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The future of electronic entertainment 

V 1deogame fashions, just like any other, routinely come 
and go. Only a few years ago. the Tekken series was 

synonymous with the PlayStation brand, and 1ndeed the first 
sequel was one of the most frequently played games in the 
Edge office. yet it has U1Ce been eclipsed by the Soul 

Callb<T and Vutua Aghter senes to the poont that some of 
today's console gamers rnght not even recoglliSe a 
character as chansmatiC as Jlll Kazama. The fourth 
lllStalment, one of the first round of PS2 d sappontments. 
did not help Tel<ken's chances of be1ng that rare beast 
capable of transcending market wh ms (think Gran Turismo, 
for example), and Namco has s1nce, perhaps wisely, left it 
well alone. But now it's back. Its creators have taken a long, 
hard look at what went wrong last time out and are focusing 
on bnnging back what made the series such a draw in the 
first place. Top of the list appears to be s.mplicity. Read 
what else <S on the agenda in this month ·s feature (p52). 

Smpllcrty and Videogarnlng are unusua: bedfellcms 

nowadays. fts the charge contnuas towards more detailed 
soenanos populated by pseudo-Intelligent characters and 

d'1V911 by tnereaSingly complex ms510flS, the resUts often go 
awry. Concepts that once looked so attractiVe and tenable 
on paper end up as a tangle of unfinoshed concepts and 

part-realised dreams. it's a topic d•scussed 1n th.s month's 
reviews section, and no doubt one we'll find ourselves 
haVIng to address many more times in the future. 

At the other end of the spectrum are games l1ke Mashed 
(p101), whose unabashed Intention of keep•ng rt simple pays 
real dMdends when it comes to actually playing the game, 
not just dmking in some hombly expensNe cut-scenes. 

But~ we're gotng to have that cake then we're damn well 

QOll19 to feast on 11, too. We want Teld<en 5 to remo::l us wtry 

Tel<ken 2 was once such a bJg deal. Aro we want, S<r>J. 
a n&N Br.e to redefine the Wider boundaries of gam ng. 
Want1ng it all has never been unfashionable. of course. :.,;J 
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Uapanese developers voice PSP concerns 
Hot on the heels of a stellar showing in Los Angeles comes talk 
from Japanese developers of doubt over Sony's ability to deliver 

I t may have stolen the Show at E3, but 
PSP has been met w1th constornation in 

Japan, where anticipant game makers have 
Cited final screen quality, development 
costs. and, predctably, battery t le as areas 
o' concern for the platform. 

of a lower-qual ty diSplay system, "&mdar 

to today's Che Palm OS PDA. • 
Concerns over PSP dev costs stem 

from the platf04'm's power: some Japanese 
codeshops see its PS2-style capabilrt~eS as 
a Slgfll4cant ris-<. SII1CS prqects wil naturaly 
reqwre PS2-style team sizes and buclgf!ts. 
Thas s lead ng to reSistance in green '9ht1ng 
projects, and most Japanese developers 
\'VOrking on PSP l1tles are believed to have 
JUSt one title 'n full-scale development. 

SONY 
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PSX photography: Martin Thompson 

---­.. 
•· A source close to Sony has claimed that 

the d splay technology on show at E3 
currently costs around ¥70,000 (1::350) per 
t~nit, clearty a proh·bitive amount for a 
massmar1<et device. The E3 prototype's 
screen has also been crted as rnas5IVe drain 
on the poo.ver source; it 1S said that the 

hardware will therefate make use 

However, v.M:I they have adopted a 
wait-and-see stance toward Sony's 
hardware, several developers have sa1d 
they are looking closely at Nintendo's DS, 
deeming it "less sexy but much more 
6nanc181Jy and technically \118ble, • thanks to 
ts N64-styte capabiltle5. Others are looking 
for preiiiOUS PS2 t1tles to revrve on PSP as 
an obvious way of addressing devetepment 
costs (conversions could be managed 
w1lh1n two months, they suggest). but claim 
that Sony is d1scourag'ng th1s approach. 

PSX was part of Sony's attempt to dominate the OVO-recordable market in Japan, but 
it has been responsible for less than a fifth of the company's sales in th1s buoyant area 

Japanese reports claim that the final 
PSP display will be of a tower quality 
than this E3 prototype's, but Sony is 
claiming that the opposite will be true 

And then there's the battery. Developers 

are said to be plain rrttated by Sony's tack 
of concrete informat1on 111 th1s area. In the 

apparently disagree, however. Wrth 78 per 
cent of rnobde phone biUs in the temtory 

accounted for by erna~l-sendf19 charges, 
they beiiElVe that the comms facaty offered 
by Nntendo's upcomng hancl1eld is a more 
attractive hardware propoSitiOn than the 
ability to play back movies from UM discs. 

Another area of developer favour 104' 
Nirrendo DS is rts oaCKWard ~titlolrty. 

PSP by~. wi' be attemptang to 
romance consumers from a standll'lg start. 

Several Japanese developers have said that 
they are looking closely at Nintendo's OS, 
deeming it "less sexy but more financially viable" 

absence of firm battery-hie data, they are 
concerred about how they should be 
deSigning theor PSP games. spoofically With 

regard to level ength and save points. 
Movie studios, moanwhile, are said to 

be pressuring Sony to ensure that PSP will 
be capable of plaY'ng back a minimum of 
two hours and 30 m111utes on a single 
battery dlarge. and rt seems ~that they 
vvl get !her v.ay. the hardware's meda­
handl ng capabi it1es are, after all, be1ng 
touted as one of its key strengths. 

A number of Japanese developers 

Having enjoyed such positiVe feedback 
at E3. PSP's current recept100 n Japan is 
cleMy an ISSUe of mportance. it's dlfficu~ to 
see how a PlayStatton-branded device 
could gamer such caut1ous rega'd- until 
you consider that Japanese developers 
have just soon Sony's other recent PS 
hardware. PSX. di$C()(1t .nued in the temtory. 
Only 100.000 urns made rt to mar1<.et. and 
although Sony's overa£ DVD-recordable 
share stands at 550,000, 1t trails market 
leader Panasonic, which has sh1fted 
1.7m deVIces 1n Japan. 

Sony responds 

We contacted Sony E..ope for its IIIE!WS on 

the srtuation among Japanese developers, 

and thiS IS what Phll Han1son had to say: 

"The comments about the screen are 
ent•rely without foundation. In fact, the 

Situation's qurte the apposote- we've made 

some enhancements to the voewlllQ angle of 
~d~$~rts~wngm~.~for 

cost, thm's entorety speculabon. We've never 
d•scussed cost or goods 1n our hardware. In 

fact, I shouldn't even digmly that particular 

p.ece of speculat>On woth a response. 
·~tor battecy hie, lhat's obviOUsly 

somettwng !hat ·s down to system design and 

alSO game design on e8Ch WlStance. We Stand 

by the predictions we've previously made •n 

terms of battery perlormance. And we're 

working with developers to make sure they 

get the most out of lhe system's power. 
That's always me case wrth our hardWare. 

• As for discouragong certaon typeS of game 
on PSP we haven t d scouraged any l)ipe of 
game for the platform. EM I would say that 

developers are ~·ng encouraged to think 

about the d•lfet'ence between opportunity­

based gaming and sessoon gam.ng. • 

Hard Corps, World Rally Championship 
and Wipeout are coming to PSP, which 
shows that Sony Isn't discouraging 
updates of existing lP on the platform 
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No surprises at Sega show 
Coin-op giant mounts annual private event but fails to set 
the arcade gaming scene alight in the run up to Naomi 3 

While we were attempting to master Final 
Tuned, our photographer was snapping 
cabinets like these. At least you can't say 
a feet-based diversion lacks innovation 

A s was overwhelmingly the case at 
Februruy's AOU show, there were 

precrous few traditional arcade games at 
Sega's recent private show in Tokyo. 
Among the increasingly extravagant day-glo 
distract1ons it seemed only AM2 was 
holding the torch, debuting playable 
versions of Virtua Fighter 4 Final Tuned and 

Quest Of D (though neither were surprises, 
having been announced in February). 

VF4 Rnal Tuned is the second update to 
VF4 - following Evolution - and introduces a 
Challenge Mode, in which the player 
chooses a branching path through a series 
of matd'les, much I ke the OutRun games' 
route maps. Good performances in the 
Challenge Mode earn the player bonus 
items, a unique nickname based on analysis 
of their fighting style, and 'Rghting Money' 
to purchase online rewards via Sega's 
VF.NET service. The character roster 
remains unchanged, but as the title 
suggests, movesets have been tweaked 
and the AI improved in order to provide 
the definitiVe challenge to dediCated 
followers of Virtua fighting. 

Quest of D. AM2's first trading 
card-based networked game, had a more 
rmposing presence. Runn ng on five 
Xbox-based Ch hlro boards, the hulking unit 
features four personal cabinets linked to a 

central server that sports a huge flatscreen 
display. Surprisingly, D's gameplay is not the 
straightforward card battling of sister 
machines, but a fast -paced dungeon cra'J\11 
in the spirit of Dark Alliance. Movement and 
combat are controlled with a joystick and 
buttons, while a touchscreen allows the 
player to drag and drop cards from 

With regard to Xbox arcade ports, an AM2 
representative stated that the studio would 
prefer them to be outsourced, as with OutRun 2 

Sega continues to dominate in Japan's novelty attraction sector, and, as well as the 
company's arcade games, this is the sort of content that proved so desirable to Sammy 
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inventory into play or vice versa. As you car 
imag;ne, managing both the stick and the 
touchscreen in tne heat of mass combat 
proved challenging for some showgoers. 

The absence of other major titles could 
be attributed to VF4 Final Tuned marking 
the Naomi 2 generation's last hurrah. 
Questioned on its successor, the tentatively 
named Naomi 3 board. Sega suggested it 
might be presented at the year-end JAMMt 
show - slightly earlier than observers were 
predicting at the AOU event. Traditionally, 
new Sega boards are accompanied by a 
new Virtua F!Qhler title, but it was indicated 
that a potential VF5 would break this trend, 
in order for VF4 Final Tuned to maximise its 
run in the arcades. 

Chihiro's golf squad 
The other Sega studios are reportedly 
preparing games for a second private shoVY 
scheduled for June or July, although again 
only AM2's titles were referred to. At least 
four are under development, includ1ng two 
currently location testing in Tokyo: Sega Go 
Club Network Pro Tour, an online fourplayer 
golf title, and G.H.O.S. T Squad, a lightgun 
game with multi-route progression and a 
mechanic that rewards successive head 
shots. Both run on Chihiro, and it is 
assumed the unannounced trtles will also b< 
developed for that system, apparently in an 
effort to offset the Chihiro's indiVidual 
expense by manufacturing boards in bulk. 



A starter kit for Quest Of D contains five 
cards, and the machine will dispense one 
more after each play. Collecting them all 
will prove pricey for dedicated players 

With regatd lo Xbox home ports, an AM2 

representati\16 stated that the studiO would 
prefer them to be outsourced, as wrth 
OutRun 2, rather than handle the 
corwers10ns in-house. 

If there was any foreshadowing of the 
rnmnent Sammy bvyoLt, it wasn't n the 
sense of this being the twiight of the Sega 
cn:us before the pachlno(()-and·Atcmswave 
future detractors predict. Rather, Sammy 

nosted rts own private show on the 

opposite side of Tokyo, an overt gesture 
thal both comoan es wou d retain toor 
independence (poss1bly as much to 
assuage doubts 1nslde Saga as those of 
the public). In addition, the advanced 
development of Naom 3 suggests that the 
only contrbution Sega W1 be making to 
Atomswavo.,.. u be the branding - but •t's 
a question that, as wrth many others ra.sect 
r:1-f the sleepwaklng gant's show, 
rerna·ns unanswered. 
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Final Tuned's new moves should be 
incentive enough for the VF4 hardcore to 
buy into it. And there are plenty of them 
in Japan, where the game is still massive 

If you look really closely, you can just 
about make out Quest Of D cards being 
traded by arcade operators taking breaks 

fra'terd 

Followwlg on from liS Tollll W. 819fl9's 

oubng on the B8C - rrne Cc:lrmw'lders. 
The Creative Assembly - colleboraled with 
the History Channel for a new l«ies, Decisive 
Battles, premiering on the US network on 
July. Un~ke Trne Commendenl' reallime 

usage of the engone, DeciiMI Bllttles leaii.I'9S 

p!eoecorded acenanoe lhlll factually recreate 
hostoncal conllicts. In adcllbon to the obvtous 

benefils of scale prOIIIded by a wtua1 cast of 

ltlousands.the History Channel• ~ 
hoptng to enttce the gaming <lerno!1&Pilic -

and any succees may - some of the 
tarnish chipped off the eclutaonment genre. 

In a difftcult month for lhe COfi1*'Y, v._u 
has arroounced 350 Noottt Atnericw1 job cuts. 

The figue R:kJdes a-M800ided with 

last month's cio6lft of ~ tdi og Vrvendi 
studios Pawus lfo/ASCAR R8ck1g) and 
~ (LOids Of The Ream). lt also 

nw1<s the end of Soeml'siU'VIVing ollice at 

Bellewe. Viwndi was qulek to stress that the 
job lo66es do not affect BlizzMI, and were 
undertaken as pert of a j)loo.s intended to, 
in the words of an-H80k. chief executive 

of IIM!ndi Urwasal Gamea. ~ o.r 
operali'tg ~ Wld profllabilly." The 

cuts follow the ,_ that St.Cn!lf: Ghost IS 

delayed unlilalleMI 2005. and that former 

lllllendi Universal chairman, Jean-Marie 
Meesier. has ~ placed under inveabgation 

by French police for buYing back 21 mHhon of 

VIvendi's own shares during market slumps 

after the attacks of September 11 
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ELSPA climbs second Summit 
Top UK industry players converge on London to expound benefits of new 
technologies, making better games, and holding back on going forward 

tone for the conference, interpreting the 
lengthy title thus: make better games, make 
broader games, and make games on 
systems that exist today, not tomorrow. 

All noble and worthy ambitions, we 
agree, and ones reinforced again and again 
throughout the conference. But there's a 
difference between standing in front of your 

For example, representatives from the 
three major hardware manufactur~rs 
implored the assembled developers and 
publishers to stay with the current 
generabon, each insisting their present 
hardware had so much left to give. 
However, while that policy makes financial 
sense for all sectors of the industry, the 

E LSPA's second annual Games Summit 
took place on June 8-9 at the 

Mondrien Hotel, Picadilly. The event, entitled 
'New Technologies And New Strategic 
Directions: Maximising Profit And Managing 
Risk In A Convergent Entertainment World', 
was designed to bring together leaders and 
luminaries to discuss ways in which the 
1ndustry can move forward. And though the 
two-day conference saw more than its fair 
share of self-promotion disgwsed as 
analysis, it demonstrated that many of the 
business's key players share sim lar ideals 
when it comes to the future of gaming. 

Roger Bennett, director general of 
ELSPA and pipe-smoking dignitary to the 
UK gaming industry, kicked off the event 
with a swift no-nonsense welcome, 
thanking the early-morning, slightly sweaty 
attendees fot their attentive presence on 
this, the rnost sweltering day of the year, 
and promising a host of revealing lectures 
as their reward. In fact, Activision president 
Kathy Vrabeck's opening keynote set the 

Representatives from the three major hardware 
manufacturers implored the developers and 
publishers to stay with the current generation 

peers and espousing the benefits of a better 
quality of electronic entertainment and 
putting into practice policies that make the 
dream happen. lt's the job of a conference 
speaker to talk a good game, of course, 
and many did; but our scepticism means 
we have a hard time believing the future will 
be as fair and rational as several demanded. 

Despite being the hottest day of the year so far, the delegates listened enthusiastically to the speeches and presentations delivered by 
industry representatives including Nintendo Europe's David Gosen (top left), who called for a slowdown in the rush towards new consoles 
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PS2's head start last time around gave it 
such an advantage that it's hard to see 
Microsoft and N ntendo holding back 
this time, whatever thetr stated aims to 
the contrary. 

That said, the now-familiar stepped­
rollerooaster graphs that so clearly illustrate 
the industry's vicious cycles were near­
constant fixtures on the event's screens, 
and projected fortunes for PS2 indicate that 
it has several years left. That was the focus 
of Sony COO David Reeves' speech, of 
course. Despite the programmed title, 
'Using marketing and consumer insights to 
expand the demographiC - a new pillar for 
growth', Reeves' presentation might as we! 
have been called 'Sony: we really are the 
best, aren't we?' Under the guise of 
demonstrating the company's diversity in 
development he provided showreels for 
Kil/zone, GT4, and The Getaway 2: "Three 
completely different demographics." That 
these games focus on, respectively, guns, 
cars, and cars and guns, and yet can still 
be held up as an example of diversity, 
seems absolutely indicative of gaming's 
malaise. But few seemed very bothered. 

Reeves' concession to the conference 
theme was to give live demonstrations of 
more Sony products in the shape of 
SingStar, Athens 2004 and Eye Toy: Chat. 
lt was the Eye Toy franchise that won high 
praise from other speakers at the event, 
with one particularly fascinating graph 
revealing how the peripheral smashed the 
traditional gaming demographic, with users 
of all ages buying a PlayStation2 just to pia) 
with it. Perhaps that's why the industry is 
suddenly priapic fot innovation; certainly 
David Gosen's OS musings and Peter 
Moore's emphasis on Xbox Live's video cha 



Sony's David Reeves (top) and Microsoft's Peter Moore (above left) spoke of gaming 
crossing demographics, while Activislon's Kathy Vrabeck wants to make better games 

rnpied that they think the way to expand 

gamng •s not through new-spun verSIOilS of 
;raditoona paradgms but by offering 
completely new concepts. 

Introducing another new concept to a 
sceplical aud>ence was Kevin Bacchus. 
president and COO of lnfinium. His ntontion 
to gille a demonstrat100 of lnfinium 
hardware was scuooered by the machine 
oeong damaged 111 transit, but he sUI 
ptOvided an effectiVe rundown of the 
Phantom. •ts capabil1bes and its keyboard. 

What wasn't saod was perhaps~ as 
revealing. the ex·MICrosoft employee slAt 

refusing to reveal exactly what users Will get 

for their monthly subscription fee. The 
analogy drawn was 'basic cable', which we 
speculate moans access to a handful of old 
games and demos of new ones. 

Of course. buSiness conferences 
aren't just about the presentatiOnS. which 
rarr:Jy reveal anything from C81JSf 

competrtors. but about bnng1119 people 

together and creat1ng community. ELSPA's 

£DO£ 

recent retnvigoraiiOO has certai~ done 
that, and the Games Summit ptOvided 

another opportun•ty for all part.es llliiOived to 
embarl< on some handy profile-boosting 
seff·promotion and some forceful 
networking. ReceMng tho biggest profile 
boost of all is ELSPA rtself: 1ts next big date 
IS in AugUSt, at the EJGF. And after that, a 

surrroit of a d•fferent kind looms on the 
horizon: September sees a party or ELSPA 
members embarl< on a charrty cimb 

of Mount Ki imantaro. 

rmteno 

Sony's Singstar was put through its 
paces for the benefit of anyone who 
hadn't yet witnessed its charms 
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Mobile gaming expo gathers pace 
An upscaling in size sees Mobile Entertainment Market '04 deemed a success, 
while usage data paints a changing picture for phone gaming's demographic 

per cent down from the almost 50 per cent 
recorded 18 months ago. The current 
coocentraiiOil of console-orientated locences 
was sugges:ed as a possible reason for thos 
unfortunate downward trend. 

Wh;e there were no hard stats for 

instead concentrabng on shanng 
inforrnaiiOil and Q1'0W1119 the marktt. The 

focus on 3D and rrutt player technolOgy 
seen at the GDC Mobie show. held n San 
Jose earfoer n the year, was played do>Ml. 

The us stv:tN was notable for Kayak 

I f the market for mobile gaming can be 
measured by the size of this year's 

OJChbrtoo at Ma()4 - the Mobile 
EntertSJnment Market - then there's been a 
huge ~t compared w;!h last year. 
Despite being held at :he same lOcation as 
last year - the Islington Des.gn Centre - the 
show took c:Ner the man floor instead of 
beong confined to the balconies. 

In addotoon to the main exhibition, three 
parallel tracks of talks covered all areas of 
mobile enterta.nment, not just games. Gilles 
Coroett of ln·fU$10, the French mob<le 
publisher and gamtng technology firm. 

shated the resuns of some ~tful 
research IntO mobie gamng. Notable 
conc:kJsons were :hat typical mobile gamong 

sesSIOnS are 20 t11111Utes long and most 

Typical mobile gaming sessions are 20 
minutes long and likely to be on a Saturday 
night in bed rather than while waiting for a bus 

In the absence of multiplayer Quake right 
now, mobile types settle for playing pool 

I kely to oe played on a Saturday noght wh lo 
in bed rathef than while warting for a bus; 
whole the number of female garners is 22 

gamng reverue, estrnates currently put the 
figure at £4rn per month 111 the UK. 

ondicat.ng that wtile sill in rts onfancy mobile 
gaming has beg\.11 to show a return. 

The two days were business· led and 
stood n contrast to both E3 and previous 
mobole shows with their lack of hype, 

The Kayak team go to work on the back-end that allows multiuser mobile games to be played across two different networks (COMA and 
GSM) and handset technologies (Brew and J2ME). The Pub Pool tournament was linked to a big screen showing players' shots in realtime 
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Interactive's Pub Poo/tCllJII'la'TlEl(l. The 
game, from UK fimn torro, was played 

across two different mobile netWOrk 
standards and handset technologies, 
somethong Kayak claJms as a wor1d first. 

Next year's event is duo to be held 
at Earl's Court on June 15·16. 



Industry faces questions at EIGF 
The Edinburgh International Games Festival assembles an expert panel, 
and this time you're asking the questions. Start sending in yours now 

E ver wanted to p1n down Microsoft on 
why its packagu'\Q draws blood rather 

:than let you get at your brand-new 
Controller S? Want to PL1 Gamestation on 
f!e spot about how the chain prices 1fS 

seconc:tla'ld games? Perhaps you want an 
explanatoo for why games are subjElCt to 
age restrict1ons, or hear some tnformed 
op1ntons on how gaming can protect itself 
against increas,ngly moralistic legislahon. Or 
take to task the providers of the Who Wants 
To Be A MII/1008Jfe quiZ games which have 
edged out arcade mach.nes from thetr last 
'ew safe havens in British pubs. 

Ths year. the 8GF 1s fieldii'\Q a panel of 
onternational gaming industry experts, and 

has thrown the floor open to readers of 
Edge. Covering every aspect of the 
ooustry from hardware manufacture 
through game development to the reta~ 

envwonment, the paneists have a uniQUe 
WlSIQht,nto how gamng got where rt IS and 
where tt's l1kely to be goW1g next. 

The panell sts · biographies shown here 
gJVe some idea of the range of subjects you 
can ask them to tackle. The audience for 
the session wtll be made up of trade 

representatives, so it's only by sending your 
questoos to them that you can ensure they 
'l88f a gamer's perspectrve as well as the 
concerns of ltleir peers. Whether your 

questions are grardy sweepr1Q or brtii'\Qiy 
specific, deadly senous or frankly cheeky, 
this is your chance to have them answered. 

You can subm1t your questions by 
wrrting to Edge at Future Publ.sh ng, 30 

EDGE 

Monmouth Street. Bath, BA1 2BW, by 
Vtsihng ww.Y.edge-onl ne.com, or by 
enlal.ll1Q US at edge@futl.l'llOOI.CO.UK wrth 
'Question rme· as the subJect a; your 
email. ne most searchong and 1ntrigtlng 
questions wi be put to the pane dunng a 
sess10n at the festival on August 12, and 
you can read their answers in a 
special feature in issue 142. 

frcnte;d 
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Flight sims spread wings 
A successful launch for the European Flight Si m Show 
sees fans already looking forward to next year's event 

The Virtual Air Traffic Simulation network 
had a strong presence at the event. For 
some odd reason, not many especially 
young people make up its number 
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A much-maligned sector of tho gamng 
world, I he weekend of Juno 19-20 

was an opportun~y for flight sim fans to 
come together and celebrate thetr passion. 

