 1: ."''is::;!d Sun 

J.JSI bec;;,Lse o' so·no llotne·s,ckre~s·rela:cc 

::o .. respo ... ldercs. 1= ·.,, b .. yiqg o •I"S::::e .. scn s"ootqr 

it's be:;ause I ·.:;ant l:: :)lav a good firsrr,wsor· 
sr::o:c·r. a ... d as sue ... . ::::•s:':~g s~~:~ ·l.·Cr t ge: f. pen .... y 

o· a 1l"l_,:e 'ro11rre 
- rre o.:. I _.s: rH!I~ed :-a~ Faber n:k 

:;_.~g-=s:e:~ :h~t :"" s "'l'lCd cere s:o ... y·~l '":J :1::-<. ·.,-.·a5 
rn:· .. a: • .. e. a-d :-a: :re rest of ~re ;a,.,c's s·.b·pa• 
:~ue i': ea· the·e'cr'" ::e Axcusa<t Good ;;;r .o' 

\;C·:; 1' ,.,;;,·; J 1ke :0 CO"'SCIY =a:::e·l "Cl<'; 

dea of •//"'"ta: a . z~:::c·d' rev ~h'/ IS Aopare"'"t \:. 1: 's 

I st r8 the ''l.Cts' He t1;;,s ost me s I>Jil:ly he·e. as 
h2! n[!.sr': t~l:l ... s oxacHy· ·.,..,.~le .. ·racls· r-e ·.,vo~~.b ke 

I sted Cne -terpre:ax·n ol ll us ·N::LI d be al:::n;J 1"•6 

li"'"es of: :-.·a:;;· IS a ~r=wui, ..,. 6·.'·/0d hi :"'e ;l~st:;wson 
·.-J1e-e y0.J r .. r arofd c:•nd:crs. sroot ng aln:s: 
ever:.·· !··.'Ill~ : ""' 1n9 ._,o,_. :.ee. Tre~~ ~-:~ .. e ;JU'I:i c-.r o~a ::; 
d f9r9r" s.zes S11all gt.ns 00 o srr at arro.,r· ·;' 
-J;::cr.a,;.; 3ig;;Je· g.-s ::c 11~re '"t ..,xoc:~ an 
er:e1<.n.·g re<.d 1s ·( 1· ::o.d a so ead t::l so 

"l;:';' ·e·•oe•··s oe ng th." sarrc T·ere 's «n:otl'e' 
-:,.,rcr,.,:a:1::n o• 'the racts ::ut 'ear :o suJ;Jest 
.cs: trc F:;.:Y10 s:cr :""ro·,·~·s a ta'llr ... rn. -heN ~­

Breed is ro: ·v·ery t;oocl W\d tn-: al1cns see11 

reta-oeo .' Fact. or ::p11110°? I c ar;)Lie ·he '::n;er. 
t)'.: 1 co.l::: ·easoracly see either co11:: usi~n d·a··:r 

I qe: ·l'e 'eel r,; Fabd 1n~k kr•ows t'la' h1s 
ar£· ... rr·€nt s f a·:. .. ed. Tho pla\·~rou ... ,d -):)Slur ng a: 

:"c st;;,r: ~· h s le:te•. atou: •xr-.·; bny 11e's :: a.,ed 
<;arres an:l ·o·.-; o·g n" ~ r •e- a v dec"«r-e 
,QI..rn;c 1st :J:)"~~ n:::: ad:~ ,•,c g·t :o h1s a·;;t.r"f,nt 
~O';;e·.-er rr -c· he :l'i"<S 1: :lces I aryth.·g rt 
;-.o·;;s :r;;t re neeo.:. :o ')"': Qf.,: rcrc 
Andrew Merson 

I've been reading yo.J' arti:::le en 
lvli:::rcs::'l's XI\.~ ,E 136, w tn great n·..,resl 
Son-ell::·:-; i: rer11"ded 1Te of a system they ~are 
up·.:;:- s:::r·1e · ITe a;J~' ro~sx. 