The flaU9~¥al European Fr19ht sm Show. 
held at Blackpool's Pieaslre Beach. was a 
perfectly fonned success \vrth around 4,000 
attendees. Exhibitors ranged from ram har 
names such as Mocrosoft, Logitech and 
Ubosofl lo specialist vendors I ke Just Right, 
Aerosofl and Captan S m. 

"You hope the first show wi I go wen but 

this was an overwhelmong success.· said 
organoser Mar1< Silcock. """he exhtbtors are 
happy and we've had people attendtlQ from 
all over the world - New Zealand, Austral.a. 
South Afnca, Canada and Russia." A DVD 
of the show, whoch also includes on-the­
road reports from some of the most real stic 
home SJmu•atiOn SJetuos. is avai'able from 
www.ls2004nati0nalshow.com. a'"ld Silcock 
oonfirmed the show WOUld return n a largel' 
locatiOn !11 the wmmer of 2005. 

One of the hiQhiiQhts was the 
presence of Oleg Maddox. creator of tho 
JL -2 SturmoVIk combat series. With a 
reputatiOn built on extreme atten\lon to 
detail and excellent graphics, Maddox 
was showcaSlng the lorthcomng Paofrc 
Fighters. Based on the/L-2 englrl9. rt moves 
!he actJOI" from the western front to tne 
Paco'c theatre. Featured aorcraft range from 
favountes SlUCh as the Japan9Sle Zoro to the 
Amoncan Corsaor, as well as UK, Dutch and 

As might be expected, there 
were plenty of companies at the 
show offering highly realistic 
replica cockpits. Morroring the 
activity of the RAF, but onhne, 
the Royal Armed Forces Vortual 
Is a 55-strong organosation of 
dedicated UK flight sim fans 

EDG£ 

The latest innovative PC peripheral from 
Saitek is the X52 flight control system 

Australian forces. lnnovalions .rrlJcle the 

abiity to undertake carrier take-offs and 
landings as well as kaom kaze mfSSIOOS. 
Maddox revoolod some ea1y artwork for hos 
next game, too. This promiSes to be the 
most extensive recreation or the Battle of 
Britaon to date. including Italian, Polish. 
Czech and French squadrons. 

The Sl9COild major ftigl: sm on show 

was. of course. Microsoft's stalwart Fjg/11 
Sm!Jator FS2004. Celebrating over 20 
years so nee the f rst version was releaSJed a 
remans the key product for commercial 
flight sim tans. lt's also the basos for much 
or the flight si m ondustry. ~h smal'er 
companies releasing compatible scenery. 
aorport and a rcraft model add-on packs 

Typocat oltheSJe IS UK publisher Just Aght, 

whoc:h was showcaSlng ts Traffic 2004 
package. ThiS atiQv.ls you to add 

background aircraft movements thanks to 
its artificial intelhgonco expansion. Among 

the top selers are the VFR photographc 

scenery packs. whoch USl9 data from the 

UK MiDennoum Map, white rew aircraft 
additiOnS rnclude the Airbus A330 and 

A340 commercial a ~iners. 

Away from products. the growing 
communoty of on one noght sim garners 
appeared in force. Perhaps the most 

impresst\19 is the Virtual Air Traffic S.mulallon 
(VATSIM) network. Woth over 52,000 
members worldwide and around 3.000 ~ 
the UK, rt provides air traffic control for 
players llying onl ne. As rnitar online-baSJed 
take on reality os proVIded by the Royal 
Armed Forces Virtual - an organ1saltOn 
which reproduces the peacetime mohtary 
activities of the RAF and Fleet Nr Arm. 

Rmnong a vanety or squadrons rang.ng 
from fast jets to uansports and even •n· ftiQht 
refuel ing. it carries out mlotary exercoses 
usong VATSIM to provide the 
necessary air traffic control. 



Warhammer suffers online anticlimax 
Legendary tabletop outfit Games Workshop and UK developer 
Climax announce t he cancellation of MMO Warhammer Online 

T wo years after found ng the joint 

venture~ Wathanmer Onlne, 
Clmax <r<l Games WO!l<shop have 

announced their deosion to cease 
devek)prrent on their MMORPG based 
on the sem nal tabletop RPG. 

The game (nght), whiCh was p1cked up 
by Sega 1n 2003, has had a troubled history. 
First mooted as an on line strategy game as 
early as 2000, Climax soon realised it would 
need partners to contribute toward the 
extensive back-end technology online 
games requ re. lnit18ily partnered wrth 

Moerosoft. by 2002 the game was boog 
solely financed by warremr.er OrWle ard 
had morphed ll'ltO an MtviO. 

CNer tne tast few months. CLrnax and 
Games WO!l<shop had inst1Q8ted a 
thOrough review of Wartlammer On!me·s 

prOJected costs, and felt the onerous 
up-front costs of launch ng an MMO ­

includ ng seNer. bandwidth and customer­
support provision - would be much higher 
than estimated and could not be justified. 

The traditional requirements of game design, suc h as the g raphical engine, now constitute 
a s m aller and smaller part of the cos t and c hallenge in launching and sustaining a n M MO 

The prOJect has not been entirely 
abardoned. Climax has made clear that 

v.Klf1< wt continue on rts L6V18than MtviO 
engine (conceived. l)alntulty ~. to 
combat 'extended development Lmes, and 
consequently extended development 
budgets'). There is also tho possibdrty of 

Recently reviewed 
A rundown of las t Issue's review scores 

rrtte 
Full Spectrum Warner 

Th~t. Deadly Shadows 
p,.,., 2 

Onomusha 3 Demon Soege 
Sanual Wamors 
~Of The Samur&l2 
La Pucelle Tacta 
Syphon Filter: The Omega Stra.n 

Custom Robo Batt•e Revo4utJon 
Van Hels1ng 

Smash Court Tenn's Pro Tournament 2 

Mario Golf: Advance Tour 

find ng a new partner, preferably w~h MMO 

expenence and eXISting infrastructt.Xe. 
IM1ich could reduce the costs ard risk of 
bnngtng w~ OrJine to market. 

tt rernaiOS to be seen how realistiC thiS 

hope will prove. since the WtviO market IS 
already crowded and big hitters like 

Platform Publisher 
PC, Xbox Tl-10 
PC.Xbox Eidos 

GC NWltendo 

PS2 Capcom 

PS2 Koe 

PS2 Capcom 

PS2 Mas>lff 

PS2 SCEE 

GC Nintendo 

PS2, Xbox VNendo Umversal 

PS2 SCEE 
GBA Nintendo 

Full Spectrum Warrior Thief: Deadly Shadows Pikmin2 

EV61Quost 2, Rnal Fantasy XJ and World 
Of Wan:taft are on the honzon. The 

Nott111gham studio at whiCh the game has 
been based 1rom the outset ShOuld not be 
tiYeatened by the cancelatoo, as 
a second. unannounced game is 
already 1n development there. 

Developer 

Pandemic 
Ion Storm 7 
In-house 8 
Produeoon S:ud10 2 7 

Omega Force 5 
Acqure 6 
N1pponlcho 7 

SonyBend 3 
Noise 5 
Saffire 5 
Namco 6 
Camelot 6 

Onimusha3 

After acknowledging Its -enoe at lilts 

year's E3, Microsoft has debuted Its Vtdeo 
Chat system, a camera that will give players 

the opportunity to see eech Other as th"Y 
chat over Uve. As well as novelty voice 
masking, users will be able use the system as 
a morrortocheck thW hair before they.,_. 
~ friends. h also comes equopped with the 
dubiOus ability to ma1<e other~· 

pypaOs n.rnble. VIdeo Chat wlllnltially 

launch 11 .la!*~. talmg edvMtage 01 high 

levels 01 broadla1d ~ Wld toopong 
to attract a ,_ dei o IOglaphoc to Xbox who 

may - pnMously been alienlled by Its 
stylongs and IJIWlM!Iblwy 

N ntendo os also rumoured to be 
developing rts own Eye Toy-style device. 

having trademark8d the phrases 
'Nongen-Copy/Manebito' and 

'Manebilo/Ca:nera'. The aaeocoated lOgos 

show tiny cameras attached to the kanjo as 

well as a grmacong man W8\IIIIQ hta .-ms and 

a 111y box whiCh could be a GameCube. 

In a fLI1her poece 01 MMO woe, Mocrosoll has 
annot.need the cance1atoon 01 TtUe FW>tasy 
LNe ~.the LevelS RPG that-_, 
by many as the Xbox's gr.at white hope for 

breakl1g the ~ nw1<et The CCif'lli*1Y 
reportedly expressed conoerns OVflf the 

quality of the game as rt stood. and o- the 

difficulties of competing In the overcrowded 
MMORPG marl<et Level 5 oontonues work 

on the new Dragon Quest game. and on a 
thin:f --...m of the Det1c Cloud-
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Maki g the most of DVD 
ZOOtech's DVD-Ext ra Studio development environment is out to make 
the most of the interactivity contained in the humble DVD player 

OVO-Extra provides a high-level development environment for the creation 
of OVO content ranging from interactive games to educatoonaJ products and 
advertising covermounts as well as the traditional enhanced movie content 

X 
D\IOEXTRASTUDIO 

OVO·Extra Studio has modules for 
stmple games such as hangman to 
demonstrate how the system worl<s 

Phoney friend 

A certain section of Amencan 
soctety doesn't believe life offers 

second acts. In the 21st century 
videogarne industry, however, there 
seems to be nothtng but. One good 

example IS lan Stewart. Last seen 
taKing a largo cheque from 8luno 
Bonnell as hts company. Gremlin, went 
the way of lnfogrames bacK n 1999, 

the Sheffield-based entrepreneur has 
slowly been putttng together a 
comeback. Part of h s AIM-floated Zoo 
Oigrtal Group ha'ldles standard game 
publl$htng. wrth the PC verston of 
Midway's The Suffemg a recent UK 
release. The other, separate part of the 

Th~'> cl~;lff"!'.t demo'lstrat1on ot tho:> powt'r d 0\/U-E:.:t..-a r:c, t~lf' W~r' ~'.'.In~· fn Re A 

MIJI/Oii .. ]J.'e) ovo garT¥" rn rt.-lf+'> t~r ... • •,•-1''-'><.J'l':> 11.3'•'-:'l~· r~l~·;]'.f'(1 h'v'l ''· P'-t-· UK rl•)(j 

Dnf' tn frdrx:e "''rth tota; : ... ~lo-> OVPt ·vxl r.-XJ y.:.• 'h"'" t~t,:· .. _._tl l-,,,lto•r;qo· ,.tt,"n'd h•l tr.n 
g.:lrnf' Wtl .. , hLJQt:' C:x'SJ"c>t!nq of ovn K()(J ''li"•n.r', ' 100 fl'JV,f-r-'1~', :'.'fl lX.l .trt .t':'.-s.ets ;Jnd 

~_()(Xl n.'lvlg~ltron ards_ thett:" Wd~ 11<l w.t\ •1 could h.Tw'e ~ .-wrornplrJlf"l! by trddrtoot'l.:.-tl 

OVD ;tulhonng methods Wrth DVO I xtra ~~tLJUwJ. rt tLXJk two pe-opl~· thq~· 1'\0nth<; to 

complf"te The M1IIJOnalre br;-Jn0 r~ ill~;~~ ;J qooct Pxan-..ple of ttw typ•• ol qarne th.at r:, well 

swtnd to rntAractrve DVDs Nut on ly c;u11tw• dr~cs ~·olrl n hugr amor rnt of trch content 

but unhkc thn PC .=¥ld console vPr~.ron·. ollhe g.:_une. the DVD q.lrnf' n•hf""> on custorn­

rPCorded TV foot~'lgP of Chn-;, Tan.u11 w•ltl .t trve studro aud~oen(_~~· to pmv11lf~ <1 pn:- canned 
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111.1 <";1.11w menu<.:; whtch are navl(}llr"<l u·:;.rnq .1 sla'1dard DVO r"'-"nch· Dth·• !}<'ln-w 
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company, ZOOtech, IS strtktng out 
down a more innovative path. 

With the global installed base of 
DVO players around 200 m I ton un>ts 
and rising fast. the foonat IS a ttUfy 
massmatl<e< poece of consumer 
eloctroncs and accorc1 ng to 
ZOOtech's marke!Jng manager: Roland 
Spencer, tt's completely untapped n 
terms of tnteracttVe content. 

"Unear entertaJnment, such as 
moVies, only uses about five per cent of 
the techntcal spectftcatoo of whars 
possible wrth ovo.· he explains. 
Untoci<Jng 1t1e rernatntng 95 per cent tS 

the purpose of ZOO!ech's DVD-Extra 
technology. The reason for such a bold 
boast is that DVD-Extra Studio offers a 
programm ng approach to a process 
that. up to this po nt. has been 
extremely laborious. 

·Before DVD-Exlra content had to 

be hand-coded." explains product 
manager Steve Porter "One of our 
example modules is a s m pie game of 
ttC·tac-toe. To do this by hand, you'd 
have to create over 5,000 dtfferent 
statte images to cover every game 
state. With DVD-Extra Studo. all you 
have to do s create templates for the 

board and menus the two markers 
and then set out the game logic. The 

gen8fation of the statiC screens. menus 
and fintshed executable is automatic.· 

lt ·s this high-level functionality that 
sees ZOOtoch touttng Its technology 
not as an authoring tool but as a 
full-blown development enwonment 
Ancltt'S not just a matter of semantiCS. 
For. despite the patent -protected 
technology behind DVD-Extra. the 
most radtcal element .s the business 
model. lt costs €7,000 (£:4,654) for 
an unlimited number of seats, each of 
which roquires an annual maintenance 
fee of € 1,3g5 (£928). 

The rub. though. is the backend 
rfYojf!lty rate Ths ranges 'rom fille to 50 

cents. depenct.ng on !he interacwe 
compleXIty of each disk pressed. In the 
same manner as the royalty console 
rnanufae1urers such as Sony eta m for 
each game released for thetr oonsole, 
so ZOO!ech as attempting to set nself 
up as being nothing less than a 
standard for the bu'geon.ng tnteracttVe 
DVD market. 

'The reason we'"e taKing thiS 
approach s because DVO-Exlra Stud o 
enables oontent that just hasn't been 
possible before." Spencer argues. "And 
as far as we know, no one can offer 
any compar~e software etther." 

Wtth 60 studios already bela 

tesung the product, :he return of fan 
Stewa1 to the headii09S of UK game 
development might not be 
delayed for too much longer. 

www.zoo-tech.com 
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IC 'eals t ure 

Want to know what next generation games are going to look 
like? Just have a look at the Unreal 3 engine technology demo 

C ons.denng the Hurry of speculation 
concoming the visual quahty of the 

next wave of consoles. it's aNiays 
senSible to look at what's happen ng the 
realm of PC graphics. Just as 
PlayStatoon's 3D capacrt~ were 
mrr04"ed by the rise of 3dfx's Voodoo 

cards, so PlayStation2's parallelism \'\'aS 

matched by the multiple p pelines or 
O.rectX 7 class hardware. The clearest 
IOdJCation of what to expect on HD1V 
screens Circa 2006 comes courtesy of 
Epic's Urveal3 eng ne. 

Designed for both console and PC 
game development, the most 
111terosting thing to note is Epic's focus 
on extreme visual quallty. Typocally. 
gamong ha'dware and engone 
technology have amays been 
compared by brute characteristiCS such 
as framerate 04" the number of polygons 
04" pixels that can be rendered per 
second. but the new paradigm IS less 
conc:emod wrth number of pixels and 

more with theor nchneSS. 

F04" example, in its base.1ne 
specihcallon for Unreal 3 content, Epic 
suggests character meshes wi I range 
from around 3.00l to 12,000 polygons, 
whch ISn't rrudl more than the 6,()()().,. 

polygon models being used by current 
games. What 1s mpressive, however, IS 

the assertion that these characters will 
be modelled with between 100 to 200 
bones. Th1s will enable much more 
sophstJCated anmatoon, indudng 
de~ faciai and hand mo1oon. 
Textunng 's another area that wl see a 
fillip, With standard texture map 
resolutions ris,ng to 2,048x2,048 pixels. 
although the I mited video memory of 
PlayStatiOf13 1n part!C\Aar IS Miy to 
hallle thcs. Depeoding on the exact mix 

Reallime soft shadows are one area of game 
graphiCS all developers are working hard to 
feature in their next-generat1on games 

of resolutions developers chose to 
employ, Epic pred1cts between five and 
20 such characters could be onscreen 
at any lime Typteal gam ng 
envronments wil cont311l between 
t .<XXl and 5,00) renderable objects; 
when combined with onscreen 
characters, this could result 1n anything 
between 200,00) to 1.2m polygons 
being VISible per scene. 

The other key enabler 104" such 
VISUill quality is fi!llhng. 0ynamc 
shadows is one of the big focuses in 
game graphics, particularly With respect 
to generating sott. fuzzy shadows. 
Unreal 3 addresses this issue using 
16x-oversampled buffers, something 
typicaJy used to solve aiaslng 

Volumetric environmental effects supported include he1ght fog and physiCally accurate 
distance fog. A mixture of per-poxel lighting and pre-computed bump-granularity 
self-shadowing maps generate the highly complex surface effects in the Unreal 3 engine 

problems. Other available tecmques 
supported by the eng ne lrldude 

per-l)lxel hghling, a modular realtime 
shader system and volumetric 
environmental effocts such as physically 
accu-ate diStance fog. ~ al aods up to 
an extremely l)<lW()rluf armoury of 
igt1t1ng features But. despite tne fact 
there 1s no hardcoded limrt on the 
number of lights in Unreal 3, Epic 
recommends between <Ylly two and rove 
large radius lights per scene. This IS 

because ctynamc loghtng remans 
extremely processor nteriSive, and f04" 
this reason get11ng top performance OIJt 

of 2006's hardware will be a skilled task 
of mixing t ghtly focused spotl ghts with 
more general lights to create the 
reqwred atmosphere. When it comes 
to game g'aphcs. the next 
generation 's never enough. 

EDGE • 

www unrealtechndogy.com 

4~A4 
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Epic is us~ng omine art processing to enable it to 
compress hugely detailed scenery into a form that 
can be successfully run in a rea1t1me game engine 

There are no hardcoded limits to the number of dynamic 
lights woth Unreal 3, but performance issues mean 1t's 
unlikely there'll ever be more than five per scene 
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C::J.. Paper Mario 

UK: Out There obsessives will remember a featured weblir~k some 
issues ago which encouraged readers to produce paper models 
of their favourite videogame characters. lr~deed. our self-made 
model of burmy Mario remains fixed to a monitor to this q>y. a 
blended product of new-school videogamir~g ar1d old-school 
craftsmarlship. Even cuter, though, are Way Of The Roder~t's 

paper arcade machir1es, miniature versions of classic cabinets for 
you to cut out ar1d keep. The site - a mix of passionate modem 
gaming critique and retro-coloured remir1iscer1ce, sort of like Jeff 
Mir1ter in HTML form - offers dolls-house-sized copies of 
Tempest, Defender. Robotron and more. Perfect tor a rair1y day, 
although it has the ur~fortur~ate side effect of making you crave the 
real cabinets- ar1d they're a little more expensive than a sheet of 
A4. Have a go anyway at www.wayofthe.-odent.com 

Ciiil Return of a long-lost friend 

Holland: Hold the front page: Commodore is back. Now owned 
by Dutch company Tulip, the firm recer~tly launched a C64 1V 
game of the type that's so vogue in gadget shops nowadays. But 
that's not all. Go to www.commod(J(eworld.com and, after some 
intelligent clicking around, you'll find yourself at a webshop where 
you can purchase C64 games. OK, so ~'s just the ROM - no 
artistic packagir~g, no misleadir~g arcade-captured screenshots on 
the back - but it's somethir~g, and with Paradroid, Impossible 
MISSion and Uridium on offer, those of you who've downloaded 
the games trcrn less salubc'ious sites have finally got a chance to 
clean your consciences. Well, a little, at least. 

raordinary to watch how quickly 
cleverly garners were able to 

nr hat are traditionally unsolvable 
problems for law enforcement related to 

this kind of cyber crime" 
V<tve's Gabe Newell corrments on the ~est or S)Eq)le suspected 

of invdllement in the the~ or the Half-f..Jfe 2 souce co::1e 

"There is no Game Boy version of Halo 
planned, and none in production. lt's very 

unlikely that such a version would ever 
happen for all the obvious reasons, and 

the less obvious reasons, that the 
ColecoVision talks fell apart and The 
Bandai Pippin version is taking up all 

our development bandwidth" 
A message from Blng~e on its oficial website, respoc1(lrg 

to rulll(X.Jrs that a GBA version of Halo is n the WOt1<s 

"Without beating around the bush, getting 
straight to the point, Mashed in the opinion 

of a number of the leading magazines is 
perceived to be one of the best games of 
its kind to appear for a long while. With its 

simple premise it has a lot to li to 
[We were] eager to face the c 
and experience possibly the 

adrenaline rush!" 
An onlifle review of Mashed ge>.s straight to 



ea Finally, a reason to buy five Cubes 

JS: Anal Fantasy Crystal Chromcles is undoubtedly an 1nterest.ng 
m •nnovatNo oxpononoe. but ~·s also one that demands senous 
;lardware wwestment for mBXJmun eri<JYrnent. Frustrated by the 
;ja'Tle's insistence on a GBA for fM!1Y partJCipating player, one 
1e<roess adllenttxer IIOWed to cm.mvent Square's stmgent 
-eQUrell'lE!OtS And CI'CUT1IIent he del, usi1g five telelnsaons. fille 
SameCubes, feu GcmeBoy Players ancliOtX wavetJerds for a 
::omfortable - if slightly convoMed - fouplayer expeoence. 
fl.pparent!y it wor1<s out cheaper. too. provid ng you've got people 
Mllang to loan you some of the hardware. "The only thing you 
'lead IS that one extra GameCube, • explans the innovator on hiS 
;ne (at www.arxmage.net/ffcc.htm). "I guess I've found that where 

four players can be foond. an extra GC can always be foond." 
~t philosophical, that. 

r::::p.,.. QD undermined by drill 

UK: Nokla's OD fixes tra1y of the problems users had With the 
N-Gage, not least the ndiculous 'Sideta.'king' aspect that caused 
so rnx::h hilarity on the device's laiJlCh last year. The arnva1 of the 

00 might not be of comfort to non-affluent N-Gage owners, 
though, s•noe phones don't grow on trees, but must be purchased 
wrth money or prom•ses. www.allaboutngage.com thinks it has a 
solution, thoogh: rts 'rear talkin' mod lets players look fracbonally 
less stupid by talking into the back of their phone rather than the 
edge. lt requires somo delicate dril ing, and wi I certainly VOod your 
warranty as wel as poss.bly exposing you to a1 of the kind of 
space rays that phones tiYNe on, but some might consider that a 
pnce ~ payng for the cta'lce to make normal phone calls. 
Oleck the sae for exact detaJs. and be prepared to go back to 
good old tancl.nes d lt al goes wrong. 

Clii A poke and a hack 

US: We're all for progressive emulation and the commun1st-style 
expropnation or branded technology for other purposes, but we 
can't help but feel that Team Pokeme's time might have been 
better spent hacking away at something a little more useful than 
the Pokemon M.n1. St1l , ft's not ke their 'NOI'k's been in van- the 
Videogame ()()1"f1";JlJ can now freely develop for the system, 
and there are already a handfu' of proJeCts lrlderway, ncu:tang 
Poi<8Sonic, F'okt30utFVn and Ot.l' favou-rte, P-Type A Side effect 
:s that there's now an em.Aator for those who WISh to lU1 the 
~ QMl9S on their GameCube. although that does seem 
a ittle too wilfully peMl(Se, even for us. Stil, each to their own -
more details at dari<fader:netlprnl 

!Data Stream E-U 
For the first tiii1G, womon have outspent men on the ontemet. racking 
LP £495 a year on avorage c:ompated wrth £470 for men 
Women spend the 111061 on Clothes <¥1d footwear, IMlie men frt'..­
~ 'tliW ~ " music ro electrical goods 
The Wgesl ~ of or1ne Shoppets IS the aver 55s whose sperdng 

a...erages £527 a ~-
E tal IS~ at ten tomM 'tl8 ra!e of traclbonal ShOppr1g, <¥1d the 
ma1<et IS<UI'8l:lyworth £4.9bn 



r:::::ll!:l Presenting ... 1he WoocJcube 

Scandinavia: Six bits of wood, three console innards, some 
screws, one power lead and one video lead. Oh, and glue. Lots o· 
glue. That's what it took to produce Robert Edstrom's Woodcube. 
A curious and unnatural amalgam of SNES, N64 and PlflyStation, 
fused together in GM Frankenstetn harmony. See more at: 
w1.346.telia.com/-u34604620/woodcube/pictures.html 

C7 Maniac reminder 
Gennany: The title page on LucasFan Games' website lists 
LucasArts' dates. '1982-2004', it reads. 'In remembrance'. 
Whtle rumours of the death of the adventure game have been 
somewhat overstated, there are few who'll argue that LucasArts 
has descended from master of the art to peddler of anyth,ng 
Star Wars. LucasFan Games aim is to preserve the company's 
reputation. The team's first game was The New Adventures Of 
Zak McKracken, but it's their second that has attracted our 
attention. A remake of Mamac Mansion (smartly tftled Maniac 
Mansion Deluxe), it's a full-colour. carefully sculpted clone of the 
original that's been downloaded more than 200,000 times at the 
time of writing, and received acclaim from the likes of Ron Gilbert. 
"You guys did an amazing job," said the Monkey Island creator. 
"My hat is off to you.· Our hat too, Roo. Download the game 
from www25.brinkster.oom/lucasfangames/ 

Cliil Something for 1he coffee 1able 

US: Lorne lanning's Oddworlds an odd wood, for sure; while 
the games themselves aren't much more than modern 
manifestations of Bbit plattonners. the organiC visuals that cloak 
the levels and ladders transfonn Oddwond into something dark 
and delightful. The Art of Oddworld Inhabitants: The First Ten 
Years gives readers a glimpse into the processes behind 
Oddworld's creation, while the attached press release gives a 
glimpse of its founding father's passion and verbosity. "[The Art of 
Oddworld Inhabitants] reveais the visual fuel that hung on our 
walls and COiltinually inspired us as we stumbled our way through 
the trials and tribulabons that litter the hazardous crossroads 
where creative artistry and free enterprise collide,'' says an 
emotional Lanning of the work. Filled with design sketches, colour 
roughs, storyboards and screens, the book debuts in the autumn. 

([ Continue n 
Trackmania 
But please, stop the self-hann and make a console version 
lce-T 
Rumoured to be a player in GTA: San Andreas. Word, and so on 
Euro2004 
lt almost made us want to get some fresh air. Almost 

Quit 

Game presentations at launch parties 
MaNe! at the struggle to explain Driver 3's control system to drunks 

The sandwtch man 
Retiing. Now we actually have to leave the office for sustenance 

Euro2004 
All over for another four years 



Cliil The Game Makers 

Like a naughty schoolboy, the videogame industry seems to 
leveill'l its 1mmatunty. even to the point of explcitabon. lt's an 
attrtude thrown 111to ShcYp rebel by The Game Makers, a history 

01 boardgame manufacturer Par1<er Bros. v.hd1 released •IS fwst 
~ 111 1883. Caled Banking. the C<Wd ~was iMlnted by 

George Pcrker. the SIIIQiolr•lded dyncmo who established and 
ran the company Ll'ltd the 1930s. Mxrlg stem busa"lesS acunen 

.h a steely focus on the quality of games, wnh brolhers 
Edward and Charles he bu1n Parker Bros •nto the largest game 
company in the US. 

Early successes includod Pit!, as well as more short-lrvecl 
fads such as Mah Jong. However, it was Monopoly that provided 

the firm's key moneyspinner. ln~ially re,ected, George Parker 
bought the nghts from 1ts inventor in 1934, while protecting his 
rvestment by blftln9 up SIITliar games and taking out copyrights 
and a patent. Parker 8ros ~terally had a rnonopdy on Monopoly. 

~ despite the ravages of the great depression. the <XJrT'4)Cir1Y 

{afl liS factones 24f7 tor ovec a year., Older to meet demand. 
I But as the nO.Jstry moved from a marufactLilOQ to a 
rncri<etl'lQ-Ied enterpnse after the second world war, so the 
cornpanys emphasis changed. In a lesson not9Vo/Orthy for every 
\.1deogamespublisher, Parkef Bros ended up as a battlegi'OO'ld 
tor corporate egos, as well as suffering from the boom-bust 

excesses of a dalliance w1th ernerg ng markets such as 
videogames. lt lost Its focus on the quality of core product, 
finally end1ng up a division of Hasbro. 

•n true coffee table style. onedotzeros collectJon of the 28 viSual 
arosts ~ considers cuttl'lQ edge iS a wetj:lty mass of paper 
complete wnh a DVD. Bil smartly packaged within a hgl-denslty 
foam Slipcase. The smoothness continues ins.de wnh a full range 
of productiOn skotchos, SCfeenshots and int91Views with the I kes 
of Shynola, Hexstatic, Sweden. Tim Hope and the Ught 
Surgeons - all in neat alphabetised order. And Motion Blur 

certainly provides a good overview of what's going on in the 
world of graphic moving magemakers. 

But. between such glOss and the often overwhelming neo­
;edlno-manga styled robots somethng seems to be rT1I5Sing 

1 s best SIJlli'Tled up by teal\led artiSt Johnny Hardstaff, whose 
Futtre of Gamng prOJect tor the PlayStatiOfl was ptJed because 
of liS perceived nega!Mty. But as Hardstaf' twnse11 comments: 
- 'd rather tum triCks tor sailors th9in tee the party ine when 
something as bland as markeiiOQ iS involved." And ~·sa lack of 

such sp kiness wnh· n many of the spotlessly turned-out 
sequences of music vidoos. stings and comrnefCials that IS the 
book's most surprising aspect. After all, this is the art from and of 

a demographic supposedly tread111g the fine tine between 
rampant consumerism and mi itant anh-globahsabon. Another 
ntefesbng orniSSIOI'I IS the work of female artiSts, who are almOst 
111\1Sible. Presumablly, this shouldn't be seen as a ta.lng on the 

~ of onedot.zero; Motion 8ltr IS a COfl'CJiation from the 
avaJable resources, after al. Nevertheless, it bltrlts what on 
many levels s otherwise a beaut.ofU book. 

-~ _ ... ----
TM g,......C Internet $pcxb 
fi'M80I .. tln\oe ....................... _.._...,. 

S.te: The greatest Internet sports games of all time 
URL: ~.1:!490,1073461.00.hlml 

Reading GuarcliM Unlmted s one of our faVOLnte 
ways of wastlflQ the day, second only to playing 
IOW-maf"tenance {mostly sport-rooted) l'leb-based 

games. So the site's recently produced rundown of 
all the best low· maintenance (mostly sport-related) 
web-based games is quite convenient. Each has a 
P45 rat ng- we love the five-star rated Blast 
Billiards, but also have plenty or offiCe t.me for 

Rong, designed by a lead programmer at Gearbox. 
Erpy. but don t blame us when you' re fred. 

Planin 2 gets the advatairlrTWit ~this 
monlh. with a charming bit of .JapaMM claymabon 

1 ' 11 

From lttle IKXlmS ... big ll6ls WOW· A child's song 
acco I !pal ies the dewlopment of a plastic:ine TV 

IH 

Once the tely's fully grown, the Pikmin appear on 
Its SCI9al. The red one first, SUIIOI.Ilded by flames 

Purple is SIJOng, and PRM1S it, while the nasly albino 
white one has a bottle of poison to scae you With 

So, - have OU' l'llRlow ol Piknw1. let's have some 
inijiW1l8 action ... The shp comes 11 for a landing 

Louie gets his first look at a Pikrnin, and his eyes 
bulge so much he looks as if he may pop, Nasty 

Mont beMtiee, al bMten by Piknw1. And if that 
doeln't persuade you to buy Pikmin 2. nothing wil 
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F 
or a wl1ilo. ailS calm on the chaos, like 
pressong pause. like bul et tme. For a 
while, though the dn.mkards snarl and 

puke around hm, ot os JUSt ROOEye and the tran 
and hos fuzzy, circular, vooka·spraonod thoughts. 
A zen·like focus. perhaps, or the eye of the 
storm? More loke the belly of the beast, an 
ancient metal spark·belch•ng dragon. stomach 
th•ck will1ondigestoon. Best to keep your head 
down. Don't draw attonbon, don't make too 
much noise. Just get to where you're going. 

And hos thoughts are gOing nowhere, exactly 
nowhere; that's how ot should be right now, he 
th nks, synapses smashong atoms and batting 
them around for sport. But Ideas- caprtall- fall 
from heaven hke starlit meteors, and when they 
strike you on the back of the head you'd better 
be ready to take notiCe. That's why RedEye 
carries a pen and paper an the tome, and that's 

lfkoy he's scrabbling through h s bag now. why 
his pen is to the paper, scnbbl ng furiously. 

The traon carriage lurches to one side, and 
RedEya's marker sips in his hand, scarring an 
ugly black I ne across the sporal·bound notepad. 
But he's writing now, and noth ng can stop that: 
tho hop, skip and loop of his hanctwritong barely 
breaks strido. just continues the word across the 
other side of the pad. The word becomes a 
sentence, the sonter1ce a paragraph. The 

paragraph os this one. 
So: tonoght RedEye remembers- no. 

watches. because there's a dofferer1ce between 
memory and lichen - what rt's ~keto grow uo. 
He watChes fnends whO used to Skip arOlnd 

Ghost Valley wtth balleoc ski~ worthy ot the 

electronic Bolshoi. watches them l'llO'ole their 
consoles from beneath their 1V sets and then 
onto the loft, move from games to aypoc 
crosswords and 04Y. His eyes flcke.- and he 
sees fnonds whO were the firs1 to have theor 

asses kicked at Virtua Fighter capitulate to 
nappoes. He watches people grow up and dnft 
off onto the sunset, wandor off onto the Silent Hill 
haze and disappear. 

He gets Christmas cards from them 
sornotimos, perfunctory messages of goodwill 
once a year. 'Dear You, I'm great. the kids are 

older. the r-ew car's shinier. the w 'e 's on gon and 
Botox, compliments of the season. 'ti next year, 
Me.· The Chnstmas card kst is how people keep 
score, osn't it? Best wishes by recoprocation 
tallying up on the hallway. Count them up when 
you die. Congratulations! You have plaoed n the 
Top Ten! Please enter your three-letter tag, 
which will be recorded on heaven on perpetuity, 
or at least until God switches off the powor. 

it's bullshot, of course. What matters? Art 
and beauty, leaving your mark on the planet. 
Happiness. Creating something worthwl1ile. 
Red Eye watches peoole grow up and it looks 
like it sucks, because that's when you start 
counting the Christmas cards. LISten: 30 

m.nutes ago he was at a party, surrounded by 

some of them, friends wno used to play games 
but now don't. and no longer thonk they're much 
more than dwerslons for kids. and OMG OMG 

how far is that from the philOsophy they cut their 
wrists for five years before? They ask lfklat's 
worth playing at the moment, out of politeness, 
and RedEye can't answer. He doesn't have an 
answer. He's not sure there is one. 

Sorry, this is incoherent. Drunk. Tran. People 

rneanongless statements about revenue and 

size: we are bigger than film, b.gger than must, 
bigger than God. We are not. Maybo finai1Cially, 
but that only counts to the zombies n charge. 
the ones wrth Christmas cards racked up on an 
abacus. In terms of things that actually matter? 
Even that precious capacity to astound is rarely 
exploited. and that's why people get borod, why 
they grow up and move on, and why most 
people never even experience their wonder. 
Because they try one, it's the same as alltho 
others, and they never try one again. Short· 
termist policies have brought long·term death. 

And though we have spurts of medoa 
nterest, they are merely spots of blood drippong 
from a long-cold corpse. spatters of superficial 
nterest that congeal and fade onto the 
rnunimedia carpet as soon as they've been spo~. 

This magazone can be as pnssy and grand as rt 

wants about Rez and /eo, but anyone serious 
about touching entertainment's precious, posed, 
creattve ice face will tum their heads and realise 
we are mostly barren. Tales of synesthaesoa may 
obfuscate the press, but anyone who actually 
plays the game will see it as a prettier Space 

We are not film. We are anime, we are comics and we are the bloody 
juggling club. We are a niche medium with the capacity to astound 

sing ng. Momentum carnes a can of coder up the 
aisle. The poont is tonight RedEye questioned 
whether he ought to be gi'O'IoWlg UP himself, and 
couldn't answer that. eother. Because recently, 
he has been forced to concede that his I felong 

battle to have llldeogames recog.-.sed as a 
wor-.nw-m hobby may be ovet. The: defeat may 
be inevitable. Let's try out the new philosophy: 

stop draWf19 parallels between videogcmes and 
!ims today. but not for altho reasors ReoEye 
has mentiOI'led on the past No. we are not Am. 
We are anime. we are oornocs and we are the 

bloody tUQ91 ng club. We are a niche med um 
wrth the capacity to astound. margina ised by 

our own decree and set in a vacuum for eternity. 
Oh, your teenage children will love 

vtdeogarnes. and so wi I theirs, and so wollthe1rs. 
And the ondustry wi I coni nue to make grand, 

Invaders. /eo's farytale :iteracy os only ntetlogenl. 
acute, so cute, when juxtaposed wrth Jak & 
Daxter. Put it next to The Neverending Story 
and Ws already kids stuff. 

Red Eye's pen ll10'o'eS funously. marlli1g ttvee 
or tour leaveS deep: TOYS. TOYS. TOYS He 
crosses that out, ripPing the top sheet. WE 
COlA.D HAVE HAD THE WORI..D, he wntes. 
BUT WE WERE CONTENT WliH IHE 
PlAYGROUNDS. he looks around the train. The 
belly has settled, the alcoholiCS become the 
comatose. No art or beauty, nothong of worth. 
Lots of grown-ups behaving ike kios. He throws 
the pad in his bag and slares out the window at 
a beautofullandscape no one can see 

RedEye is a veteran videogame journalist. His 

views do not necessarily coincide with Edges 
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S 
tructure IS a cntiCal COITponent of aJ art. 
Whether rt bo uses of the gddeo rato Ill 
panting. ;he sonata form in mtJSIC, or the 

three-act architecture advised by theorists of 
contemporary scraenwrrt1ng. the shape of a work 
is not just a wrapper for the content, 1t is what 
allows the content to have meanng Even those 
aspects of modernist art that sought to abandon 
traditional structures most often smuggled tn new 
ones in their places: T S Ehot 's poem The Waste 
Land looked I ke ~was In randomly cut-up free 
verse. but was very tightly Oi'ganised. Free-jazz 
mus10tans 1nstinct1vely impose structure on the fly: 
the bass playor noodtos around on his own for a 
while, now let's an honk our heads off for a cl max. 

VISUal art. even a Jackson POIIock dnp 
pa.nt1ng. cannot help but m ply structures. In the 
other. temporal arts, the most apparently formless 
work wV stwl generally have a d scernable 

beg inn ng. mldd e and end The need fO( this kind 
of shape (though rt need not 1mply a tradotional 
storytelling mode) seems hardwired 1nto us. This 
makes Vldeogames as they currently stand all the 
more peculiar. Most players Will not see the ending 
of a large number of games, and the beg•nnings 
are on the whole amazingly shoddy. If th s is true. 
they ta1l structurally as entertainment experiences. 

The literary cntiC Frank Kerrnode once wrote a 
book cal ed The Sense Of AA End ng. Just as 
important is the sense of a beg1nntng. Novels are 
celebrated for their famous first tnes: lain Banks' 
·11 was the day my grandmother exploded' ir 
The Crow Road. or Jane Austen's 1t IS a truth 
~.riversaly acknowledged. . . tn Pnde And 

Prejudice MUSIC. too. trades on first mpressions· 

the first few notes of RachrrlarWloll's Piano 

Concerto No 2. or Beethoven's Fifth Symphony. or 
N'!VBila's Smelts Uke Teen Spint. are thnlling ~ 
to acton. Great movoes. too. begon wel: Tnnrtys 
run in The Matrix. the sex scene Ill Beny Blue or 
countless pre-cred1ts extravaganzas 111 Bond films. 

And then we turn to videogames and what do 
we find? I am not gong to allOW n 81/ldenoe any 

scene-setting FMV. I want to know how the game 
beg.ns, what happens when you start playong rt. 
Most often, these days, rt is a kind of tratning 
mission. Thief. Deadly Shadows 0( Galleon both 

prod~ along a highly linear soenano 111 wh4ch 
on-screen instructions and tests teach you whiCh 
button does what. These instructions are 
completely d scorlllected from the gamewor1d 
fiction. As I was following the old guy and his 
daughter up to their house in Galleon, for example, 
I somehow contrived to faH off the cl ff, near1y k1ll 
myself and sprint back up to join thorn only to 
discover they expressed no concern at my 
behaviour. 1t seems bizarre that games whiCh work 
so hard to establish an atmosphenc scenario are 
so wlling to compromse from the outset. 

By contrast, the brilliant beginning of Metal 

Gear Solid 2. ~h Snake crouch1ng 1n the rain on 
the deck of the tanker, leverages Koflma's 
wen-known postmodem luod ty by allowing 
in-game Characters to refer to button-preSSing. 
and so it teaches you the basics wrthon the fictoo. 
Halo. too. makes a welcome gesture towards thiS 

kind of soluton when the dects1on of nve111ng the 
Y-axis is contextualised as the fictiOn of fine-tuning 
your Master Ch1ef SUit aboard ship. 

What is notable about these counter-examples 
is that they are not just training missions, but the 
genuine 1nitial stages of the games. i'l which the 

curious ~lion appears to be that most 

videogames are least fun to play nght at the stlrt. 
This is a structural problem common to many 

games that rely on power-ups, sktll 1ncreases and 
so on to provide a sense of progression. If you are 
too weak and unequipped at the beginning. the 
promise of future enpyment may not be enough to 
hold a gamer's attention. Many, it seems. gave up 
on Manhunt before it becomes really interesting, 
when guns appear. I can't blame them: rt's the 
game's fault for taking too long to reveal its genius. 

Nor can I find it in myself to censure the FHM 
reVIewer who, famously, gave Ninja Gaiden one 
star out of five bocause he never got past the first 
boss. lt took me m0(9 times than I care to admit, 
too. Farcically, the game actually gets easier after 
that . The stupidly difficult first level is tke a bog 
Keep Out Sign to the mass market. Games loke 
NlfiJ8 Gaiden and Manhunt appear to rely cyAcally 

on the poor consumer's desperation to get value 
for money out of a game that she is not enjoying at 
the start. Flather than revelling in a great beginning, 
as we should be able to, we are trying to make the 
tedium of the beginning a distant memory once 
we arrive at the heart of the game. 

o::,1 p (jycr.:> will not see the end of a large nu ••ut: u• ~e~ nes, and the 
beginmngs are on the whole amaz~ngly shoddv If this is true, they fall 

flow of newbie 1n'ormaton graduatty fades so that 
you find yourself already playing the game for real. 
Contranly, Deus Ex: InviSible War suf'ers from an 
excruciatingly bomg first level. packed fUI of 
expository cftalogue and player shepherding. 

Overall. trai1W1Qievels- whether self-cont9111ed as 
111 Deadly Shadows or not - are likely to Strodge 

the inpact of a game's tlegonrOng 1n crrtiCal ~· 
You are not really playVlg the game yet, but nor are 
you JUSt practictng. You are between WOI1ds. half­
immersed 1n a dunky no man's land 

The worst example of a tratnong missiOn ever 
conoeiVed has to be the teeth-gnash ng •Moat 
driving test n Driver, a superb way of punishing 
anyone who had just given the developer theor 
money. Who knows how many people never got 
out of the garage? That is an extreme example of 
another fact about videogame beginnings: the 

£DO£ 1 

Arou11d 2,000 years ago, the poet Horace 
gave some advice to storytellers: beg n '1n medias 

res'. Throw your reader tnto the heart of the acton 
wrthout wasting time. 1t is no arodent great games 
such as MGS2 or HaJf-Lffe do JUSt that. Others. 
while sill expla.ntng controls. at least pU1ge you 
imo adrenalised Situations from the word go, as 1n 
The Return Of The King where you, as Gandalf. are 
irrrnecf19tely fighting for Hems Deep: or FortxJden 
Siren, where you are fteeg,g a disgusting zombte 
poltceman. We should settle for nothing less We 
do not owe games our attentoo - they should 
earn rt. If a game does not begin well. we wll be 
less inclined than ever to:see n it ends w91l. 

Steven Poo/e is the author of 7rigger Happy: 
The Inner Ufe of Videogames' (Fourth Estate). 
Email: steven_poole@mac.com 
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D 
id you know that I was supposed to 
announce a new game at E3? "Which 
game is he talking about?" you're asking. 

Well, the fact is it was not actually presented 
during the show. lt should have been, but it was 
not. Yeah, I hear what you're saying: "Pffffl You 
missed the deadline. You were just too late. • Well, 
not at all. I have to confess that I d•d take the 
disc to the show floor, but I dio not use it ... Why? 
Why did I do such a thing? OK, here is the story. 
I'll do like a report of the events. But first I 
need to explain a few things so my reasons will 
seem clear to you. 

When you are showing a completely new 
game, you pay a lot of attenllon to many details 
when you present it for the very first time at a 
show or to a magazine. Unbl this point, you would 
simply stress the game's innovations or fun 
features. Well, this has been the case for many 

years and it's also a fundamental point in game 
marketing. Nowadays, games appear invoMng 
stories or licences. There are more and mere of 
these games and you need to make a lot of 
preparation to communicate these points. You 
need to pay the necessary attention to every 
detail in your presentation. You need to have the 
game content's message, meaning and theme 
perfectly understood by your audience. 

By the way, why is that? 
Well, as I said, the game I was supposed to 

amounce at E3 was something big, a major 
project for me. I was very anxious to know if 
people at the show would correctly understand its 
content, theme or message. Obviously, I can't 
speak about it in detail, but it is based on what I 
would qualify as a 'dangerous' content or idea, 
something I think has not been developed in a 
game before. You are getllng curious about it, 
right? I'm aiming at a wider, international audience 
here. This is one of the challenges I set myself. 
Well, it is quite a delicate situation and I was 
trying to figure out if people will get my game 
right. I don't mean about the gameplay but its 
subject, about the idea it is trying to deliver. So I 
was very anxious not to make any mistakes for 
the game's debut 

Anyway, under these circumstances it was 

decided that my game would be announced at 
E3. So we had to make the necessary 
preparations, contacting our US and European 
offices and giving them the full details. So, the 
day before the announcement was due to be 
made, I had a last meeting with our overseas 
subsidiaries staff. 

So I began my presentation to these people 
using the derncnstration video which was 
supposed to be used for the announcement 
during the show. After the projection of the video, 
events followed an unforseen course. Their 
reactions went in a completely different direction 
to what I had expected. The marketing people 
started to stress one aspect of my game's 
message in a way that was not the same as its 
original meaning. 

Moreover, during the sales pitch, differences 
appeared in the key words they wanted to be 

used. The sales and marketing people had 
very different approaches and a different take 
on my idea. 

Of course, we could not agree with each other 
on how to have my pro,ect announced and 
ultimately understood by users. I tried to speak 

good would that do? I would like these people to 
understand my message correctly first, but at t1e 
present moment I don't have much time to do 
that, and I prefer not to make a hazardous 
presentation of the game. lt would be too risky, 
and this project is too important for me. Maybe we 
need to cancel this initial announcement at E3 and 
then, only after having the game perfectly 
understood, why not have it announced later 
in another place? 