Fo· tile :;o.r9Eor ren:I:Ys a1Torgst ycu. t.JSX 

lt 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 



·,55 a poo:J ar s_.sto'l'"' .. ., ~'.'ly P.Ds. fo· -:; ::·· 

'.' c·;;sc~ m:.de !110 : pcra:•nJ sys:Er1'. lv1SX l:iASIC 

~..1SX strnds ic-r \/1cr-;Sof: sXte·-~ded;. I··AG~V 
"'~"'an.Jfa::t ... ~rs nac~ f)'if" ~Y 'l l:.1re rrodels · ... v,·r 
::i 'ferent - a•dv;ar•J specs: Or'O ll!ld a so_peroo· 

soun:J clue ""~·~w c:ne '<ac: ~- :::n-board vi::leo 
-: g1t1s? ... or IY 1 •• Ch n .. orc FA\~ :· .. an C:t"'ly othe .. ·no;::c!. 

~-.j IE?.t;;r or '""' '"'·-:;.;re cl f'erer: pro~e>>:::r speeds 

~.a acto. etc. tlt 

'.';-a:e~r ;·-.et 1 :!f ~=' th:1 all tJ;:d orE· <;J 

':0-rJ"l:;n: e-.erf c.·:;· lv1SX s·:-:,•,a•c c~Jd rJ" 

:n a"y I.IS• O'Tlru·e- ·o rc;re• :.·.a: lh~ 
-~rd:.·a.re :,~OCS w'~l.rfC VctJ dd"l ~ h::. e . ..., u~ :;:;r~~ 

- ~ ·:·.:;ud ··"··~r< S·O":'"le l::rO()'ar·"'s ca--:12 :, ! .... &. 

·~::;u re-d rc-:::·<':0'9 .J~·<l'' lil so.,-d rrod.J e a rard 

JoS< a ·::-bot arn·. ·NM:·:ven. fl"d :·a: t::o ·.:;o .... d 

:;o·k ::11 any tv1SX r~acri"oe 

Ar·d it wo• .• l:: 'kMl f.ei;r a qrea; su:xes5 :oo. rf 

~--, t"oe tl1 rg '1.:td I:·Eo9" s. :l~·rcr , .. e·:e-, asr.,ct t· 

- . ~-, ot-... r l·ra·· t of ··omc corr::Jute·· as they 

:.c'c cal~~d Ld ~ • ..,f1 r-" At=·r ST had a­

·--coa•d fAI) !KI...::te· W'C >ute··~r ;;r"-C· cs " 

=~s rac,- 1 •t.peror sott.·.are as',:; :··: 

::•r:oo '0 :.Jn;Ja h d "'·1 - '0' -;;-~:-h -, ,~., 

f ,,. ''"'"n~ ste<"eo s:u'ld an::: c·. e- PCs ::ere 
;s~: r·g ~ ~11w lh-r ary \/.SX :-. 1..,..e:s.rs ::.1 

~.a1abo ud=: ens I "b ·h~ Sol.n~ Raste .. ar.c 
c ·')-RO\/ . .A.I :• ;·· .:r~~ ·"<J~ '11:re \/rlL. rvla'ly 

d "lerenl 'Jdi T'~ c~~nsoles ·.;.,.·ere ·.,-:bey ava lao1c tco. 
<nd tv'SX d eo ;. :.:ui'-'1 (j;;iJth. vvr-r~~ was a C'rty 

be~;ausB -;odi .. q it ·.,-. .. Js t·"'c s· ... vcctest pece of cake 

- pro:;~ral'1rnn.J t·rstor;. 

rea ., hq;.o the-, I ~,..t ,. • gh· tt'"' · r:-e -n sr-< 

~" -t • rt-;: of upo aj'"'9 f1':- PC. fY ~u.~ n;J a e.·. 
: :-·soc JUSI t p a, ·-,.. =t~t se::t.: t: T1. 

·;.:u'l:e garos I XI\.:. "t:h.~· .-. ~ h<.. ~ t~c­

:.ailrr>;J ' :r. the- e: 1,1r:ro;.:m hC€'1Si? tni? s,ste'll!O 

: 1s of '11anu•aclu•ers. h"<O :-e•• :ar ~·.ake any 

""'lf.Ch ,...e t ... •J·,· ·NI$" '0. 