With this alternative in mind. it has been 
decided not to announce my game yet, so it 
wasn't at E3. This has been my decision, my own. 
I know E3 was the perfect chance to announce 
my game, and I missed it. Of course, there were 
people who thought: 'What the hell is he doing?' 
And, yes, I suppose I could have reached a 
compromise and then made the announcement 
as scheduled, as missing E3 is missing the biggest 

videogame show of all, it's the perfect place where 
all the media and the industry are gathered. But I 
don't regret my decision at all. lt would have been 
a regrettable mistake from me to announce the 
game there. The right thing to do is to develop the 
message correctly and have it perfectly 

If the marketing people don't respect or get my views, I don't see how 
players will be able to get it right with my game. This is problematic 

with both sides in order to see their respective 
points and try to find a common ground, but 
things ended in arguments. ln such a situation, 
you always have someone trying to cool things 
down - you know, listening to everybody's opinion 
and trying to fill in the gaps in order to get a 
compromise. But in this process you always 
have one side that gets its points taken into 
consideration while the other will be asked to 
lose some ground. 

This time, I decided not to do such a thing and 
ignored the1r arguments. I had this thought: if they 
don't respect or get my views, I don't see how 
players will be able to get it right with my game. 
This would be very problematiC for me, and for the 
game, of oourse. I don't want to force my way, 
have people accepting my views without 
understanding them in the first place. What 

understood by the people who will eventually sell 
it. This way, it will be properly understood by 
users, the people I ultimately want to 
communicate the message to. And so that's 
what I have done. 

I really believe this is the right process to 
deliver my important project, so I would like to 
apologise to the people who were waiting for my 
game. I'm feeling very sorry for them, but I'm now 
pretty sure it has been a great experience for me 
and it will help me make the right announcement 
at the right time for the game. 1t should not take 
that much timel 

See you! -"' 

Toshihiro Nagoshi is general manager of Sega's 
Creative Center division. His games include the 
Super Monkey Ball series and Daytona USA 
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W
hat's tnebig idea? No, I'm not being 
flippant; it's just something I tend to ask 
myself when weighing up my purchasing 

options. Go on, tatty- go through your games 
collection and take out every game. Now count 
how many you can distil into a simple, concise ­
and unique - high-concept idea ('it has zombies in 
it' doesn't count). You know, an idea you haven't 
seen in any other game. You can't do it, can you? 
You can't do it because your games library is 
stuffed with football games, games with zombies 
in and identikit roleplaytng games featuring young 
manga men with spiky hrur and big swords. 

How did that happen, eh? Wasn't there a time 
when every game was different to the last 1n more 
than just the trtle (Chnst, even the very names are 
much of a muchness these days ... y'know ... 
Medal Of Honor or Men Of Valor or Call Of Duty? 
Morrowind or Neverwinter or Neverwind? 

Admittedly, the latter is the name of my preferred 
brand of suppository, but you wouldn't know it). 

There are precious few videogames in this 
shiny and bleeping modern age which could be 
pegged as 'high concept'. Yet there was 1ndeed a 
time, not so long ago, when every game revolved 
around a single, neat idea. Pac-Man was pretty 
much one idea. Space Invaders was one idea. 
Gauntlet, Dig Dug, Donkey Kong, Pong, Tempest, 
Marble Madness, Tetris .. . all games pivoting 
around a single, unique notion. Now don't be 
thinking this is some sort of godawful nostalgia 
tug-a-then; some of those games weie awful. 
Plus, there are a few titles around today which can 
boast the same qualities of uniqueness. 

Super Monkey Ball is the obvious contender, 
and Sony's current knack for accessory-based 
games - SingStar and Eye Toy - also bodes well. 
But after that? The quest for The Big Idea has 
been replaced by an all-encompassing, blipvert 
feeding frenzy wherein game creators demand we 
be pumped with new idea after new idea before 
they've been given a chance to breathe. Never 
mind the quality; feel the width of our genres, love. 

Compare any of the above with, say, the 
Grand Theft Auto franchise, Jak Ill, or Anal Fantasy 
XN/1/X and it's I ke comparing a fork with a 
complex sytStem of pulleytS, gears and tiny motors, 

which delivers every mouthful of food in a new and 
needlessly complicated fashion. The name of this 
device? Cutlery Of Dignity. Is sometring really 
better just because it does things the long way 
round and you have to read the instruction manual 
first? Bloody Elite has a lot to answer for. 

The simple route is the most direct -
sometimes not as picturesque - but it lessens the 
chance that you're g01ng to get lost, be buggered 
by a tramp or, in the case of our lovely games 
industry, limit your audience. 

it's a terrible old cliche, but the pnrase 'pick up 
and play' has never been more important. As new 
blood comes to gaming- as we're alwaytS being 
told it is - then it's going to come from outside the 
usual gamer geek pool. More importantly still, the 
average age of garners is going up all the time ­
and that's because we're not dropping the hobby 
as we get older. I dunno about you, but onoe I'd 

have gladly spent a week reading the manual for 
an Amiga flight sim- and that was just the section 
on how to load it up. Now I need to sandwich that 
in between filing sodd1ng VAT receipts, doing 
'work', beating my children and dancing naked for 
the perverse gratification of my mortgage advisor. 

to be more simple games. And I'm not sure 
J(lbbing a sty1us at the screen of a handheld 1 

console is the way to go. 
Football games sell well because people don't 

need to think to understand them; they do what it 
says on the tin. Licensed games sell well because, 
again, there's a familiarity. A game wrth an 
attached licence is a comfort blanket for the 
casual gamer, shorthand that says they're 
automatically going to understand at least some 
elements in the game. But again, what about 
original ideas? There was never another game like 
Pac-Man (well, all right, there was 3D Haunted 
Hedges on the Spectrum ... and Ms Pac-Man et 
al), but the saddest thing of all is that this move 
from the high-concept to the no-concept sees the 
gaming landscape turning into one huge, 
amorphous grey mass. Nowadays, most games 
are Frankenstein's monsters, shtched together 

from parts dug up from the local bone yard, with 
nary a fresh and original body part. 

Max Payne gave b1rth to the notion of bullet 
time Qn game temns, at least). Billy Hatcher had the 
egg rolling - albeit nowhere near as revolutionary 
as the promise or the premise. All too often games 

I'm just saying there needs to be more choice now, and amid those 
choices it would be lovely to see a return to a purer fonn of gaming 

That aside, why is tt that the generation above 
yours is still more at home with Pac-Man or Space 
Invaders than On1musha 2 or Metal Gear Solid: 
The Twin Snakes? Could it be because the 
gameplay- the wondrously manual-obsolescing 
gameplay - isn't a big, baffling chore? That it's 
easy to 'get'? The sorry fact is the average person 
in the game shop won't enjoy being confronted by 
everyth'ng-but -the-krtchen-sink gameplay. 

I'm just saying there needs to be more choice 
now, and amid those choices it would be lovely to 
see a return to a purer fomn of gaming. A form 
where the developer came up with an idea- just 
ONE idea - and then set about exploiting it in as 
many ways as possible over the course of a 
full-length game. And when I say ONE idea I don't 
mean 'football' or 'driving', or 'shooting things'. 
Games have to get simpler. Or, rather, there have 

are distinctive for the look of their characters alone. 
Look at Tak And The Power Of Ju·Ju. Beyond the 
character, is it any different from Ty The Tasmanian 
Tiger? Or 1-Ninja, or Spyro, or whatever else? 

Developers: shck to your guns. If you have a 
really, really neat idea for a game, don't feel you 
have to back it up wrth - oooh - a driving section, 
or hang-gliding, or a bit or stealth, or a bit that's 
slightly like part of Tomb Raider 2. Let it breathe. 
Let the idea develop into a full game. You don't 
buy a dog and then think 'People aren't going to 
find it interesting enough; I think I'll tape some 
wings to its back, make it wear a funny pumpkin 
man mask and hang carrots from its scrotum'. 

Well, all right, maybe some of us do that. 

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





DragmAga 
That's Dragon Age as opposed to Stone Age, Bronze 
Age or A Long Time Ago In A Galaxy Far Far Away Age 

Despite the traditional top-down presentation of the screenshots, Dragon Age should benefit from BioWare's experience on KOTOR and Jade Empire, 
both of which bring the camera In close to reinforce a sense of connection with the environment, and allow close Inspection of the game's incredible detail 
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n an 1ndustry dom1nated by licences 
and sequels, BteWare's next step 
should have been obvious. Knights 

Of The Old Repub IC took an aready potent 
licence and expanded its readl to a new and 
d1fferent aud~e00e of garnetS. A sequel was 
surely inevitable. And so rt proved, but not as 
you might thn<. 

BioWare has passed development or 
KO TOR 11 on to ObsaciJan EntertaJnment. an 
otlshoot ol Black Isle. contlnUng the 

relationshps that saw previouS S.OWare 
811Q1119S oassed on lor the development of 
games such as lcewind Dale. S.OWare rtsell 
has instead taken the very bold deasoo to 
focus on purely oog nal lP. One project is as 

"We've written a combat rules simulator. 
and we've already logged the equivalent of 
a million hours' pen-and-paper testing" 
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yet unannounced. one is Jade Emptre 
(previously 111 E131, E138), and the th rd IS 

Dragon Age. 
Set 1n an ent rely new unrverse. Dragon 

Age's story extends beck ~nto centunos of 
hidden history. "Each cu1ure has its own 
history. art. architecture, language and 

psychology.· expli;lns Scott Greig, the 
game's prQJOCI dlrectooproducer. 'We are 
striving for what feels bl<e a real IM'IQ world -

one that won't colapse d you apply the least 

bot oiiOQIC tort." The rueset IS also entirely 

new. Oeated spectfiCSity lor llideogamng 

rather than ll'lhenting its Ideas from tabletop 
RPGs. 1t bnngs 1ts own benefits. "We've 
wntten a combat rules s.mulator, and we've 
already logged the equiValent ol a m I ion 
hours' pen-and-paper testing." Gretg boasts. 

Meld1ng Baldur's Gale's top-down 
combat With KO TOR's th rdperson 
adventunng, the game will follow a party of 

characters. each with a richly detaJied back 
stoy and mlflUtely oustomsable appearai1C( 

and ablrties. The plan is for a luty SoOgieplayE 

fiAiy mlitiplayer game. wrth the story taAored 
to meet the needs ol each kind of adventure 
"By not having the mult!playef ~n 

tied to the singleplayer, we have freed 
ourselves from stoppng the actoo ror some 
conversations or cut-scenes." claims Gr'elg. 
"In multiplayer, stopping the action is bad, se 
we've come up with ways to advance the 
story without inte'TUpllng the enJOY!l1ent. • 

Also I berat1ng IS the expenence of being 
'off-licence'. ·Hall'ng boundaries IS good." 
acknowledges Greig, "because rt forces you 
to locus in on the task in hand. But. no matt' 



how much you 1 ke the "JCenCe, you are limrted 

11 temlS of tho sweep.ng changes you can 
make. Building our r:mn w011d 1s great 
because we're only limited by our 
maginabon. Oh, and our budget. • 

it's clear that BloWare's intention is to 
-nerge the qualrties that fuellod the brilliance of 
ihe games that made its name. Toolsets are 
:lrOrlliSed to encourage the kind of user­
::reated content that made Nevetwinter 
~ts· rnoddong comnu111y so llibrant. 
1\JII10u!tl rt won't be drawn on a prclJElCied 

-elease, its dear Dragon Age has at least a 
tear or two of work ahead. lt s an ambitious 
-nanifesto, but its hard to imagine safer 
:>a~rs of hands than I hose at BioWare. 

f-ormat PC 

P\tllosher TBC 
D<MIIoper BloWn 

Ofl!)on Canada 
Release: TBC 

I'JOVIOUSiy In E 138 

Character models are unusually detailed, with both facial and motion-captured body animation dosignod to communicate emotion and react 
sensitively to environmental changes. Your initial character choice substantially alters the starting point and plot evolution of Dragon Age's story 
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Kingdom Unc:iff Rre: The Crusaders 
lt's been a battle getting here, but Xbox's Full 
Spectrum Dynasty Warriors is nearly ready 

Ballistas were sadly not present in the preview missoons - although having been on the receiving end 
of a catapult barrege, we can report siege engines are portrayed woth suitably devastating effect 

9VGf mind the crusades, the last 
two years have been a case of 
Developer Under Fire for Korean 

studiO Phantagram. Production of its three 
PC/Xbox games - acrobatic action title 
Slndent, cyborptn< RPG Duality and KUF· 

The Ousadets - ran aW of straJned relations 
W1th rts Ptbisher and part -owner, Korean 
MMORPG g.ant NCsoft. But after buyi1g 
beck Its il1dependence in tme for Christmas 

You can turn the tide of battle by defeating 
the enemy commander, or hack through tfle 
ranks untfl your unit gains the upper hand 

2003, Phantagram has concentrated on 
completong The Ousade-s, a move that has 
encouraged Microsoft to publish ~ as a 
seoondparty trtte n !he US. 

Ifs not hard to see tne attraction: the 
game rides both the erdJ1ng poptjanty of 
Koet's mass hack ·n· slash Dynasty Wciniors 
senes and tho canemabc appeal of the Lord Of 

Though the sun-baked deserts of the Holy Land feature prominently, the war also rages through 
more fertile locales in tho Hironeiden heartland, and take the fight into city and castle sieges 
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The Rings films' epoc fantasy battles. lt's also 
a tau1y llattenng ctemonstratoo of Xbox 
horsepower, featt.mg strong ~f unashamedly 
pcnlering to !he chaiYnai bikn sdlool) &1 

design roolorced by a sweepng. often SWing 

depocOOn of scale. And the potentiSl for Live 
play could be a SJ9rllfteant notch on thetr 
online service's + 10 Sword Of Woundng. 

Chronichng the war between human 
fact10ns and the inhuman Dark Legoons, Tho 
Crusaders' singleplayer game is broken into 
lour campaigns. Each follows the explorts of a 
war hero (or antihero) from the conflicttng 
sides, oftenng interwoven viewpoints on the 
overall plot, and a 1181)'ing play experience in 
terms of abilltle5 and St.qiOrting tnts. Two 
were available in the prelliew tUd: the 
somewhat discrmi1gly named Gerclld, a 
hulking, PIOUS knight of the Huoneiden 
Kingdom, and Lucretia, a witch·captaJn of the 
scantily clad Dark Elllegoos. Typically, Gerald 

is slow but tough, and can block and counter 

attack opponents, whereas Lucretia is fast bu 

frail, suited to circhng enemies wrth speed 

dodges and dash attacks. 
YOLI' chosen hero and their two 

lieutenants take to the field at the head of an 
infantry unit, which can be set on the march 
by moving a beacon •n the ma111 game view. 
or on an RTS-styte minimap act.vated with thE 
nght trigger. Sooondary unrts under your 
command can be indirectly ordored to follow 
the hero's lead, or ftieked to with the left 
trigger for indiVidual instructions. Though the 
opening missions require only rudimentary 
flanking tactics and priontiSing. there's 
certainly scope for strategy to play a more 
decisive role later '" the game- wrth the 
system taking note of elevation, lomst cover 

and even St.n alare. 
Even without tactiCal nuance. 'JQJ anny 

moves with an appealtng sense of urgency 
and intent, and the enemy battle lines are 
equally foreboding. When the two clash, the 



camera thrusts forward with the front line's 
charge, transferring direct conltolto your het'o 
in more familiar action territory. Equipped w~h 

light, heavy, and special attacks in add~ion to 
the ability to call on your lieutenants for 
tag-team support, you can turn the tide of 
battle by defeating the enemy commander, or 
simply hack through the ranks until your unit 
gains the upper hand. it's all suttably chaotic, 
if a little less refined than its contemporaries. 

After a successful showing on the 
battlefield, participants gain levels and funding 
for the war effort, which can be put toward 
new equipment or changing your troops' 
specialist professions: the preview's glimpse 
of the Hironeiden upgrade chart traces a path 
from humble pikemen through heavy cavalry 
to imposing, cannonball-raining airships. 

Outfitting displays the same light touch that 
runs through The CrtJsaders elsewhere: deep 
enough to provide a tangible sense of 
development, but not so much as to be 
bogged down in micro management. 

The prospect of a strong singleplayer 
game is welcome, of course, but even more 
appealing is the game's proposed Uve 
support. Featuring 'fourplayer team-up 
deathmatch', it's unclear whether this will be a 
limited hero-vs-hero affair or the full battle 
royale. If the second proves to be the case, 
the game will be a unique experiment in 
bringing the online RTS experience to 
console, as well as cause for celebration for 
armchair generals everywhere - no doubt 

wor1<ing on their best Russell Crowe f, . .-_'{j::, 
drawls in the run-up to release. 

£DQ£oJ39 
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Format: Xbox 
Publisher: Microsoft 

Develope.: Phamagram 
Origin: Korea 

Relenoo: August 2004 (US), TBC (UK) 

The cinematic presentation of The Crusaders 
- shaky-cam footage of armies on the march, 
jump-cuts between the charging front lines, 
endless pans over sunlight glinting on metal -
contributes enormously to the atmosphere. 
Better still, they're exclusively in-engine, so 
that atmosphere isn't dissipated as you take 
control f rom where the framing scenes end 
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Atlus' unexpected new strategy roleplaying game has a stellar 
development pedigree - and a storyline steeped in familiarity 

Though Sfida (above) appears to be the game's 
central figure, Ligne (right) is also shown 
adventuring solo, suggesting that the playable 
lead may well switch during the storyllne 
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top us if you've hea'd this one 
before. The power source of a 
prosperous cunUte fails, and 1n the 

ensu ng mass pan1c their social order quickly 
follows it 1nto ru1n. A religious SOCiety, the 
Ekuwe. rescues civlhsahon from the brink of 
collapse, but also arrests its development for 
the centuries to come -until a charismatic 
ruler rises from among the downtrodden 
masses with the intention of bringing liberation 
by the sword. As you miQhl expect, the home 
village of our unassuming teenage hero Sfida 
lies in the path of th•s looming battle between 
church and state. 

Though At Ius· surpnse strategy 
roleplaY!ng game may be a tale as old as the 
stars. 1t's the tell ng that cou1d shine. Stella 
Deus' development team ondudes creative 
directors from Shin Megaml Tenset. Breath Of 

Flfe: CXagon Ouarter. and Flfl8/ Fantasy VII 
through X. With Ftnal Fantasy Tactics 

composers H~oshl Sakimoto and Masaharu 

lwata providng the score. Wrth that 'il mind, 
it's fair to expect treachery, self·discovety and 
love among the ru1ns on a par with the c:team 
of evocative Japanese RPG stOtytines; 
indeed, Atlus assures us that the game's 
theme win be 'very serious'. 

Stella Oeus' system appears similarly 
straight-laced. Combat plays out on 
traditional grid-based battlegrounds, and 
characters have a stock of regenerating 
Action Points with whiCh to move, attack or 
use their currently equipped skills. These 
skills come in three categories: Action, w11ich 
are chiefly special attacks, Support, w111Ch 
aJd the character, and Effective Zone. 
w11ich have a radius-based effect on 
neighbouring combatants. 

A tamiiar selectiOn of character classes -
swordsmen, kniglts. monks and sanua~. 
among others - can be upgaded 11to 
specialist classes. With higher levels redUCing 
the Pdion Point costs associated With lheor 
area of expertise. L.earnng rt&N Skills. 

meanwhile. requires a steady flCOITl6 of ~~ 
P01r1ts, w11ich can be earned by defeaLng 
enemies or support•ng allies. 

Such textbook structure may not endear 
Stel/a Deus beyond those who made thetr 
pre-order after the second paragraph of th•s 
preview, but quiet revolutions are creeping into 
the most staid of Japanese genres, evidenced 
by titles as diverse as Drason Quarter, 
Disgaea and Anal Fantasy XII. As the first 
original, in-house strategy production since 
1998's Kartia on PS1 , Attus has a lot to prove 
- and the development talent has every 
chance of ensuring Stella Oeus · arid 
environments are fertile with imag;nahon. 



T rackrnank3: Sunrise 
Nadeo's undervalued Trackmania has a sunshine 
sequel: bring on the racing game's new dawn 

ascribing Trackmania as a driving 
game is like cal ing R-Type a 
thirdperson shooter: technicaJiy 

::orrect, but fundamentally missing the point. 
"art puzzle game, part old-school rac9f, the 
series is the closest gaming's ever got to 
'ecreating the thrill of Scalextric. it's not so 
much a game as a toyset - exactly the sort of 
lhing deve'oper Gary Penn has spent the last 
decade championing - and, for all its retro 
charms, it's one of the most forward-tlinking 
games we have seen recently. 

Why? Because Nadeo's 9(nphasis on 
SIITlplicity and community keeps production 
lime low, development costs to a minimum, 
and in Trackmania has produced an 
easy-to-expand experience that users can be 
relied upon to enhance. Drawing up a new 
circuit in Sunrise, as in the original, is as 
simple as dropping a series of track sections 
around an 9(npty level. Press Enter and the 
camera shifts to the car at the start line, and 
the circuit is yours to race against: shaving 
tenths of seconds here and there, then 
releasing it onto the net complete with your 
ghost for others to try to annihilate. 

In truth, differences between the original 
and the sequel are not major - a few game 
modes here, some new car models there, and 
a lot more polish. 1t is recognisably 
Trackmania, albeit a brighter, bold9f, fast9f 
experience. That'll be the sunrise, we 
suppose, reflecting off the uncornplex 

Trackmania's customisation includes the 
ability to apply custom decals to vehicles 

surfaces as you speed around your 
homebrew F-Zero. Non-trad9(narl<ed 
Lamborghinis flock around the increasingly 
ludicrous circuits, shiny metal beasts with 
Tony Hawk's aerodynamic abilities. 

P9fhaps that's the biggest change; 
play9fs now have some semblance of control 
over the vehicles when they're in the air. it's 
not F-Zero's full-on air steering, more like 
aftertouch, allowing dextrous drivers to make 
sgnificant alterations to car trajectories 
mid-jump, or to twist their vehicles to meet 
the contours of the circuit. Driving purists 
could complain that it's unrealistic but, 
again, that's fundamentally missing the 
point. Let driving purists fantasise about 

gearshifting their way through GT4, while 
the rest of us dream of the arrival of 
a new set of toys. 

The add-on for the original, Trackmania Power-Up, added tunnels. Those return, though much of 
the claustrophobia they cause in 'normal' racers is absent as inter-car collisions are impossible 

Format: PC 
PubliSher: Digital Jesters 

Developer: Nacloo 
Origin: France 

Release: September 
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Hayarigami 
Disgaea's developer strays from strategy for an adventure 
with internal monologue and an unhealthy dose of blood 

0 40 

Readers who remember the brief 16bit home system life of French graphic novel -to· 
game efforts, such as Quest For The Time Bird, may find Hayarigamrs hand-painted 
style familiar. Ifs a form that has endured in the east, despite its technical simplicity 

£DG£#139 

Foomt: PlayStation: 

Publisher. Nippon let 

Developer: ln-hous 
O<igin: J-

Reie<k'le: August 2004 (Japan) TBC (U~ 

[!] 
hough Nippon lchi has recently 
become synonymous witf'\quirky 
strategy RPGs - La Puce/le, Disgaec 

and Phantom Brave - the developer's latest 
project is almost unrecognisably tree of 
whimsy. A text -and-graphic adventure (with 
some scenes indicating that graphic is the 
operative word), Hayarigami has been timed 
to arrive for the Japanese summer: the 
traditional season for touring haunted locales 
or, for the less hardy, buying the crop of 
accompanying horror titles. 

The game's protagonist is a city police 
sergeant investigating a series of events linkec 
by urban legend - a setup that should have 
alarm bells ringing in the mind of even the 
most pragmatic detective. Interviewing the 
game's cast establishes connections betweer 
them on a plot chart, dubbed the 'Inference 
Logic' system. and the player's task is to 
follow these to their macabre condusions. 

Progress is made chiefly by uncovering 
evidence through dialogues - key words are 
highlighted for later reference against a 
database of superstitions - but also. in an 
interesting twist, through internal monologue. 
The hero is prone to internalising over the 
events of the unfolding storyline, and the 
player must ensure he remains focused on 
the chosen course of action - aided by an 
indicator of whether the trail is running hot or 
cold. Addttionally, some decisions require use 
of the hero's faltering reserves of Courage 
Points. These cannot be recovered once 
spent, which may lead to paths later in the 
game becoming inaccessible due to 
premature bravery. 

lt's unclear whether the branching routes 
will be of a binary good/bad variety or more 
subtle (though multiple endings, doubtless 
invariably in tears, are assured), but Nippon 
lchi's typically Byzantine system design 
could create some unexpected twists. Then 
again, the developer may just have a 
straightforward horror yarn to spin, and its 
fans are likely to be content with either 
outcome - eastern fans, at least. 

The graphic adventure has long since 
fallen out of commercial favour in the west. 
and localisation efforts for visual novels are 
rare. Those unable to learn Japanese in time 
for the import can at least hope Nippon lchi's 
dark side will one day manifest in the neatly 
tiled worlds of their specialist genre. Or hope 
that it doesn't, ff you'd prefer your nightmares 
to be about bosses with astronomical hit 
points rather than corpses with gaping, 
eyeless sockets. 



Creature Confld: The COO Wars 
Squabbling, squawking and squishing in the latest tit le 
to kit out super furry animals with heavy weaponry 

Explosive weapons, as •• customruy, crater the 
landscape down to water level, in addition to 
unceremoniously flinging any creatures who 
are caught up in the blast over the horizon 

t's pertlaps best not nvestogated why anmat platoons wamng 
in tun-based enwonments prcMde such enduring 
entertaivnent. but Mllhls' styised ~proves that tf a gunea 

pig toting a KalashnikoY IS wrong, we don'1 want to be rig)t. Though 
Creature Con/bet's proudest USP IS a zoo's worth of species -

baboons, rats, rabbrts and W'Oivennes among others - it's looking tike 
an interestingly rounded game 1n other respects, too. 

Rounded indeed, given the d nky worlds battle ensues over. In your 
selected creature's standard thirdperson view, the exaggerated curve of 
the horizon hints that the planet is smaller-than-life: launch a rocket, and 
the camera zooms out to follow its laly arc around the globe. Though 
power-ups are available 1n the field, a pre-mission armoury offers an 

exhaustive select1011 of melee, ranged and 
li10el'lCiia'y weapons for a price, aloWng you 
to customso ycy.x strategy for the ITliSSIOI'I. 

Tasks ~ from free..lor-als to rtem 
hunts and. lAtinately, topping the oppos~ng 

clans' bosses, although the marksmanship of 
the current enemy AI suggests this will be no 

mean feat. Thankfully, fourplayer support 
(hot-seat, LAN or interne!) should prOVIde 
more tangible targets for accusatiOns of foul 
play, and the brisk pace sots it as a 
worthy oow Worms surrogate. 
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This is a game that takes the 'world view' 
concept at face value (top): beacons mar!( 
power-up locations on your pole-to· pole assault 

Tetsujin 28go 
Formal PlayStabon2 

Plboshor'· ­
~ Sanclot 

()n.,jon ~ 

Release· <M nfNI (Japowi T9C (UIQ 

Tokyo in the '60s - home of giant robots and small boys 
with remote controls. Perfect material for a videogame ... 

Shotaro, the all·too-human and all-too-small boy 
calling the shots, must keep out of massive 
trauma's way once on enemy robot appears 

sim1lar nostalgic care to the cast of Sega's recent 
P$2 Astro Boy. Sandlot's previous experience 
with mass.ve metal melee points to a 
better-judged game experience, though 

£DG£t 

andai's relenuess anime· and manga-to-game projects may 
have a blem1shed track record in terms of quality, but the 
range of subject material can't be lautted. A result of one 

such expedit1011 into the company's back catalogue is TetsuiJn 28go 
Oron Man Number 28) based on an archetypal manga aeated by 

Mrtsuteru Yokoyoola that begat a 1960s telellision senes. 

f>reo.1ousjy oveOooked as a videogame property, the retro craze has 
made TetSUJ>n a viable licence to tap salaryman nostalgia To this end, 
the game farthlully reproduces '60s Tokyo as a backdrop for ns timeless 
tale of a boy and hs remote-controlled giant robot. Tetsu11n's ponderous 
movement iS controlled with both OuaiShock stid<s (as in Sandlot's 
previous Robot Alchemic Drive), and face buttons launch melee attacks, 

either bare-metal-knuckle or using uprooted 
local scenery for imprOVIsed weapons. 

A 2()-mission StOry Modo containing both 
classic and onginal confrontations makes up 
the bulk of the title, but the Challenge Mode 

seems an 8\/ell more appeaing prospect, 

abw1g two players to cooperate - wel, we 
say cooperate, but we precict seiSITlic 
collateral damage - through 40 smaller 
scenarios. Finally, a Vs Mode allows up to 
lour players to engage 1n a disbnctty 1: 

un-cooperative battle royale. 
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llle King Of Fghters: NooWave 
Here comes an old challenger: it's not quite the Match Of The Millennium 
we were hoping for, but Neo-Geo vs Atomiswave isn't a total no-show 

ot quite KOF 2004, NooWave IS in the unenviable posrtoOn 

~ of being a transitional game - a test run for the mamage of 
SNK Playmore production and Atomoswave hardware. 

Though the n-game spntes. animation and voice samples appear 
largely unchanged from the Neo-Geo out1ngs - KOF 2002 1n particular­
the frontend, interlace and 3D bacl<.grounds clearly take advant099 of 
Atomiswave's extra power. 

Recycing aside. NeoWave has two attractive aspects: a generally 
excellent Interpretation of the cast for their portraits, and a wide 
selection of systems cherry-picked from previous titles. Three figl111ng 
styles are available - Super Cancel, which allows chaining of super 
attacks; Guard Break, which is chiefly self-explanatory but also includes 
Garou: Mark of the Wolves' moment-of· 

Tomokazu Nakano's stint on character art 
duties has left some fans bemused, but that 
will be the least of SNK Playmore•s concerns 

1mpact Just Detense system; and MAX2, 
which allows a tide-turning super attack when 

less than a quarter of the player's life bar 

rernaJnS. Entirely new to the series is the 
Introduction of a fifth button to toggle Heat 
Mode, dlJYlQ which the fife bar is 

calribalised to pcmer up attacks. 

There's enough craft on diSplay to make 

this more than KOF's recfleaded stepchild -
but NooWave wil chiefly be gauged as 
a WMn-up for the real tournament. 

Combat Elite: WWII Para1Jtx:)p3rs 
If you like your Second World War action to be more Cannon 
Fodder than Commandos, BattleBorne's first title may fit the bill 

ombat Elite sets the two hemispheres of the brain at war, let 
alone the world powers of tho day. Instinct says this 1s Dark 

Alliance with guns, a notion reinforced by famd&ar actoOn 
prompts and the reassunng blue glow of piekups. Rallonal thought, 
in concert with repeated JQnoble deaths 11'1 tho Normandy mud. wi I 
quickly convince otherwiso. 

But not far enough otherwise to take Combat Btte 111to the fustiness 

of WWII RTS temtory - rt's ShY an actJOn game. Though y<)IX 

paratrooper is amost reaiiSticaly mortall.OOer fre, ~ a medikrt 
wil instantly heal hiS llll.neS. and tl'lOugh you'l oocasionaJy figllt bet1nd 
Al-controlled alies. you'l overcome scores of German soldiers as a 
one-man anny (or <lyl"mllc duo, wrth a cooperallve second player). 

Asst.mng players can tough out the ntial 
accimatisatJon penod of repeated restarts. 
the outlook fOI' the game IS posrtNe. Levels 
are brief but plentiful. taking 1n open combat, 
street fighbng and frontal assaults with 
compelling rapid-fire SlJCCeSSIO<l, 

Difficulty seems to stem more from 
making irreparable tactical blunders rather 
than any AI skill, but then ma ntaining 
the discipline required for Combat 

Elite's unconventional pacing Is much 
of the challenge. 
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Surviving urban combat requores getting to 
grips with Combat Elite's twin-stick movement 
and targeting option, which Is intially awkward 
but soon becomes second nature. The crouch 
toggle, on the stick button. is more troublesome 

Formal C<>r>-op 

NliiShe< SlrTmy 
Developer SNK l'lllyrncn 

()r;gl'l "-' 
Release• JUiy ~ TBC llJI<) 

In stills, the difference between the 
foreground and background is jarringly 
obvious. but in motion it's not quite as 
distracting. Hopefully the two will be 
more evenly matched in the next KOF 

Fonna1 PS2.Xbox 
Pubi•Siler ACclaim 

Developer: Battlel!ome 

Or;g.n US 
Aeloase July 

Pr<MOUsly in E 133, E 138 

Charging enemy positions with guns blazing 
isn't the most sensible option, but it's certainly 
thrilling, and can catch opponents by surprise 



Pl"ffi)'ffil Alptlas This month's announcements and updates 

Oddworld: Stranger (working title) 

Foonat: PS2, Xbox 

The curse of the western has seen the fourth 
Oddworld game suffer creative staff desertion 
and being dropped by Microsoft, but a new EA 
deal should rescue the (now multi platform) title 

Tenchu Kurenai 

0 • • 
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The girl·ninja power Tenchu side story, focusing 
on Ayame and new character Rin, is on track for 
a late July release. Dual-victim stealth kills and 
the return of the ability to conceal bodies feature 
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Stolen 

Format: ~2. other formats TBC 

Blue52's high·tech heist t~le has kept far beneath 
the radar during ~s two years of development, 
but is finally preparing to break cover - although 
it's no longer a Sony· published PS2 exclusive 

StarCraft: Ghost 

lt's been a rough month for Ghost, with Blizzard 
delaying it until2005 to 'expand and evolve the 
game design', while developer Nihilistic has 
apparently 'completed its contribution' to the title 

tDUt 

Ribbit King 

Format: GC, PS2 
Publisher: Atari 
Developer: Sandal 

Sandal's fro~ title - involving frogs and mallets, 
but not as unpleasantly as that suggests - gets a 
European tour courtesy of Atari. In practice it's 
more akin to adventure pinball than golf, though 

Taiko Drum Master 

Format. PS2 
Publisher-: "'N:-am- co------------

Developer. ln·house 

vvvv 36 vvvv 
Appearing at E3 with a high-resolution makeover, 
the localised Taiko No Tatsujin will reach the US 
in October - though it's hard to imagine the game 
repeating ~s wildly successful Japanese run 

Deadlands 

Format: PC, Xbox . 
0 
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Typical: you wa~ 15 years for a fantasy western 
game and three come along at once. UK 
developer Headfirst's pistol-packing action game 
is set in the titular pen-and· paper RPG universe 

Blinx 2: Masters ofTime & Space 

Format: Xbox 
Pvbhsher: Microsoft 

it seems churlish to ask 'why?', so we'll extend 
the benefit of the doubt to 'the world's first 50 
game', which allows you to create a uniquely 
ugly feline avatar and take it into Live multi player 















Tekken 5 Is designed to show a painfully cavalier lack of 
respect for the human frame's ball and socket limitations­
it makes for a game which is hard to play without wincing 

selection at flfSt play. there will be an unlockable 
contingent: Harada evades the specifics of who 
and how, but rt can be assumed that the trad banal 
time-based unlod< system wl be reprised. 

Too much realism 
Both developers are candid about Tekken 4's mixed 
reception, and feel that rt was a necessary learn ng 
experience for the Mure direction of the series. 

"Tekken 4 became too realistic. Which was a 
great technical achievement, but what players 
wanted was a much more manga-like design" 

"CM obJective With Tekken 4 was very much about 
realism,· Yonemoo says, "but by doing so, we 
forgot about the 'sokaikan' - the pleasure you feel 
from the game experience.· 

Realising this, it was dectded that the central 
concept of Tekken 5 should be expressing the 
essence of sokaikan, and with it an accessible, 
rewarding game system for the player. To this end, 
the free-ftowng aerial cornbo system featured in 
the ~rst three games has been reinstated, and 
Tekf<en 4's obstacles mod"ied to be less 
obstrucllon, more gratifyingy destructi:Jie prop. 

Walls, floors and cd.Jtms can row be shattered 111 

the styte of anme brawls (and, lfldeed, competrtor 
Dead Or AWe). "Ths tme, you can destroy th111gs 
and this w1il be translated into pleasure,' expialls a 
vis1bly exerted Harada. "Your character wi.l not be 
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handocapped or WOt.llOed by the destruchon 
process - it IS pure fu-1." 

EmphasiS on tt¥5 larger-than·l,fe atmosphere is 
another area in which he feels Tekk.en 5 W1l 1mprove 
over rts immediate predecessor. "In Tel<ken 4 the 
environments artd characters became too realistic," 
he says. "Which was a great technical achievement. 
but what players wanted was not photoreal1Stic 
VISuals but a much more manga-1 ke de&gn. So for 
Tekken 5, characters are much more chansmabc 
and stylised and effects much more spectacular.· 

This styisation is also l!llldent 111 the reN 

arenas. whoch range from a towemg. Windswept 

temple surnrm, through a sun-drenched glass-and· 
chrome Namco cityscape, to a prate grotto strewn 
v11th doubloons that scatter at every bone-breaking 
throwdown. They're extravagant enough to be 
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The detail on the costumes -
particularly in trousers - is 
magnificent. Hore's hoping 
the developers have had an 
eye on Tecmo's profitable 
DOA:XBV bikini sideline 







rmaJssance 'll8r' 

mistaken for Sou/ Calibur locations at a distance; 
perhaps a more overt move away from realism than 
the series has ever featured bef<xe. In terms of 
gameplay features, the dalliance with uneven floors 
is over, but Yonemori indicates there will be greater 
variations in size and structure between stages. 

Which is all beginning to sound fairly taxing on 
the System 246 arcade board's humble PS2-based 
architecture. "I don't know if it is OK at this stage to 
speak about this, but there is a board a little bit 
superior to the standard System 246." confides 
Harada. "The version displayed on video at E3 
was already running smoothly on System 246," 

enormous amount of power to use for other 
game elements.· 

As for oonversions to m<xe powerful 
technology, the developers say their efforts are still 
focused on the arcade version f<x the f<xeseeable 
future, and a multiplatform release has not yet 
been discussed. "I'm not sure d multiplatform 
releases are a good <x bad thing,• says Harada. 
"You need to add specific content to each version 
to please every platf<xm's users, but this makes 
the game very expensive if a user wants to 
experience fNery version. • 

And the arcade game alone has the potential to 

The stylisation is also evident in the new arenas, 
which range from a towering, windswept temple 
summit, through a sun-drenched Namco cityscape 

continues Yonemori, "but we are thinking about 
how we could get greater effects with this new 
system. • The upgraded board is ~iill broadly similar 
to the <xiginal, but offers a faster processor speed 
and m<xe RAM -which would result in a greater 
visual discrepancy between the arcade and the 
inevitable PS2 version than was evident with 
Tekken 4. "Tekken 5 is intended to run on PS2 so 
it runs 'just' smoothly on System 246, • Harada 
says. ··Just' may sound negative for System 246, 
but it is the idea. If you use the system power of 
the System 246 correctly, you can do lot of things 
with it We used the board almost poorly with 
Tekken 4, making the system calculate so many 
things at the same time, such as the undulation of 
the floor - having put this aside, we have an 
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be very expensive for dedicated users to 
experience. The key features of the modern 
Japanese arcade - JC card and network support -
are both featured in Tekken 5, with card save 
available to store the items and apparel your 
character wins through play (as in Virtua Rghter 4's 
three incarnations). Network support is more novel. 
Onfine fighting has been judged impossible, but 
character information and fighting reoords will be 
saved to a central server. In addition to online 
rankings, 'ghosts' of the best characters will be 
able to appear as opponents on other machines. 
"We introduced the 'ghost' feature with Soul 
Calibur 2. Now we want to run it over the 
network,· Yonemori explains. 

However, the implications of marauding ghost 
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fighters have also proved the team's most difficult 
challenge, acccrding to Harada. "When you 
develop a fighting game, you balance it so the 
player can cloar rt in a given time frame." he begins. 
"A reasonable player would be able to get up to this 
stage W1lh a given amount of ¥100 coins. But when 

you add the network feature. this process is 
somewhat changed and we have to redefine our 
references. And, as this IS our first netwon< trtle, we 
have no references!" 

Unfortunately, rt 's doubtful west em players will 
expe.ience the cutmnallon of their efforts. The 

network support is initially limited to Japanese 

on the already existing ones, we aro following a 
reverse path toward Simplicity. Tekken was already 
quite a simple game burt we think we can do it even 
simpler," says Yonemori. Harada agrees: "I think 
from a user's point of view, Tekken 515 friendlier 
than Tekken 4. We are trying to identify the aspects 
people have trouble wrth, like features that were 
dlffiaAt to use, lXldefstand, CJ( SIIT'{)Iy madd no 
sense in the game. We want to change those. But 
I also think in many cases you would need to be a 
hardcore player to lXldeo-stand these ISSUeS, 

and such players w;n oertanty appreciate these 
changes when playing.· 

"Tekken 5 is friendlier than Tekken 4. We are trying 
to identify the aspects people have trouble with or 
simply made no sense. We want to change those" 

ateades. and IS l.l'll'kely to find lavotX, CJ( financial 
ncentr\19, elsewhere. Some smal consolation IS that 
If orme matcHng is the team's maJil area of 
concern. 1t bodes wel fQ( the game. They seem 
supromcty confident of their deasions over what 
should be added, tweaked CJ( kept unchanged 1n 
all other aspects of the game. 

The tatter includes the control method, with 
Tekkon 5 using the same joystiCk and four-button 
setup as its predecessors, and the game system 
rtself w~t be largely unembellished from Tekkens 
past. "While others are trying to add oow features 

How successful the game WIU be lfl recapllrilg 
the Tekken spirit - CJ( whether a game wrth a theme 

of lXlabashed enjoyment can stJI hold rts own 
aganst the dizzying depths of VF4 - wil becocne 
clearer after the first locallon tests. "The greatness 
abourt this game cannot be explained wtthout 
having a controller in your hands. I moan, rt is very 
fun to play," Yonemon assures us. ·we are at the 
point where we are seeing tho sokaikan idea taking 
shape and delivering its potential." That potential is 
to be all things to all fans, as Harada ourtlines: "This 
time, we are arriving at a level we are pretty sure 
fans of every Tekken wil find a comnon ground 
wrth. I also believe that people who have gven up 
p1ayng prellious II'E!rSIOilS of Tekken would be 
111terested il comng back. • 

And that's a sensation that was echoed by E3 
attendees, on message boards across the internet, 
by workmates crowd1ng around a quarter-screen 
movie on a desktop- that perhaps we had all 
been waiting for Tekken to make a triumphant 
return, after all. The King of Iron Rst is dead. l~ 
Long hve Tekken 5. 
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JOIN UP TODAY 
In preparation for Tribes: Vengeance, Vrvendi has released 

the original Tribes tor all to download, both at i1s own 

website and at file portal www.tileplanet.com. Tribes 2 is 

also technically available, but here's the catch: the CO 
keys you'll need to actually play the ttmg aren, as fnlely 

available as the game itself. They were heavily fimited on 

release for reasons that remain baffling, and have long 

since run out Don't be fooled by the fact that you can 

download the client software - it's a wasted download. 

Once Tribes is installed, you'll have to get patched up 

before you can play. Ignore the auto-update feature - it 

won't even pick up the fact that you're connected to the 

net. You'll find all the patches you need at 

www.tribalwar.com/rdblindex.php?catid; 142 

Even if you're au fait with other FPS games, Tribes 

takes a lot of getting used to. You'll have to leam when 

the jetpack will fire you up into the air and when It'll 

simply slow your fall, practice leading enemies with your 

sparkling Spinfusor disc, and, ultimately, decide which of 

the suits and weapons best suits your method of play. 

Tribes is a team game, so at least you'll have backup as 

you leam. Just remember - to fight alone is to die. 



LICENCE 
TO THRIVE 
Tribes 2 has found a valuable new life outside the 

battlefield, courtesy of GatageGames and the Torque 
Game Engine. During one of SoerraNovendf s many culls in 

recent years, Dynamix -the ongonal develope< of Tribes, 

and creator of many other PC titles, Including The 

Incredible Machine and Red Baron - found itself on the 

chopping block. Many of the departoes decided that 

they'd had enough of the mainstream Industry and 
founded GarageGames (www.garagegames.corn) to 

cater for independent developers. 

The new company bought the rights to use the 

Tribes 2 engine, making it available for $100 per 

programmer. For that, you get the engine, editors and all 

the source code. More Importantly, you don't have to 

publish through GarageGames. and there aren't even any 

royalties to pay until your company hits the $250,000 
mark (commercial licences are also available, should you 

manage to achieve that). Of course, it's not exactly the old 

engine - GarageGames has been polishing it up and 

improving it over the last few years, most recently adding 

a shader·focused expansion (another $295) to help 

finished games stand up to the likes of Doom 3. 

In practice, GarageGames' current seleCtion of titles 

is rather less ambitious, including a cut-down version of 

The Incredible MacloiM entitled Chain RfNICtiOfl, battftng 

robots in Think Tanks, and other simple bu1 fun games. 

The most oomplicated of the lot Is Realm Wat$ 

(Www.garagegames.comfmglprojec:tslrealmwars), 

designed as a oommunoty-created shooter. Plogress has 

been slow, to put it bluntly, bu1 rt's a good Idea. Just don't 

lay out that St 00 without double checlong exactly what 

you're getting- it's a lull angone, not a game development 

kit. If you're an experienced ooder, ot could well be worth 

the investmoot, bu1 considor lnstoad a dodicated gamo 
development language such as Blitz30 if you're taking 

your first steps into programming. 

'. 
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The age of shipping finished games is over. 
But this isn't an essay on pleasure-crippling 
bugs, it's about perSistent-world titles and 



U 
nf,rllshed games litter the Sl1elves o1 fNOry 
game store in the UK. This IS no mistake, no 
rush to a publisher's deadl no: they're meant to 

be that way. There was a tme when patches, code 
belatedly applied after release, were an imtation. little 
more than a bug-fixing exercise. inevitabkl for the 
deadl ne-constrained development teams that have 
been forced to release their games before completion 
trne and again. Now, however, there are dozens of 
garners who wall in gleeful ant.Jcipatoo of the latest 
patch. Developing a game on the fty alter re1aase has 
OON become a methodology ratner than a stopgap. 

The reason for this IS one ol•nfrasti\JCture the net 
has become so pervas1119 that 1t's all too easy for 
gamers to pick up free oontent. such as l'lfNI maps or 
medals, to enhance their games. But there's a more 
profound change going on, and that's due to the games 
that exist only because the internet does. These are the 
persistent worlds - the massively mu~iplayer games 
that never cease, but pause only to apply the latest 
developmerlts in the game's evolution. 

The vast sd-fi shooter Planet Side, for example, OON 

plays like a completely different game from that put out 
tO beta test last year. This IS because both players and 
developers (who of course obsessively play their own 
games) have worked out exactry what they wanted from 
th91r online experience. Planet&de may have had an 
1nit'al concept and framework on release. but the fine 
detail has only come to pass as many megabytes of 
patching have systematically changed or tweaked 
almost every aspect over subsequent mcnths. 

But what does this mean for players and 
developers? AA unfinished Slngleplayer game that was 
progresSiVely improved over ~s lifetrne Simply wouldn't 
be acceptable, so how does thiS phenOmenon Sit wrth 

the players who pay monttiy su~toos? 

The free lunch 
A player's expenence of these games is, of course. 
go1ng to depend on the psychology of the gamer 1n 
questiOn. The nature of the PC aud<ence means that 



online garners range from a hard core who will play long 
term, to an army of less committed gamers who will 
dabble only occasionally in the various experiences 
ontine gaming has to offer, never settling long enough to 
pay for a subscription and not contributing to the 
process and community ol an MMO. 

Many players, though, will latch on to a game and 
its community, and will continue to play that same game 
for years. This is particularly the case with persistent­
world games, in which players see returns for the time 
they invest with a character that progresses and grows 
richer and more powerful over time. MMOs cleverly offer 
things for players to aspire to - magic armour, robot 
sutts, bigger and shinier spaceships- all designed to 

for example, are now returning after problems and 
contentions have been addressed. These people often 
return to a quite different game. 