'd tJw ·111 te 1:reparcc tc ::u, :ne tas: co·1so c 

s~.:c::: to "'Y rl'lt->::~. ke ro broad:::<nd n·odem 
Ni'"'IGr I dc·•'t uso o ... ;, ......... ay ar•(j ~:or·': ·.'·.· s~· t~; nHy 

fc•r. n:: t->xpilns o· slot fo, arorc"lc•·t or'C::I 

8'CadbanJ ., , ~::twl ;4n-: w -~ the possib·hty :o 

Will the new Bard's Tale, due later this year 
on P1ayStation2. cause the console RPG lo be 
rethought? Jonathan McCa1mont hopes 11 will 

-:on· ~ ~t --e , .. , rg t~ -rr-.• bN·C~q;e:. '10"·5 1 

S'Hf:O e-nuir:rn~nt Ol.: ~: 1 ... ·~ :~:;x So let r-,/~c~:;s::-1 

o·,d :"c c::ns:te ...-;ar. :re·er'-l:.Jiy ·s: · MSX .. r•1hd 

as r'~"u~r fo• the :::o·cept as for ·-ow -,of 10 do rt 

XNA to~ks J .. ~t tr~e I he thing we need Please et 

the'll do s:::n·cthi·og useful ·Nith r:. 

Mic hie1 van Leeuwen 

Bravo! 'The Rick :>c ... r'lso- g,rtl~ to 

'' ~rp~:er desi:J'l <'o?.S --e ''es-.es: a- .::o 
'lave r~" ,, Edge l:x a ·.e", erg l"n" -'le c•-· 
c1 v.dOOklf''CS •n :=u·:t:."= 0'•<€£" tc: to m., '!'• 1 -l 
S a•• 0. e• the ,ea·s the·, seen :o h!l '() beer 

:JULhCil,r St1 )o, fJ"'U ~r·1~ r·as ro2st.ltwi dl 1PiVv' ..., .. ,..a IFS 

mara') ~a to rvest.ga:e tnc 11 -ds t:-•:h d :ro 

dfls gn P e:,se g···/6 us mo'e ge...,s l ·~e thrs! 

Dan Clapson 

I read with rnle"est :-e t'lOJ·rt~ o· 3r an 

- "'9• :n t·1- stc.te :Jf :;o-.soe =iPG• El ..,, r 

Desp.:e ;-e at-:::ora_crr'g ·ng•t t·- GT,... ,w,~s 

or -o1~. ·Ma a·e t:::I:J th&: PC·s~.'le san:::b:x 

=lPCs are :o:: c::r"J:.~ex '::r ·h · 'l>O ~ •1·ar<el 

~s·eact :.e oe: :;,-er-1::nJ an:: •c::..:-t t vt rardon' 

b 

IT n.::tess nack an:: > ;;,h 'rr)m • » r~s· c' •• ~ .,._ :r d 

I fr:od : ::ocp y :Jo:::rcss "9 .h:Jt :-" " ·IJ t: OP 

do la• csnscte ,-d.Jst·'1 -as se: ts sr: thts "O lr.g·u 

:hr•·l ern .• tating H weHk D.J"•;Jeons & D·a·1~11s 
sess on fror"l t•<e ·ros. VV"ereas ;;a::e--Hr·(j·t.·fm!; il 

RPGs h."ve exr;a•oded into gerre·er'lLrla:•on ga1''0 

r'lOChar·i:s n•,ct dev::lv fl>J "ar·atr·<!' c ·ntro to 

cta·,ers. :;om:::utc·.scd =<PGs g >9 us d G--n 

ra;,1s o-: •' ., ... e·-e IJCk,. a pot :·ats rcro ccrrp6X 
lt\::." ·g.:.:t'e-e< 1:1·a1 ,.,,tl• a t 11 " -nr.•e ·reect:::n n 

the shape of"-.:;_,:,;, . ...,:n I rear ga• e •11 1•·-

=-,-:11 r~.~:e·s C€&. '::;"'a~ rg :~f'l:t.O :.-ar JOtu 

tha"il::cr's !:S'S.fJf'ai·:,' v.:l'~"- r t.:f.it lU::.r.-es lO' ~·o ... r 

actr:::ns seerT <e::.·s a·ifa;, "-"d SrJn ''~'"'tit '"""'' 
revt·ll11ronari ~t-an i-: a y stated. -o :ro d>:SrJrus 