The nature of developing on the fly, and adding 
content to a subscription game, means players will 
often feel as if they are getting something for free, or at 
least having something extra to show for paying a 
regular subscription of around $10 (£6) a month. Th s is 
an important factor in both motivating players and 
defining the developers' approach to the process. All 
this adds up to a feeling of inclusion which helps to 
perpetuate players' interest. They want to participate in 
an exchange of ideas with both fellow players and the 
development teams who run the game alongside them. 

The long haul 
Of course, patches applied to these games are still 
fixing bugs, mountains ol them. as Sigurdur Otafsson 

The nature of developing on the fly means players 
will often feel as if they are getting something for free 

keep players' attention fixed on the future. A more 
important factor, however, is that garners will become 
attached to the community and their relationships with 
other people and the game. These will, from release to 
its dying days, evolve with that family of players. Many 
garners will find themselves playing an MMO from the 
beginning, sinoe the client software is usually free to 
download and it might even have an open beta testing 
period in which anyone can play. Developers initially 
launch a beta to draw in a orowd and get some free 
testing, as well as hooking some potential subscribers. 

it's not mandatory to supply feedback while 
participating in these games, but players are given 
plenty of opportunity to do so through forums, bug 
report forms and, often, in-game massaging systems. 
Some feedback is inevitable from players who play 
obsessively, and many will even leave games and return 
at a later date, checking up on how their title has 
progressed. Garners who tnillally deserted PlanetSide, 

from Eve On/ine's Icelandic development team, CCP, 
explains: "Eve is played during a period of months, not 
weeks, so keeping it a lun experience is most 
challenging. That means bugfixing, content, balancing, 
content, bugfixing, rebalancing, bugfixing and content. 
Did I mention bugfixing? You always have to choose 
between developing new features and content or fixing 
bugs. Fortunately, we have 30 people working at 
making Eve a better game and we are constantly 
adding more people as subscriber numbers continue to 
grow. This helps us keep all fronts moving forward at 
the same time without losing too much locus." 

Eve is one of the most acute examples of the kind of 
feedback between players and developers we're talking 
about. One example of this was that in the early stages 

players diSCovered a loophole in the game that made 
mining asteroids far more profitable than the developer 
had initially anticipated. This changed the entire dynamic 
of the game, as players set up vast mining operations to 
feed their starship-buying habrts, as Olafsson explains: 
"In beta, the cans were only thought of as a 'loot drop'. 
However, the players soon found out that aggregating 
all the mining in the temporary can and having other 
players handle the hauling of the mined m;nerals to the 
station was much more effective. There are also other 
aspects of the game where the initial design morphs 
into something else, and in those cases we try to go 
with the flow.' 

But it's more than just accidental discoveries that 
allow the players to have what they want. "The players 
have multiple ways of affecting the development of Eve," 
says Olafsson. "For starters. the forums are quite active 
and we regularly ask for feedback there. Then there is 
the development weblog where we post 
announcements about upcoming stuff and get direct 
feedback before its released. We also have a player 
volunteer program, where we get tremendous amounts 
of feedback. especially from the Bug Hunter division, 
that assist us in testing, balancing and developing new 
features and fixes. The difference between a community 
member and a developer tends to get a bit grey 
sometimes, as a number of people have ended up as 
members of the development team here in Iceland due 
to their ideas and ability to provide clear and conCise 
feedback. So, all in all, the Eve community has a lot of 
leverage in altering the game's future." 

Sony Online is also pushing some boundaries with 
its portfolio of online games, which includes EverQuest 
and PlanetSide. Victor Wachter, the current communtty 
manager of PlanetSide, talks of the need for a 
controlled response to player whims. especially with'n 
their player-vs-player environment: "PianetSide is a 
competitive game, and so each faction tends to have its 
own umque agenda for development. We cannot let the 





CCP's Sigurdur Olafsson talks about one of the player-<lnven Changes 10 

Eve Onlme "We hOped there would be large coaJmons of corponrtiOOS. but 

the alliances in Eve went beyond that very quickly. They control large areas of 

the outer reg1ons and pohce them very carefully. The wars and the poht1cal 

landscape are constantly changing, and we want to enhance that experience. 

Today, alliances really can't hurt each other except shooting each others' 

ships, but w~h the Sh/ve expansion player owned deployables in space and 



resulted in innovations such as the continental lattice 
system, which ensures that the base-capture process 
which dominates PlanetSide's play now operates over a 
number of fronts. This slows the movement of troops and 
creates a greater balance in tactics than would be 
present if this system were not in place. More feedback 
has continued to refine the system in recent months. 
Other content has been implemented to broaden the 
scope of the experience, from new pilotable vehicles to 
major changes in the way the game is played. Th1s 
doesn't always aocord wrth players' expectations of 
course, as Wachter explains: "Everyone has a different 
definition of content. We have released new game 
systems more than new items and veh1cles. Personally, I 

hold forums in vvhich they will vote in-game on new 
features, community laws or actions that will affect them 
all. Garners legislate within their own gamespace -
deciding on what they want to be possible within the 
game's parameters. This is so profound a symbiosis that 
the players recently indicated that they were happy for 
the game to restarted- eradicating months of hard work 
to bring about a game that they had all voted for, and 
that they will be far happier participating in. 

Singleplayer games are receiving online content 
updates, too: although already discredited as a failure 
before it's even been property implemented, Valve's 
Steam system, which allows players to access huge 
amounts of additional content for their Half-Life games, 
offers a look at where singleplayer and multiplayer games 
alike might be heading. As weN as having their games 
automatically patched to the latest version, players will be 
able to move into an 'on demand' environment where 
they can erther modify their own games by downloading 
patches and mods for them at the click of a button, or 
tell developers what they want and see these desires 
built into an online environment. These content-

Continued online development is defining how games are 
approached. Examples include Laser Squad Nemesis 

consider this to be content, as it adds to the players' 
overall gameplay experience instead of just fixing 
outstanding issues. However, our playerbase has called 
for more tangible content, and so we are designing and 
will be releasing some updated vehicles and other items 
along with systems in the Mure." 

The big payoff 
Continued online development is already defin,ng how 
games are approached. Significant examples indude the 
Gallop brothers' Laser Squad Nemesis, in wh1ch the 
purrty of the X-Com games has been reworked as a 
player-vs-player turn-based combat tile. This has seen 
multiple updates and the careful of introduction of new 
factions, heavily tested by a core of payers before a 
general release. 

Players have even more say in the industry and 
commerce game A Tale In The Desert. The role of 
garners in this title is so integral that community members 

modification systems can only beoorne more streamlined 
and discrete over time. 

This is a largely PC-based phenomenon for now: 
the storage capabilities and online access of the average 
PC make it the perfect platform for this kind of 
experimentation. But Xbox has already been able to 
download extra maps for various games. as well as fixing 
th ngs such as the weapons balance in Unreal 
CIJampionship, storing this information on its hard drive ­
an otherwise unprecedented event in console gaming. 
So it will no doubt be interesting to see which of the next-

innnrre lives 

generation consoles take this methodology and use in 
their future development. 

Ultimately, the games menboned here are raising the 
benchmark for those that will follow in their footsteps. 
Two thousand heads are better than one, and as more 
people contribute to the development of a game, it's 
more likely the final product will become highly polished. 
Well, that's the idea, at least - Sid Meier's Civilization Ill 
might have been developed purely from feedback from 
players. but it could have done with a few months' 
testing by players, too. No matter how involved players 
are in the development process, they're not going to 
appreciate being expected to play a fundamentally 
broken game. Wachter has something to say on this 
subject: "PianetSide had one of the cleanest releases of 
any MMOG out there. However, to be fair, as the 
competition in the massively multiplayer market builds, 
that level of complebon will have to become the minimum 
standard to become successful. We can all think of 
certain games out there that are solid products today, 
but will never live down their disastrous release. • 

Developing on the fly and taking advantage of the 
industnousness of players can only become a more 
competitive arena, and the developers who don't provide 
a slick and responsive service will no doubt fall by the 
wayside before they ever have a chance to start the ball 
rolling. This is already being evidenced in the beta testing 
of Blizzard's World Of Warcraft. Players have all remarked 
that the game already feels like a finished product, 
months before release. And there's no doubt at all that 
this level of craftsmanship is going to cause acute 
problems for its rivals in the months to come. These 
games might not ever be 'complete' in any orthodox 
sense, but the level to which they're glitch free and 
balanced on release will likely determine just how .,; 
much money is avaifable for that Mu re evolution. --
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What's in a name? 

A longside the boxes of Driver 3 tn your local game 

store you may have seen something else in the last 

few weeks: Atari's ' Invasion'. This deal gives you a free 

T-sh1rt with every Atari game bought, and tt's a clear 

demonstrabon of the idea behind lnfogrames' decision to 

buy the legendary name. Atari says 'vtdeogames' the way 

only a few other words in the world do, certa1nly more so 

than a rainbow-coloured armadillo ever did. 

lt was a step many diehard Atari fans found hard to 

swallow - the wholesale appropnalion of 30 years of 

htstory, transplanted across an ocean to a development 

house whtch had charactenstical y exh•bited a very 

dtfferent approach to gaming and tls industry. Jnfogrames 

chose Atan to add weight to its brand, to make an overt 

promtse that 1t ate, !:>reathed and slept gam1ng the way its 

fans did. And then last year it released Enter The Matrix 
and th1s year Driver 3 (below). 

Atan's cha•rman has made it abundantly clear that he 

thtnks sales are more important than quartty. Enraged at 

Wamer Brothers' scheme to fine publishers who use 1IS JP 

to make games wtth a rev1ew average of less than 70 per 

cent, he exploded. ETM didn't make the 70 per cent cut. 

but 11 d1d sell four million copies. And 1n Atan ch1ef Bnuno 

Bonnell's m1nd, thars what Wamer should care about. 

But Warner, 1t seems, has a sounder grasp of 

protecting its name than Bonnell. Dnver 3 will sell very 

well, and to people w1th high expectations. Some of them 

will also walk out of the shop with an Atari T-shirt under 

their arm. And when they get home, it will be to a game 

that is unfinished and broken. lt has one-way walls wh1ch 

let enemy bullets through but not yours. Jt has motorcycles 

that dnve off on their own. lt will clip you through walls Into 

areas you can't escape from, forcing you to reset the 

game or wait for Tanner to d1e of starvation. By the 

eventng, the game wtll be taking advantage of Game's 

ten-day retum policy, and the T-sh1rt will be tn the b1n. 

Driver 3 has an RRP of £45. Atari wants you to believe 

that thts is i ts defimt1on of a prem urn product. Is the f•rm 

saying this is 12.5 per cent better than anything else on 

the shelves. when in fact it's less of a game than a dozen 

randomly pteked titles? And just who's gotng to 

want the Atan name by the time it's finished With it7 
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Silent Hill 4: The Room 
Format: PC, PS2 (version tested), Xbox Publisher: Konami Developer: In-house 0 roee· ¥6,800 (£35) Release: Out now (Japan), September 2004 (US, UK) 

While the grinding, nerve-scraping incidental 
industrial tunes are absent, breathy ballads 
and melancholy beats are in abundance 

T he fog, it seems, has finally lifted, but 
wtth good reason. Silent Hill 4 opens 

not in the titular hellmouth itself, but in a 
block of apartments in the neighbouring town 
of South Ashfield. Tenant Henry Townshend 
is trapped in his room, a mesh of chains 
barring his front door, with no way out bar a 
spiral of waking nightmares experienced via 
the ominously expanding portal in his 
bathroom wall. 

Henry himself is another departure for the 
series, too; he has no personal demons to 

The clanking instrumentals are gone. There are 
no bosses. There's not a single jumpy fright in 
the entire game. The pressure, it seems, is off 

Peeking through your peephole allows 
you an agonising glimpse of day-to-day 
goings on outside your stifli ng prison 

flay, no history that brings him adroitly to the 
town. This is The Silent Hi I Of The Lambs, a 
demonic serial killer yarn done beautifully. 

TI1ere are many other departures in The 
Room, too. Gone are the 'alternative' 
versions of each location, as each world 
remains a self-contained spin on the typical 
Silent Hill location - a subway, a prison, a 
hospital -all unsettling and warped from the 
off. The disconcerting sonar of hiss from a 
pocket radio as enemies approach is gene. 
The clanking, thudding, shrieking industrial 

instrumentals are gone. There are no bosses. 
There's not a single jumpy fright in the entire 
game. The pressure, it seems, is off. 

l's well as subtractions, there are 
additions: Henry roams his hub of an 
apartment in firstperson, an ingemous touch 
which hammers home the suffocating, 
stranded nature of hiS position like nothing 
else. Being able to glance out of the window 
at a busy town where nothing is perceptibly 
awry, or through the peephole of your front 
door as other tenants get curious, crafts a 
sense of isolation above and beyond any 
murky backdrop of thick fog. 

Henry also meets a new type of enemy 
beyond those usually encountered in Silent 
Hill games- the 'sprit'. These floating, 
glitching appantions are an entirely new 
threat, one that can only be stalled but 
never defeated. They ooze out of the wall, 
tearing free of thick strands of melted 
darkness, bringing with them a groaning 
whine, a fizzing static that clouds the screen 
and thunderous flashes of blood-red 
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There's a wealth of melee weaponry to be 
found, some being equippable to secondary 
characters to allow them to defend themselve• 
There's even a complete set of golf cl ubs to 
be pieced together throughout the game 

headache. In the second half of the game, 
as their true nature is revealed, they become 
some of the most macabre enemies the 
series has yet seen, borroWing elements frorr 
recent Japanese horror movie highlights 
such as Ring and Ju-On: The Grudge, and 
then some. 

Still, not that much has changed: these 
ghosts are no less vulnerable to the Silent Hill 
slalom of simply runn'ng through areas 
instead of bothering with the hassle of 
engaging with enemies. The infleXible camera 
and sticky controls are still ponderous and 
unforgivably bad at times, with the player just 
as likely to be murdered by a blind spot than 
by the greasy, bleeding lumps of burping, 
gurgl'ng flesh that wander the corridors. 
Things have been improved, sure - the 
camera can be flicked behind Henry's head 
within most of the game's areas, while the 
right stiCk gives you a slrght pan of the view 
in any direction. And the combat. thanks to a 
dodge move and some generously ranged 
melee weapons, is fractionally less of a 



comedy of errors. These inroads aren't 
enough to take it to a new, more satisfactory 
plaoe, however. 

The first half of the game is enjoyable 
despite this, with each successive world 
feeling all the more grotesquely inventive and 
disjointed, the Rubik's cylinder of the Water 
Tower Prison being a highlight. it's the 
seoond half of the game, however, that's the 
weakest; it's a bluntly dull trudge of a revisit 
to all of The Room's earlier worlds, with the 
next drip of plot revelation being your only 
compensation for some tortuous inventory 
management and having to play guide dog 
for a clumsy NPC. lt does, however, set up 
what is one of the most powerful, imaginative 

and consuming final stretches of any Silent 
Hill game yet. Crackling fitters, pulsating wall 
textures, hellish architecture and some 
typically grotty-but-stunning character 
models give the visuals some haunting 
contours; the layers of soundcraft and 
imagery, unmatched by any movie, give the 
game an indelible, phlegm-thick atmosphere. 

Despite the dislocated pacing of the 
game's framework, and the frustration of the 
latter stages of the game, this is still Silent 
Hill, even down to the over1y loud footsteps 
of the lead character, or the rotting totty of 
the leading ladies of the series; Henry's 
neighbour Eileen McGalvin, for example, is a 
magnificently perverse visual mix of sexuality 

and decay. it's still one of the most jarringly 
intelligent and stupid videogames yet made. 
The fuzzy plot leaves players to fill in the gaps 
with their own hungry imaginations, sparked 
by the unmatched imagery and strength of 
character on show. With The Room, the 
series remains as much of an ;nkblot as ever. 
Look at it one way, and it's a choking journey 
with unprecedented attention to unease and 
psychological horror, a game frarned with 
unparalleled sophistication. From another 
angle, it's just a dunky PSone throwback, 

with all the design wit of a dodo. J;.jft_;_ 
What do you see? '[£:; 

Edge rating: Six out of ten 

£DG£ # 39 

Previously in E 133 

Along with the Water Prison, the obligatory 
hospi tal visi t is a highlight ; empty, possessed 
wheelchairs scour the corridors at speed, 
w hile each of the dozen or so rooms has a 
gory story. Or just a massive, terrifying face 

I m-portent 

Silent Hill 4 is fully playable as a Japanese 

import, featuring English text and d alogue, 
as well as an option to switch the 

selecVcancel funct ionality of the Cross 

and Circle buttons on the DuaiShock pad 
to the accepted western standard. The 

Japanese version comes bundled with 

a music CD. albeit containing just one 

16-minute long rendition of the Room 

Of Angels theme tune. 
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Driver 3 

Setting up grand crashes is hard work In a city of sparse, cautious traff1c. When you do tngger a 
lour-car pile-up, expect to see the frame rate plummet to single f1gures, marring your Game<:llps 

Fnse drive mode and Driver's trademarl< 
chase, flee and survive missions suffer 
from the same poor handling and empty, 
bland cities that weaken the main game 

U sually, doscnb1ng games wrth words IS 
d1fficuh. Wrth Dnver 3 n·s easy. So easy, 

in fact. you need orly one. shoddy. Ths IS a 
pcxl( game - il-conceived, dd-fashioned and 
abysrnaly executod The a1ure of the baSIC 

Dnver prem.se rerT~a~ns: you step U1to the 
shoes of f!Nf!ry steel-eyed wheelman f!Nf!r to 
take to tho scroen. Scream away from a 
gaggle of pol1ce cars, up the steps of a mall, 
through a crazy assaun course 1n hot pursu•t 
of a gangster wtth an exotiC arumal for a 
nd<name, do a clrMl-by and shoot yotX way 
out of a hotel. Al. a tme when garners are 
unusually captMlted by cars and guns, Dnver 
knows it's sitt1ng on a g it-edged prem1se. 

That prem1se IS all you're buying here, 
howovor. OrNer 3's flaws are genu•nely too 
numerous to liSt, but here's a sprinkling to 
gNe you the idea Desprte the good looks of 
the enwonments. there's no danger at S'Tf 
pont of your feet oonnectJng with the gound. 

The woOd of Driver 3 is CO'lStructed from a 
strange amalgam of sponge and glass, 
allowing you to sink 1nto and skate over any 
structure or surface. The animation is 

The world of Driver 3 is constructed from a 
strange amalgam of sponge and glass, allowing 
you to sink into and skate over any surface 

dreadful, both fQ( you and the scarecrow 
enemies you face. although their ctums1noss 
is a perfect foil for their straw-headed 
stupidity. Thoro's no AI here, bar random 
<id<ing. Enemaes wal stand motionleSS under 

a hai of bullets untJ you wander rno their 
prompt zone before blindly proceeding 
IMlerever thelf scnpt 1nstructs them. 

To be honest, th s 1s something of a 
bonus, since you'll be repeating miSSIOns 
over and over until you've memorised their 
sequences. Tho gameplay is so channelled 
there's no flexibility whiCh would albw you to 
fix your mistakes Drop behind a car you're 
tai~ng and the game wl fail you if you try to 
take a shortout to catch up. ~ physics 

engine is so Pfeposterous and unpredictable 
that you'll frequently fSJI because a bump 
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sends your car somersau«ing into a river -
and the game doesn't know how to get you 
out. When you've learned your manoeuvres 
perfectly, all too often tho game wi I throw a 
glrtch or a ll18SSIVO unfaamess your way, 
ether out of cruelty or ~tence. 

So many baSICS are l1liSSinQ or fudged •I 

feels fike Reflectl()(l$ has blanked out the last 

fave years of gam1ng development. You can't 
save checkpoints, so you'll be unable to 
switch the machine off until you finish a 
complete massion. Despite the fact that 
you're suppOSed to be runn ng and gum ng 
wrth some kinCl of Skil. doors can orly be 
opened by nn1i1g straJght nto them (no one 
is aski1g this to be Splinter Gel. but rt 's hard 

to feel I ke MIChaet Madsen when you have to 
blunder into every room hke it's your own 



surprise party). Press 'action' against a 
ladder in the water, and instead of climbing it 
you will teteport into a speedboat 15 feet 
away. All this before you get to the amus1ng 
gtitches like random corpses that fall from the 
sky, and the fatal glitches like missions 
broken by crucial NPCs not noticing that their 
faulty pathfinding has caused them to fling 
themselves into a river mid-conversation. 

Moving and shOoting actions are some 
of the worst of any mainstream game this 
genera lion. The weapon choice is satisfying 
enough, but rnanoelMing and ruming are so 
clumsy as to be an insult to the Xbox's 
analogue sticks. And if shooting isn't any fun. 
driving is even more disappointing, proving 
vague and samey. Despite ambitious efforts 
to accurately repl•cate and then inaccurately 

loosen each vehicle's handling, the results are 
flaccid. What Driver needs are cars that let 
you drive like you're in the movies. Isn't that 
the hOok? Cars with back ends that want to 
swing wide almost as much as they want to 
snap into place when you lean on the power. 
This may be the 'authentic' rolling suspension 
of American cars, but the flabby handling 
means the cars you drive simply aren't any 
fun to throw around. tn the end, free drive 
missions feel more like commuting. There's 
no incentive to speed, no bonuses for stunts, 
no sense that there are any hidden delights 
worth a back alley detour. 

The most frustrating facet of Driver 3 is 
that good work has gone into it. The cities 
are impressively and airily recreated, and the 
music works perfectly to enhance the movie 
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atmosphere. The cut -scenes, on which the 
game relies heavily, range from the clunkily 
adequate to the genuinely impressive. Most 
frustrabngly, the mission design- if not their 
structure- is varied and imaginative; 
destruction derby assault courses, daring 
bridge Jumps and container-port gunplay 
sections are spliced in between the chase­
then-flee-then-chase dynamic the first Driver 
fundamentally invented. This game did not 
need to be a bad one: the premise remains 
ripe with extraOfdinary possibilities. This. 
however, simply squanders them, showing 
a determination to prioritise style over 
substance which cripples the game 
and damages gaming as a whole. 

Edge rating: Three out of ten 

Pre\IIOIJSiy in E 120, E t35 

Firstperson mode is available both in car and 
on foot, and it 's the only way you can hope to 
wring any sensation of speed from the game 

That sinking feeling 

The main game is far from all Driver 3 
offers, of course. The intu~ively presented 

Film Director mode allows you to place 
and time the camera positions on any of 

your best stunts. You can then upload 

them to Xbox Uve. Tellingly, the most 
popular downloads are already those 

clips dedicated to explo~ing the game's 

general fragility, as dgorday's 'hiding in 

a swimming pool' epic demonstrates. 
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SheiiShock: Nam '67 
Format: PC. PS2 (version tested), Xbox Publisher: Eidos Cevcloper: Guerrilla Pnce· £40 (PS2, Xbox). £30 (PC) Release: September 

While the game unflinchingly depicts violence 
towards women, sex is portrayed off-screen 
with all the elegance of a Carry On movie 

The jungle is convincing, but visibly 
sprouts as if growing in time-lapse 

T his was going to be the Vietnam game 
that tells it like it was. A design goal so 

nakedly ambitious deserved the benefit of the 
doubt; the doubt being that not just Guerrilla, 
but the llldeogame as a medium, could 
muster the profundity to document that 
moment in time. What has been produced 
suggests we stitl have a tong way to go. 

Shei/Shock's Vietnam is as harrowingly 
realistic as The Getaway's depiction of the 
London underworld: a string of telegraphed 
cliches delivered with the sensitivity of a 
carpet-bombing campaign, never attaining 
the moral no-man's-land Guerrilla claimed for 
the game's vision. Even the developer's 
attempt to show the US and VC in an equally 
unflattering light, through cut-scenes that jab 
at the most obvious buttons, serve only to 
ensure you will feel little sympathy for any 
member of your platoon. 

Not that they require it, as your 
squadmates are immortal until the moment of 
their unalterably predetermined demise. 
Firefights become more surreal than 
menacing when the worst-case scenario is of 

Firefights become more surreal than menacing 
when the worst -case scenario is of Gls having to 
catch their breath after being riddled with bullets 

your fetlow Gls having to catch their breath 
for a few seconds after being riddled with 
bullets. There's no sense of responsibility to 
protect them, and given their erratic combat 
abilrties - seesawing between complete 
ineffectualrty and practically finishing levels for 
you - the most useful purpose they serve is 
to draw enemy fire. it's hardly a bonding 
experience, making the storyine's attempts 
to wring pathos out of the eventual casualties 
even more misguided. 

Far from being part of the gang, you're 
practicatly on a different tour of duty. Fall 
behind, or get pinned down, and any rescue 
will be entirely accidental for all the solidarity 
the platoon displays. The only real indication 
they're aware of your presence at all comes 
later in the game, when they doggedly follow 
you rather than scripted paths ("Follow me!" 
betlows your CO after receiving urgent 
directives, then remains uncomfortably still 
until you take the lead, regardless of whether 
rt's in the right direction). On the alarmingly 
frequent occasions your squadmates 
become rooted to the spot at a reloaded 
checkpoint, you may be tempted to rough 
the rest of the level out without them. 

Erther way, being the all-too-mortal 
Achilles' heel in a troop of supermen weighs 
heavily against you when you clash with the 
enemy. The Vtet Gong's edge is never that 
they're fighting intelligently, only that there's 
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more of them than you. This arguably goes 
with the territory, but makes confrontations a 
frustrating grind tnstead of being anxious and 
unpredictable. While smartly placed snipers 
and opportunist attackers enliven the 
set -piece battles, the game's standby is 
constant mob rushes - in many cases literal!). 
constant until a script switch is perceptibly 
flicked to end it. lt dcesn't suggest war is het! 
just that war is a videogame of generous 
continues and high-score bodycounts. 

If that climbdown from the unflinchiflg 
portrayal promised by SheiiShocKs manifestc 
is the injury, the insuH is that it's a mess of a 
videogame. it's all Ieo easy to overshoot the 
clockwork pacing of scripted events, leaving 
you with an awkward wait for the game to 



PJ.Mous.. "' ElJ-1. El38 -----------------------------------------------------------------------------------------------

catch up. Or be tnpped up. rt you chDrrtably 
stand in front of the sprrg-loaded boobytrap 

placed to kil a leUow Gl. freezing progress 
bl trap and man make their ontended 

connection. Mssoons dutiUy lick fNery box 
lrom tnanrJng gun emplacements to stealth, 
out with ittle confodence or forethought. 
:esuftr1g 111 an expenence fraught wo:h unfair 
::leath. The sensabon of being l'lE!ither 

:Jalanced nor playtested wrth arry 
::onsodefaton pervades the game more than 
:norning ml$1 roolrng across the paddy foalds. 

That's no smal feat: the mrst IS perfectly 
-ealised. as are most of She/IShock's 
~vironmental effects. Though there's a 
ack of urgency to character an matoon, 
::Jartocularty amongst the VC, the abrupt end 

of that animation in the k!ning moment is 
bebevably sober, as bodies slump against 
walls or recoil in morbicly graceftA 

cartwheels Sound desogn IS unrtorrTW great. 
from the deafenong lwiight chorus to the 
I/ICIOUS, echoing bail< of a distant $111p9r. AI 

the framework to Sl¥lPOO lt'e original vision is 
in place, but too often a1 that's visibe IS the 
frMlewoll< - fike your exparsive base camp, 
a downtome area reduced to an irreleVant 
exercise on walking up to NPCs and triggering 
theor line of doalogue. 

SheiiShock tS a victim of friendly fire. INith 
every moment of connection sabotaged by 
clumsy design. it's crawttng on your belly 
through the Jungle hell, ears ringing with the 
homicidal fizz of automatic rounds scythong 

tnto the mud. only for your squad to 
moonwalk CMi1r you onto the fray spoutong 
Idiot soundbites. Or the truly heart-tn·mouth 
extended runrw19 gunfight of the final 
IT1ISSIOI1. each inch ol grould reda med so 
mortal and so meanongful. that ends on the 
abSU'dity of a super-powered. circle-strafing 
boss straight out of Wolfensteon 30. And ot 
shoUd have been better. Could have been 
better, perhaps, giVen a llllle more tme and 

a lot more care. 
As tt stands. Shei/Shock's only claim to 

belf19 an authentic Voetnarn experience ts 
that. once over, tt's perteclly capable of f, 
serving up traumatiC flashbacks. _. 

Edge rating: Four out of ten 

Ini tially, jungle ambushes are as bewildering 
and terrifying as you'd expect, but the 
mechanical AI soon deflates the atmospbere 

Guerrilla's warfare 

There's an obvious, but not necessanly fall', 

conclusion to draw about Klllznne now that 
Guenilla's track record has moved lrom 

unproven to underwhelrmng. But though 

the technology has t-n shared, the two 
teams are independent. it's obvious that 
Shell$hocic needed mo<e development tome 

and critical appraisal, and Ktllzone's profile 
has assured it no shortage of either. lt stoll 

has the potential to be a far superior 

portrayal of the stark savagery of ground 

combat, and to translate that theme into 

a more rewarding game. 
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Vib Ripple 
Format PtayStatlon2 P\Jb sher: SCE I OeveiOOE!f NanaOn-Sha Pnce: ¥5,800 (£30) Release Out now (Japan) TBC (UK} 

the pictures down. lt means, for the first time, 
she needs a secondary gauge (on the right) 
to keep t rack of her evolutionary status 

Petamorphosis 

The point of the Petas is that. once tree. 
they can be apploed to your photos like tiny 

anomated sticl<ers A si~ interface allows 

you to scale and s1<ew each one. addlflQ 
ch&Mng broccoto and Winking frogs in 
inappropnate places. Complebng the 

collection IS compulsive, and since rarer 

Petas are only found in uploaded photos, 

you'll find yourself taking them with colours 
that match the Petas you're missing. 
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To maximise your score you'll need to set up combo chains. Although you need to bounce on the 
spot to reveal a Peta, once ifs visib le you can move to an adjacent area and start revealing another 

W here \flb Ribbon turned your muSIC 
collectiOO 10to a twiSting thre<lfl of 

rhythm-action and Mo;bnbon aJI1ed your 
v.urds into perfectly nked raps, lflb Ripple 

takes you- photographs and turns them tnto 
trampolines. By plugg.ng tn a compabble 
camera (most Sony models and a handlul o' 
Canons and Caoos. but not an Eye Toy) you 
can upload your photos tnto the game. Each 
forms a oonging platform. and the game 
hk!es creatures - Pota Characters - tn areas 
that match their colour. Then tt's up to Vibri to 
bounce them free withtn the ttme Urn~. 

The game QNe$ you a shopping hst of 
Petas for each photo and you'M have to guide 
Vibri to proms.ng areas of the poctlXE! that 
match in scale and colour the Peta you're 
looktng for. By ttmlllQ your bounces you can 
loosen a Peta from the canvas; bounce long 

enough and hard enough and it will come 
free. Enemies patrol the canvas, and Vibri 
must avoid them or she'll devolve back to a 
frog and a tadpole and, eventually, game over 
Some areas don't hide any Petas at all, and 
some hide enemies not goodies. Fortunately, 
Vibri has a secret skill freeing Petas helps her 
evolve, and at her most powerful she can 
stomp on enemies' heads and see exactly 

where Petas are hidden. 
There are several dozen pictures tncUded 

with the game, and these become harder by 
becoming subtler. Platn pnmary colours giVe 
way to muted landscapes, and it's far harder 
to find one specific orange Peta n a close-up 
of an autumn tree than in a bowl of otherwise 
blue and green jellybeans. As the levels get 
haroer, the game's weaknesses become mort 
cnue!ly revealed. Colour matching is a ittle 
erraoc - sometimes you'll need to head for 
something brown when the game is asking 

for a pnK. Vibrfs ~-evolved powers also 
unbalance a system thal worked so wel n tht 
PlevtOUS games: now there's ltttle potnt in 
being anything else. Each pocture level is 
id~ical each time you play- same Peta 
shopping list, same enemies. same h1d ng 
places - and this leads to victory soon 
becoming entirely dependont on repeated t~ 

and error. it's this, more than anything, whiCh 
reveals the game to be essentiBlly bonng. 

Vibli's charm remoos trrepresstbte, but 
Ripple feels comprorrised and rushed n a 
way she is not accustomed to. Not that she 

seems to mnd. as she bounds and lbps to 
pul ice cteamS from your aunt's nose 
and bve hearts from your dartboard. 

Edge rating: Fl\/9 oot of tet 



Future Tactics: The Uprising 
Fonnat: GC (version tested) Publ sner· Crave (US) JoWood (UK) Developer: Zed Two Price: $20 (£1 2) Release Out now (US) August 27 (UK) 

I t's been a long and no doubt gruelling road 
from conception to Piffage to Future Tactics, 

with the gloomy footnote that Zed Two closed 
before its game reached the shelves. In the 
sense that the game fulfils its intent - to prune 
that most spiky of genres, the strategy RPG, 
1nto something manageable, 1nturtive and 
bright - it was worth the uncertain wait. 

1t was evident from our first preview that 
stripping away the clutter and complication ol 
movement grids, action points and rules 
Within rules was an engag.ng design, and that 
hasn't changed. Even when you've become 
accustomed to your freedoms you'll send 
characters bounding across the landscape 
JUSt because they can: scrambling up cliffs, 
leaping walls, surveying the battlefield from 
every rooftop, treetop and outcrop. What 
can't be 1raversed can be flattened, with 
the shortest path to any destination only 
a terrain-goug:ng explosion away. Your 
enemies, sadly, give the sensation of having 
two-dimensional brains never quite able to 
comprehend such a changing 30 world. 

But what frustrates is that the care taken 
in reworking the mechanics isn't so evident in 
addressing other genre throwbacks. The 
initial difficulty curve is as mountainous as the 
most hard-bitten SRPG, with a single tactical 
error often enough to lose you a character 
and forfeit the mission. Bizarrely, an early plot 
development (though not early enough for 
newcomers) lifts this sudden-death threat, 
and difficulty evaporates - with any mission 
tneVItably conquerable 1n a last-character­
standing grudge match rather than requiring 
the player to build on hard-won experience. 

Mult1player sorely misses its potential, 
offering such limited numbers - two teams of 
two - that no amount of unlockable modifiers 
can enliven it beyond a deathmatch writ slow. 
Slower still when you're waiting for the other 
player to calibrate th8lr target reticule over 
your head. Muttiplayer could have been the 
h•ghlight, so it's a shame more thought 
seems to have gone into the criteria for 
unlocking options than the mode itself. 

As an example of unabashed, often 
exuberant Britsoft that pulls out the SRPG's 
staples and rebinds it in approachable ease, 
Future Tactics is remarkable, deserving of cult 
suocess. As a game intended tor a wider 
reception it falls short - not so far as to undo 
all rts good work, but enough to make what 
should have been a rallying cry just 
another voice in the crowd. 

Edge rating: Six out of ten 
Aiming indirect (left) or direct (right) weapons is a fine, and fun, art. There's no countdown, which 
invites obsessing for minutes over every shot - both a blessing and a curse for gameplay speed 

Previously in Ell 1, E127 

There's nothing intrinsically w rong with the 
polite scrap offered by multiplayer, but it 
lacks the bombast you've come to expect 
from the singleplayer game's gleeful warfare 
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Psi-Ops: The Mindgate Conspiracy 

Remote viewing allows you to safely scope 
ahead. TK surfing (top right) allows you to 
levitate over gaps and up to watchtowers 

Trading faces 

Psi-Ops Is generous W<th its secrets. letting 

you unlOck extra modes, missions a'ld 

characters both by fndong hidden garden 
gnomes and w th codes from the Internet. 

As "'"'* as comedy VJ19$. bikin<S and cheats 
you get ITIIno·moSSIOOS: bot&-SoZed puzzles of 

omag•nab~~e tn\Wdet. Also aV8Jlable <Sa 
coop mode whoeh splits controls across 

two joypads: one moving and a•m ng, the 

othe< ftnng and PS•·•ng. 
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Psi·Ops Is unexpectedly pretty, with the plot whisking you from grimy train yards to marble-floored 
palaces. Character models aren't especially sophisticated, but animation is f luid and naturalistic 

PreviOU!Iy n E 136 

0 r all the games rev1ewed this month, 
Psi-Ops is tno one wrtn the OOit excuse 

to be buggy. Its not )USt the headaches you 
can give tno game engr.e by pkng corpses 
LP. blocklng doors and )aiMllllQ pcstons, t's 
the chronc threat you pose to miSSIOO 
structure as you cheekily levitate yourself 
cleanly from one checkpo;nt to the next. And 

yet, despile the fact the game encourages 
you to mess around at every opportunity, 
you'll struggle to catch it with its pants down. 

A rock-solid thirdperson blaster at heart. 
Psi-Ops' hook •s the SUite or ps; powers at 
your d sposal. Able to evitate people and 

objects, urleash fireballs and possess 
stooges. he stndes the comdors and gantr>es 
more like a god than a crew-culled 1un1< 

whOs lost his memones (of COIXSe!) and 
doesn't know who to trust (not her'!) as he 
uncovers a consporacy dart<er than he could 
tmagine (imagine!). o r these powers. rt's 
telekinesis (or Tl<) that is the backbone of the 
game's ingenuity. Allowing you to bat enemies 
out of towers with an impat•ent fl iCk of your 
wrist, it also lets you pn them wriggling 
against the sky as you perforate tnem with 
pcstOI shots, or fireba~ a pole of etates and 
lovingly cip each soldier tn tne names in turn. 

The balance COIJcl consequently be 

hombly off. but by rampng up the armour 
of the soldi9fS and taklllQ advantage of 
well·des.gned levels, the game rernans 
challenging. Psi powers also provide more 
elaborate puzzle sections that force you to 
think creatively to stitch together your own 
solutiOn to an electrified floor or a room filling 
with gas. The control system deserves special 
ment10n, as rt could so easily have been crude 
or overwheming. Instead. tt's sophisticated 
and sensitiVO. catenng SOlidly 900lJ!tl for 
comdor-deamg run 'n' guns wttoe aftowlng 
amOibous flights of TK fancy. 

This 1S a short game, but not a mean one. 
Difficulty levels are intelligently cal brated, and 

an array of d nky untockables (see 'Trad•ng 
faces') complements extra play rnodes. 
Midway has also had the sense to give you 
the thing you want most: a playroom of death. 
complete with onfin•te health and giant 
wrecking bal s. There are problems - the 
defaun pstot whiCh partners your we8IXl'1 of 
choice is drastically lfflerpOwered by the 
end boss battles can lnustrate. and the map 
S abysmal- but 0\<eraJI Psi·Ops IS as 
rnaginative as ~ is competent. and as 
considera;e as rt IS demand•ng. 

Edge rating: Bght IL ter 



Mashed 
Formal PC, PS2, Xbox Put>isher Emp•re lnleraclwe Develop& Supersonic Proa>. £30 Reiea<P OUt now Previous., n E 135 

V ou can understand the excrtement 
surrounding this release, an addoctive 

and action-packed experience for up to four 
players from the team behind MICro 

Machines 2 and. more llldicatrvely. Orwt 
Break.ers. but one that is essentially a sJ1!11t 
rewoii<Jng of such Classic batting racei'S. 

Svnilarty basic •n aesthehcs, structure and 
mechanic, Mashed features four-car, 
helicopter-viewed events disputed on 13 
hazardous, shortcut-happy tracks where the 
obtective is to drive far enough in front so as 
to 'drop' your opponents off the screen. 
ltv'ow weapon power-ups into the rapod l'1'liX 

the lletocfes display fly-quicK responses) and 
you have a foolproof. if familiar. reope for 
dazzl1ng mult1player entertainment. 

PrediCtably, the appeal of the singlcplayer 
mode is lim1ted. While the majority of the 
rounds O!'e d•sputed over laps or 'kll' points. 
different tasks (such as the interceptiQr'l of a 
runaway car or Shooting down a pes1<y 
heicopter) occasiOnaly breaK up the 
homogeny. Mostly, though. battt ng aga~nst 
the AI only serves to highhght a d•stinc11ack 
of balance and delicacy. Play any of the 
rounds more than once and the I kelihood of 
obtaining the same result is slim. Luck. rathef 
than ski I. hes at the heart of success. 

With three othef JOYP8ds plugged 1n the 
game IMiOs up lfl'll'teaSIXab, becorn11'1Q a 
wid, revenge-fuel~ free-for-all (unless 
pla)llng 1n teams) as players frantically 
attempt to out drive, outwit and outgun each 
other at vory silly speeds. In this mode the 
numbef of play options increases. too. Wlth 
conventional mul!lplaY19f ventures (eg 

capture the flag) made ava~lable. assumng 

:t>ey've been unlocked n the lacklustre 
~ campaJgn. They help prov1de a 
'ocal point and a flttte structure to the events. 
The random eloment observed 1n the 
oneplayer mode never disappears, but the 
newfound social element of human foes all 
but makes th1s redundant. 

Uttrnatefy. the biggest concern 1S the 
game Itself. In an age of digitlsed CIIJes and 
phySICS-perfect handLng rt 's difficult not to 
regard the •mmed.ate and seem ngly urwersal 
popularity of a release displaytng such an 
elementary dynamiC as a sobenng Indication 
of the current gaming scene. That's food for 
thought. but for now Mashed deserves its 
success. it's not the most refined example 
(arguably stj MICrO Machines· territory) 
bullS ~ exceliont tun? ~ely. 

Edge rating: 8ght CA. 1t ten 

--------~--------------~------------------------------------------

Though hardly Innovative, the nine weapons available for pick-up (mach1ne guns, mortars, missiles, 
oil sticks, flamethrowers, mines et al) ensure that multiplayer races (or rather battles) are never dull 

For the most part, the courses are well 
designed, achievong a rare balance between 
length and a satisfying sense of rtlythm 

Bangers and Mashed 

In a brittoant louch. Supersonic has ensured 
Mashed differs from som tar party-style 
games by rema1nlng •nclusive at all times. 

This means that if you get knocked out of a 

multiplayer round you can have the last 
word. moving a crossha1r around the 

screen to unleaSh crUise missiles on the 
remain1ng conplltiOil rather than sitting 
quietly seethong and s1aring at the 
television. tt's a great ~ to further 

nteosoly an a1reac1y ferocious environment, 

although what thos woll do f()( offscreen 
relations is another question, of course. 
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Shadow Ops: Red Mercury 
Fom>at: Xbox Pub os!'er: Atarl Developer: Zombie Pnce· £40 Release Out now 

Shadow Ops is not difficult, but if you do die 
you have to trudge through long sections 
meeting the same tired enemies appearing 
at the same locations. Health packs are 
generous, so long as you look in every house 

Flash dance 
The only effect in the game that shows any 

degree of imagination is the finer produced 

when a flashbang grenade explodes 
neamy: an instantaneous whiteout effect is 

followed by a speckled blur to represent 

your distorted vision. lt gradually clears, but 
not before a bout of panicking and running 

into walls. You can get your own back by 

throwing flash bangs at the enemy, and 

watching as they fire spasmodically and 
turn on the spot can be quite amusing. 
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The very f ir:st level treats you to an on-rails 
section depicting helicopters dispatching t roops 
in a scene reminiscent of Black Hawk Down. 
lt only lasts for 30 seconds, but it's the most 
dramatic, if cliched, part of the entire game 

Ptevoously In E136 

H ad the plot taken its inspiration from 
The Boys From Brazil, Shadow OJ)s 

might have been interesting. h's curious that 
developer Zombie didn't include a cloning 
theme at all, as all the enemies within 
individual levels are identical, both in looks 
and behaviour. There's no explanation for this. 

Bashing a publisher for risk avoidance iS 
a familiar theme nowadays. but there's 
something more depressing at work here: 
Shadow Ops feels like a game put together 
by a team bored by the cliches of the genre 
and the special forces material it was given 
to work with. This quickly oornmunicates 
itself to the player. What plot there is 1nvolves 
globetrotting from Syria to Kazakhstan to find 
the nuclear d8Vlce of the subtitle, but it is 
largely rrelevant due to the back-to-basics 
game mechanics that fail to get you involved. 

AI is sloppy; and although both enemy and 
buddy act out their pantomimes adequately at 
a distance from one another the flaws soon 
show through when engagements become 
more intimate. Standing next to a terrorist as 
he fires at one of your team off screen but fails 
to notice your presence is unforgivable. The 
genera design and execution is ordinary at 
best, and never becomes good enough to 
paste over these intermittent cracks. 

Levels are narrow and constricted rather 
than sprawling and 1ntricate. Planting an 
explosive charge at prescnpted points by 
pressing the '/li button is about as complex 
as mission objectives get. and the few levels 
that introduce obligatory stealth sections are 
half-hearted - you get a silenced pistol and a 
sniper rifle and must headshot guards before 
they reach alarms. The number of explosive 
barrels is another indication of someone 
looking at the videogame deSign book of 
cliches for too long. 

Grenades, both explosive and flashbang, 
can be thrown by pressing the black button 
but the small area of effect and a lengthy time 
delay make them more trouble than they are 
worth. This kind of imbalance could have 
easily been tweaked after some diligent 
testing with honest feedback. it's noticeable, 
for instance. that enem•es suffer the effects of 
a flash bang for a shorter period than you do. 

1t may not be the most broken game ever 
made, but it's certainly one of the tamest. 
Technically proficient but creatively redundant, 
Shadow Ops' only unusual quality is that it 
can lull you into a torpor more rapidly 
than a hypnotist's wheel. 

Edge rating: Four out of ten 



Mario Vs Donkey Kong 
FO<mat: Game Boy Advance Pub isllcr: Nintendo Developer: In-house Pnce: £30 Release: Out now (US) TBC (UK) 

A nother month. another Mario. Seldom 
can the well-thumbed mascot have 

~peared in so many games yet been so 
far from having one to call hiS own. This 
1andheld diversion is not that title, but it's 
;urely as close to his roots as he's been 
;.nee Sunshine's void levels shot him from 
9a.rlhbound chores to a free-lloating, 
~ee-wheeling toybox dream. 

Mario Vs Donkey Kong repnses 1994's 
;u~ Game Boy version of Donkey Kong, 
Nhich spun the venerable arcade game's 
1andful of levels into a hundred. and its blunt 
3ction into a dense, subtle test of both wit 
3nd skill. This, then, is platforming from the 
)Id school, limiting the playing field to a 
;creen or three, but cramming every square 
nch of it with springs, vines, fruit, dustbins, 
;onveyor belts and malevolent toy monkeys: 
3 variety pack of instant death. 

The simple formula of the original - get 
<ey, reach door, repeat - has been expanded. 
Jn every other screen Mario must rescue a 
;lockwork toy in his own in1age, stolen by the 
ealous ape. Get six of these and you must 
~uide them, Pied Piper style, through a bonus 
evel before facing off against Kong in a 
-elatively in1aginative and forgMng boss fight. 

After SIX such worlds the 'plus' worlds are 
-evealed, with a welcome focus on stringing 
:he mini Marios along. Stiff high-soore 
;hallenges on every level force a keen pace 
md risky routes to get bonus items: these in 
:urn unlock a srnall set of expert levels. Uke 
hat singular modern classic in the 
:u-cade-platform genre, Super Monkey Ball, 
:his game understands that the best possible 
·award is more punishment. it's not a limitless 
;hallenge, but the nugget-sized levels are 
)erfect for mobile snack play, and it's been 
;tructured for longevity. 

Mario Vs Donkey Kong may not be easy 
)n the eye, but it's a delight to behold the 
;ystem of checks and balances. rules and 
-etationships at worlk here, some of them 
·ooted deep in Mario lore. For the most part 
hey' re well exploited (especially the 
;witchable, colour-coded blocks), exhibiting 
;ome invention and requiring some from the 
)layer in return. Some. but not quite enough 
o fully satisfy. The elegant sleight-of-mind 
.hat marlks a great puzzle game is too 
;caroe, the freedom afforded the player too 
leeting. So ultimately this is not the 
riumphant return of a long-lost genre 
~o~e were hoping for. it's just a tribute. 