o1 tho ·.vorld I wo~,d s?..y ·':;11;;~'" · '0r thr'<~ ·o se 

tit·te o' c:::ns:le gaT.crs and ·:::oL.ble ~I ~el '"" · 'er 

Hi' I I. ·g for ~Jsrn rg exper ences r"'O • .,::re ar11)1:1cus 

t·~Jn fi·osc o1'e·ec1 by D!l.D in ... e '70s. Pe'racs t"•e 

... e·:~· Bnr~;·.~.,· Tn:~ w1 c(c1 z;t tnerr ·o .. e...,· se SO"'TlG :...' 

tncir bas c asstll~t .. t o· s a:~::ut 'NI-at an =iPG s 
:::eca .. se as far as I al'' cc-··ccr ned =wgo's rerYar~s 

an:i deas are n:· a revo L.: on O" an rnc·v·8.: or· cu~ 

··;O'j 02.S'C CO I'll' 1~11 !\bllSfl. 

Jonathan Mc Calmont 

So the left-handed :.ai"C' ss_e r;,a·s b 

ugh· ,-,C"a.:: ·.)n·:..C p r I Cit -np·:.::r. E13. L ·.; .• :-a:'s 
·- at - --e t'1 rd ioL.rtll t n·,a sn::c Edge·s n~;opt o•, 

Its an r:;:;uc;'t"·' .,.,.a·::s 're ntereslrg. th:::u;Jh 

as :l" 2.m:::icloxtrcus garr "'' I .Js .. al y frn~ a ~roo .erT 

i'l a~>;· ccn:ro ; svsto11. Y::u n·igllt 1 n:: t111s ocjd oul 

il ea~ roe excla ned by the 'act t11at I nave 2." eq.J<!I 

a·no.rt o' .,.,.,,.,•·ess n ::::·t- · an::s. -.ot ,ust cq_at 

s:ren:J:I's My ho(trt SUlKS wre·• I ::not up a -,e·~: 

FS2 g=T" o~, ·o 'r"od e<~r t d aabc anal::gu8 

x;-:·::1 1 t.S r:ra} ltlal't·~ c- . ~ CJP5( ra> h:1u:Jc:J 

;he ·~·c;:n :o ~-an~o ·ro orai::;Jua ,~-s ·,, t, 
y,..2.t- I :.ils or» c' tl'fOse :.et•oos paHlQ arc;.di;s 

-:~ : ... ::ros:~;.d a·-rrs 
Tre p·::tto·n rs L•., o·e fur clan ,.,ntFl 155 .. e of 

erg:;n:;nrcs th<.r s n·ot·, s·sap::Jr"g :re 'unc: en; of 

the strcks - ·:nilt <~bo,Jt t-,e out"ors? '·!vc ·•cod a 

syn·mc:nc.:~t co··t·ottu. snt 11c dc.r·/Hioce' s kely to 

c:nsKio· lhat. The c oses: ·::e ca·"lo :o per'ect or 

was :"e \J64 c:mlro ltl' ·narn s: ck r the nrd:::lo 

Nrth t'1e D·p.:~; ·11 ro·r·~,l :-. C lJ tt:on~ = -::JSrr:Js. 

.:. · -04..cr th~. dd for;Jet to •nctu.::c :·--e .:. a",d 3 

':) ... !tens: "" th: 1-"' ,.., • ""st "' :.--:::-- .·:~ud -:::rc.er 
... ,-a::" T1 .:.."'~nc(.,~an u G"'~- :=i,... ~;~:;.l'"T~:ch as 
':l ra.s t: ta~e -n, rgr: ·r~.;rnf:\ ::1 the s:r::-< :o 

r;;lo::.d_ C' c ::ur...:-

s;an:::on :. oth vn n· :o.; an T10 

LJ 

Rer,a·d ess of th 
~XO::liSP f,-,,. ref 

:o-:·::.ts -'£ , e G 

My heart sinks when I boot up a new PS2 game only to find 
I can't disable analogue control. I just pray that the developer 
has included the function to change the analogue sensitivity 
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