:dgerating: Seven out of ten 
This is an ugly, visually hamstrung game. The rendered look is fudged by the GBA's resolution, and 
fudges collision detection in return. A game so graphically dense should aim for clarity over effect 

Preoously in E138 

Backflip symphony 

Mario's verve and versatilily are of utmost 
importance, and the game doesn't let him 

down. The tight confines have throttled 

back his momentum, but the payoff is a 

repertoire of moves that prefigured Super 
Mario 64's acrobatics when they first 

appeared in Game Boy Donkey Kong. 
Though the control scheme is precise and 

has perfect, tactile logic, ifs still possible for 

Mario's kinetic glee to get the better of him. 
and you. Which is exactly as rt should be. 
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Espgaluda 
Fonnat: PlayStation2 Pubhshe<: Arika Developer: Cave Price: ¥6,800 (£35) Release: Out now (Japan} TBC (UK} PreviO<tsly Ill E I 35 

----------------------------------------------------------------------------------

Espgaluda 's two characters follow tradi tional 
Cave rules - one has a stronger focused beam 
attack, the other a wider spread on their 
rapid·fi re attack. Slightly less explicable is 
their transformation in Kakusei state into a 
twin sister/brother of the original character 

Portable gaming 
Arika's port is as accomplished as its w011< 
on DoDonPachi Dai·Ou·Jou, although 
some visual fidelity is lost in the forced 

resolution. Simulation Mode features again, 

allowing practice of sections under defined 

conditions (including 'Death: On/Off'}. 
Included IQ( Cave fans is Arrange Mode, 

which adds characters with fire patterns 

from 1998's shooter heartthrob ESP.Ra.De 
- Espgaluda's spiritual sister title. 
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The notc hes on a boss's health bar indicate the moment a section w ill explode, allowing canny 
players to wait for the most intense bullet spread before entering Kakusei and delivering the last shot 

£DQ-.,. JJ9 

T here's a familiarity to Espga/uda's 
screenshots that suggests the wall-of· 

bullets shooter is tn the same CO(ner of the 
same arcade where you left it ten years ago, 
but looks can be deceiving. ft may appear 
unplayable without mihtary·grade reaction 
times, but rt's one of the most accessible, 
unrestricted games to grace the genre. lt may 
be built on machined, mathematical precision, 
but it overflows with vibrancy in every 
raspberry swirt of bullets, gilded flywheel and 
stonn of plate-glass wings. 

Abandoning the chain-kill bonus of 
previous Cave shooters, Espgaluda 
introduces 'Kakusei', a surprisingly flexible 
speed-altering system. Destroying enemies at 
the game's normal speed harvests crystals, 
required to power the first Kakusei state. 
Activating this state halves the speed of 
enemy bullets - which allows precious extra 
seconds to slip belween their ob iterating 
streams. More importantly, slowed bullets are 
converted to soore·boosting gold upon 
destn.tction of the enemy that fired them. 

This first state inevrtably drains your crysta 
stock and, when depleted, activating Kakusei 
enters its second state, in which bullet speed 
is terrifyingly doubled. There's no plasma-to· 
gold alchemy here, but white-knuckling it out 
prov des a scoring bonus. In either state your 
characler's favoured attack is strengthened, 
and being hit automatically activates the 
Guard Barrier, a protective counter-attack that 
musl oth9fWise be manually operated. 

Far less torturous in practice, the system's 
genius is that rt makes each game a personal 
dance of risk and reward. Though levels are 
scored as a rhythm of cannon fodder lor 
crystals and bullet-spewing sections for 
Kakusei, the lempo is entirely the playef's. 
Tease out every bullet, sacrifice every 
millimetre of screen for the perfect gold rush, 
or save that heartbeat of slow time to plot an 
escape route through the next blossoming 
pattern. it's notable how quickly the game 
instils the confidence - or lunacy - to choose 
the backhanded protection of double-speed 
Kakusei over the one-hit ktlls of nonnal play. 

Espgaluda affinns that the shooter is 
traditional, but not conservative. Though it 
oould seem Cave is aptly named, unaware of 
a world that's moved beyond its 20 arcade 
board of choice, within the confines of that 
hardware it continually reinvents and 
innovates - and Espga/uda marks the 
pinnacle of that evolution 10 date. 

Edge rating: Bght out of ter 



Perimeter 

The dea of a terraformu1Q RTS where the 
enemy are the embodied noghtmares of 

the people who PQP~Jate your moi:Jile 

aroology (a flying ZJ991Tat crty called ·Frame1 
doesrl"t seem to be the kind of game that 
anyone .n the west would have dared to 
develop. LunatiC space opera s an 
unfashionable genre these days, but 
Russian developer le has pulled 1t ofl. 

The strategy itself IS elegantly balanced 
and quite ononnous- there's huge scope for 
players to get to gnps w1th somo clever 
tactoes. Of!Ce the 1nrt1al toothlng problems of 1ts 
unfam iar dynamiC have been overcome (a 
number of the C81T1PSJ911Ievels will leave 
players myst 'led as to qu to what's goeng on. 
and snce there's so much happening in the 

game as a wtlole there are a fa.r few missions 
that are ~me more than an introduction to a 
certain unit or game concept). 

Once 1n mot1on, basiC un1ts morph into 
other, more useful uMs and can be 
transfOfmod back again to be reused in some 
other fonn at a whm. Th1s adaptability means 
that a large nurrber of possib<liti9S awans the 
amblt~s tactJOan. Fnom tunnel ing assaults 
to fly ng barrage defences. Perimeter rel165 on 
the imagootoo of players to become 
genunely 1nterest ng The core process of 
terratonnng and USing the eponymous 
perimeter sheld to defend the base IS a 
gradual out chal enging task of m1cro 
management and spht-second decision 
making. The shield 1S the ultimate weapon, 
defending the buildings with a wall of total 
1nvulnerab hty. Unfortunately, rt also requires a 
vast amount of energy to keep rt nunn ng. 

The expansoo of the base requires linKed 
power r.xles whiCh 10051 be jealously 
guardod, and constructing the necessaty 

oeferiCeS to fend off tre relentless hordes w 

stnke some players as laborious. The energy 
they channel can ody be procured by 

terraf0«'11ng. a slow and steady process that 
IS beaut ful!y represented by tiny mrte·l ke 
robots that pock the landscape to reclaim the 
resources they need for their geological 
reconstructiOn. Once an area 1s reclaJmed rt 
must be built upon, weeding out the alien 
scourge that enupt from nodes on the surface. 

Since th1s 1S one of the most pecull8r 
titles of recent limes. both 1n game aynamc 
and in presentatoo. 11 v.il pass many people 

by. Nevertheless. for those who bother to 
pers.st. rt prows profoundly Russ&an 
and surpns1ngly engrossng. 

Eight " 
Despite the vast scale and profound oddness, Perimeter is consistently beautiful. The way In which 
nenobots chew up the landscape to terraform the planet has en ugly, Crichton-esque vibe to it 
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Connecting the nodes is the bread and butter 
of Perimeter's energy management. Unit 
production and shielding do, In time, 
become rather more complex Issues, so 
automated defences must be employed 
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Karaoke Stage 
Fa<mat: PlayStation2 Publisher: Konami Developer: In-house Price: £40 R&eaS€: September 2004 

Pull off enough combos, and the crowd 
starts to chap and cheer along. Ifs a 
genuinely exhilarating feeling that 
motivates you as soundly as a high score 

Previously in E 132, E 135 

I f SingStar has already whetted your appetite for 
oompetitive crooning. the first few minuter or 

Karaoke Stage will either send your heart soaring or 
sinking. Where Sony created a sparkling piece of 
leisure software, Konami has made a videogame. 

In the main game mode. each level's song 
choice is lim1ted to four, structunng the challenge 
but alienating would-be entertainers. Pitch 
detection is accurate and, for the songs you know. 
Konami couldn't have provided a better arena for 
belting out the warbles you've perfected in the 
shower. But for the songs you don't know - and 
there are likely to be many - those warbles will be 
your undoing, capsizing an otherwise satisfying 
quest for high score. By preserving every nuance of 
the original, Karaoke Stage makes the learning of 
new songs laborious and intimidating. 

Presentation is cuter than SingStar's icy chic, 
with a story mode seeing crowds gather to cheer 
as you rise from busker to superstar. But by placing 
restrictions on song choice, and by requiring a 
purist's replication of each track. Konami has 
made Karaoke Stage less of a game. 

Edge rating: Six out of ten 

Athens 2004: The Official Videogame Of The Olympic Games 
FO<mat: PlayStation2 Publisher SCEE Developer: Eurocom Pnce £40 Release: Out now 

T here was a time When the Olympics were 
about fierce, unoompromis'ng brilliance. The 

modern games, as evidenced by the unthreatening 
impotence of the mascots. are all about inclusion. 
Athens 2004 is very much of the latter school. 

The game gains most of its character from the 
diligent creation of individual athletes from every 
nation. Lanky or squat, gnnning or groaning, they 
give a real sense of connect,on as you go for 
increasingly unlikely gold. Although representing 
only a portion of the events that make up the 
games. the range- skeet shooting. hurd ing, high 
jump, weightlifting. etc - has been chosen to 
guarantee variety. This is borne out in the controls, 
from button hammenng on the track to the 
analogue sensitivity of the rings and the Dancing 
Stage fam'liarity of the gymnastics. Dance mat 
compatibility ensures multiplayer is hotly contested. 

However, the variety of controls is overdone, 
making the game complex and confusing, and 
there's no customisable mu~iplayer. Nonetheless, 
this is a welcoming, capable and entertain1ng 
take on what gaming used to mean. 

Edge rating: Six ort ot ten 
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PreviOUSly in E135, E137 

The range of control schemes ensures 
singleplayer remains varied , but 
undermines Athens' usefulness as a party 
game. Some games, like archery, are 
self-explanatory, but others will have you 
reaching for the pause·menu into screens 







"I '"!as a young, hungry programmer w•th a 
FerraJi to serviCe (well, almost!), and I had the 

urge to write something even better than my 
C64/Atari 800vers•ons of International Karate." 

says Archer Maclean when prodded on the 

•nspiration behind IK+. "I wanted to essentially 
move fighting games away from the Karate 

Champ-inspired original and had to come up 

with something novel. I wrote C641K1 from 
scratch originaung all the code myself. 

developing 1t Within the proven Dropzone game 
shell I owned, and w1th bog doses of qua rty 
added to ensure a fun game. However, I knew 
at the end of IK 7 that w•th some machine code 

optlm1sat100 I oould actually draw at least three 

players at ortee, 1'101 the trad toonal twO. and tn•s 
opened up all sorts of ideas Around about the 

same time •n lllld- 86 I was approached by 
ActMslon. the dostnbutor for System 3 
products, to produce a sequel or a new tnte for 

: ~ 

statement, for IK 7. and I watChed rt h t the 

number one spot m the USA wrth others 

getting fat off h. . obviously didn't want to 
be shafted twice, and so I happily liCensed 

my new game code to ActiVISIOO directly." 

The JOY of IK + was •ts repertO<re 

of moves, some of wh•ch were far 

more ambitious than other lighting 

games of the time. "One of my 

favourites is the headbutt. because 

it's quick - there are two frames of 

animation - and the speed is pretty 

spot on," says Maclean. "Another. 

and it was spectacular if you got 1t 

nght, was the double face kick. lt 

was actually inspired by JackiE! Chan 

1n The Cannonball Run. There's one 

PQ4nt where he's ha'llng a fight with 

two bikers, and he suddenly Jumps 

up and cracks both of them tn the 

face at the same bme. lt's very, very 

•mpressive - and apparently tt was 

although •t's often a very patnstak•ng 

process." he adm1ts. "There were 

loads of karate games around at the 

time. Karate Champ, Fist- which 

was a big favourite of mine - and 

a lot of them featured the same sort 

of moves. I wanted to do something 

that was d•fferent. 

"Now. to do something hke the 

backfhp- whtch hadn't been put 1n a 

game before - I tned all sorts of 

thtngs. One was JUSI drawtng rt, but I 

the TV, froze the frame, then drew an 

outline around 11 w•th a pen," he 

reveals. "I'd advance rt by around 

two frames then draw the next p1ece 

of animation. I did dozens I then 

took the cellophane and put •t over 

my computer screen, pa•nstakrngly 

recreatrng each 1mage 1n pixels. That 

then formed the pnm1tive 'motion 

capture' which gave me the speed of 

body movement through the arr in 

realtrme. Thafs how I did rt." 

"I took the cellophane and put it over my computer 

screen, painstakingly recreating each image in pixels. 

That then formed the primit ive 'motion capture"' 



. . .. : 

untol the end, apart from a few 

couldn't get hold of 1t quick enough. 

oo which players fig 

.. 



RESET 

Examining gaming history from Edge's perspective, five years ago th is month 

Issue 7 4, August 1999 

Onimusha, before it was 

reinvented on PlayStation2 

2 Grand Theft Auto 2, 
exploring gang mentalrty for 

the first time in the series 

3 Sega president frimajiri 

conceals Dreamcast's 

faJiings with statistics 

4 The well-travelled Mr 

Tetns, aka Henk Rogers 

5. An F355 feature ... 

- ... and an Outcast advert. 

Nothing but a cOincidence 

- Pete Fowler's delightful 

Super Furry GameBoy 

tl PalmPifot OoomC£, a 

lawsurt waiting to happen 

o Lara Croft begins her 

career in the world of 

adult entertainment 

1C Ape Escape: a 7/10 

game 'aimed at the younger 

gamer' (but fun for all) 
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"Evil Games" yelled the cover of the Ferrari­

embfazoned E74, but rt's OK, this wasn't some Daily 

Mail-style expose on why videogames are des1roying 

middle England. Instead, we'd been to visit Shin,i 

Mikami and Keti fnafune (funny how h story repeats) at 

Capcom to discuss survival horror. The visit confirmed 

that Capcom 's corporate headquarters were indeed •a 

world away from Raccoon Crty," though an article in 

which we ran around shooting zombies might have 

proved even more interesting than a series of revelat1011s 

about the never-to-arnve P!ayStation I Ommusha. 
"Enemies will look evil," said lnafune, "as if they come 

from hell.• Very dark Some day we'd I keto fight pretty 

enemies, who look like they've come from the salon. 

The issue's two main discursive features were 'Mr 

010 ED<I.E AEAU.V SAY ...,..T? 
'Artyw;Jy, Francis. when are we going to see Evelyone's A Vlaf,Y 64?' 

We start a petition for the rerum of one of vld'eogaming's great 
franchises in a response to a reader letter 

010 TlfEY AliAU.Y SAY lliAT? 
"He's a very simplo guy- his rew:Jfd for Mario is that he doesn't 

h.av& to wear neckties." Henk Rogers speaks affecttonately about 
his fnend, Shogerv M<yomoto 

TESTSCAEBIS AND RA~ IGS· 
Outcast (PC/DC; 8tl 0). DLilgeon Keeper 2 (PC: 8/10), 

V-Raly2 (PS: 8/10),AceComtxlt3: Elecvosphere (PS: 6110), 
Ape Escape (PS: 7110), Dynamne Cop 2 (DC: 5110), 

Mechwamot 3 (PC: 7/1 0), 'Ml<ld Driver Cllompionsh<p (N64: 6/1 0), 
El<av<>heart (PC: 8/10), Dance Dance R~lulion (PS; 5110) 

3 4 

7 

Tetris', in which we met Henk Rogers. not Alexey 

Pajrtnov, and 'G@me On' w~ere the future of online 

gaming was discussed and dissected. One of the 

commentators was Dreamcast supremo JF Geed ion, 

who explained: ·1 really believe in the soc1al gaming 

aspect of Dreamcast. • MeanWhile, we were trying to 

access websites With a Japanese import machine. 

Surprisingly, we couldn't get Hotmaif to work, but 

teensluts.com proved no problem, and we printed a 

screenshot to prove it. Perhaps publicising that might 

have improved Sega's fortunes? 'With the right 

software. a Dreamcast coutd prove one of the essent.al 

buys of 2000', said the arllcle. 'And not jus: for the 

hardcore gamer'. Yes. hardcore porn fans. lhis 

console is for you. 

£DG£ 
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1n ox~ Communicate by post: 

Letters, Edge, 30 Monmouth Street, Bath BA 1 2BW 

Or email (stating 'lnbox' in the message header): 

edge@futurenet.co.uk 

Could somebody explain to me why 
Beyond Good & Evil failed to perform at retail? it's 
imaginative, distinctive. polished, great to look at 
and it's even got that Gwl Power thing going on. 
I know Ubisoft's decision to release it in the 
Christmas rush was probably a factor but surely a 
game as individual as this one should stand out 
from the me-too crowd? 

lt seems that Ubisoft's ideas for increasing 
Prince Of Persia's sates boil down to making it 
more hke the huge crowd of dark, brooding 
thirdperson action titles and less like a umque 
combination of Araoian Nights meets Ieo. 
Uniqueness appears to be considered a 
disadvantage because it makes it drfficult for 
marketing people to write the copy on the back of 
the box. If a game can't convey its fundamentals in 
ten words or fewer, it needs to be adJUSted to fit 
more easily into a pigeonhole. 

Thank goodness for people like the Clover 
Studios team. As US and European publishers 
slowly assimilate all games into packages they can 
describe with a three-letter acronym, it gives me 
great hope to see people trying desperately to offer 
something new. let's hope they manage to achieve 
some of their aims before market forces send them 
the same way as looking Glass. 
Chris Preston 

You've said it yourself: surely a game as indrvidual 
as Beyond Good & Evil should stand out from the 
me-too crowd. And it does. And in doing so it 
gives the average Joe 'the fear'. There's the rub. 

I want to thank you for printing E3 coverage 
of our debut game, Mario Pmba/1 for the GBA. 
However, your article lists Nintendo as the 
developer of the game, not us, Fuse Games ltd, 
a recently formed UK development company. If 
you can correct this in your future ten-out-of-ten 
review, it would be much apprec ated. 
Adrian Barritt, Fuse Games Ltd 

Our apologies. We blame that Sony party. Again. 

'We want more exposure.' 'We demand 
acceptance.' 'The games industry is like the film 
and music industries - it should receive more 
respect!' .. . Stop. These statements should be 
followed by the question: 'Why?' 

ll is not easy to answer, is it? But why do we 
want these things? Is it for the money they would 
bring? No, because the money would go to the 
companies so they can make more games based 
on recognisable brands like Tomb Raider, so the 
investors would make a profit, much like a 
production company would churn out an identikit 
blockbuster or a record business would create a 
boy band. Would it be to bring recognition and 
heap kudos on the makers? No - why would we 
care if they won an award? Besides, if it were 
anything like the farce the Oscars and every other 
annual pat-on-the-back award has become, it 
would mean very little to anyone. 

Would it be to allow garners to be more open 
and honest about their passion? Close, but since 
vvhen did film buffs and music enthusiasts have to 
campaign for it? If somethrng was born into a 
niche, then it will most likely stay there. And this is 
vvhere the bulk of the problem lies: where do 
games exist in society? Are they a hobby, a 
speciality, a form of entertainment, relaxation, even 
a form of art? lt cannot be told where it lies, it just 
does, but who better to judge than the very people 
who support it? 

Unfortunately, the attitudes of garners are a 
mixed bag - now more than ever. Some people 
consider it their possession, their property; they do 
not want anyone outside of the community to 
touch it, especially the big companies like Sony 
and Microsoft. Others are indifferent, preferring to 
just enjoy it. Some push for this new identity with 
both hands. Overall, though, garners would prefer 
games to be seen as something other than a 
preference. However, in contradiction, these same 
people were dubious about Sony's involvement in 
the industry, almost opposing it. The same 
happened with Microsoft, and no doubt will 
happen again. 

But hold on - thrs is the exposure they craved, 
the big companies branching out into the fertile 
field of gaming. Old warhorses like Nintendo and 
Sega failed to bring the industry into the 
mainstream despite being dedicated to the market 
and it took Sony to bring that realisation closer 
than ever. Now, Sony is the undisputed king of the 
gaming world, and the PlayStation brand is the 
console of choice for both casual and dedicated 
garners. Mrcrosoft received more flack than Sony, 
and even though it failed to scale the heights of 
Sony, it has competed on an even keel with 
Nintendo, filling the space vacated by the 
cognoscenti's favourite, Sega. Is it a bitter rrony 
that a conservative past me wants more while 
changing Wle, without realising that the industry 
had been evolving all the time in spite of what the~ 
wanted, adapting to the environment around it 
before it became extinct? I wonder, will the 
staunch support adapt similarly, or go the way of 
the Segasaurus? 
tan Shaw 

Those are some interesting questions. On the topic 
of winning awards, though, you should never 
underestimate the pride with which development 
types receive such things (and few more so than 
Edge's EIGF gong - see p13). 

The quest for realism is an illusron. 
Reproducing interactive photorealistic images is ar 
unrealistic goal set by the ·experts' while the film 
industry makes and takes money from the 
videogame industry. Seen Troy or The Day After 
Tomorrow? Wouldn't have been possible without 
videogames. Early pioneers showed the world the 
power of electronic representation. Tron was 
considered a failure at the time of its release, but 
only because it was ahead of its time. lt showed 
the world what was possrble. Hollywood is taking 
the videogame industry for mugs, and it's time tha 
changed. Videogames have to break free from the 
restraints of the film licence. and become 
recognised as an independent entity, like music is. 

Thanks goodness for people like the Clover Studios team ... 
Let's hope they manage to achieve some of their aims before 
market forces send them the same way as Looking Glass 
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If I sound pissed off, it's because 1 am. People 
1t the top of their game in films, music and art will 
>e remembered for ever more, while videogame 
>reducers will be remembered by a precious few. 
3hetto Buck 

rhank you, Edge. Thank you for reporting 
rom E3 without using a single image of a scantily 
~ad woman. lt is truly commendable in an age 
vere one cannot visit 'game site X' without be1ng 
>ffered a link to the 'babes of the show'. Finally, an 
ssue I can share with my partner and not be 
~mbarrassed by the totally sexist attitude of many 
>Ublishersipromoters. Thank you for not 
Jnderrnining the morality and intelligence of your 
eaders. Well done. 
)avid Valjalo 

~h! Edge. What do I love about it? 
The fact that a 260-word article occupies a 

louble-page space - the rest being devoted to 
>ublimely pleasing design aesthetics? Nagoshi 
•eering from displaying unabashed enthusiasm for 
>ew paymasters Scga one month lhen devoting an 
!lltire column to his love of drinking the next? 

No. lt is the tact that, as a 40-year-old news 
)Umalist, Edge takes away I he guilt of buying and 
)ving games. 

The raised eyebrows and withering stare of my 
>artner when I unwrapped the Xbox which 
:ompleted the final piece of the PC/PS2/ 
3ameCube jigsaw. The having to I e about how 
nuch I have paid for games. Edge nullifies all this 
vith ils love and enthusiasm, its erudite wisdom. 
\nd now the wife (who teaches sociology and 
>sychologyj is begging me to supply her with Edge 
ll'lieles to use in lessons while, I might add, still 
!ecrying the value ol videogames. Ah, well .. 
l ndrew Hemsley 

)K, that's enough Edge praise for one month. 

feel that the subject of 'advergaming' is a 
·ery interesting one. lt seems at the moment that it 

John Dillon believes that 'advergaming' , a theme 
explored by the likes of Worms 30, should be a 
way of giving more benefits to consumers 

is being sold to the gam1ng community on the 
basis that it will help smaller developers bring 
more interesting concepts to the market (mentions 
of G-Police and Judge Dredd seem bizarrely out 
of place here!). However, I am extremely doubtful 
that this will be the case. 

I am not against the inclusion of product 
placement in games or indeed if a game wants to 
be 'brought to us by', but I would prefer it if these 
practices were employed in order to bring down 
the price of the game itself! 

How will the gaming world seem in five years' 
time when the inevitable deluge of 'advergaming' 
changes the landscape? Will the Master Chief 
struggle to destroy the Covenant and the 
mysterious Polo to restore global minty breath? Or 
maybe Tippex for Wipeout or Andrex for the The 
Sims: Houses Of Parliament Deluxe Edition? 

'Advergaming' is happening and in order for 1t 
to be embraced sympathetically liJ(e Graham 
Davies wishes (frontend, E137) perhaps developers 
could split the proceeds between themselves and 
the gaming community. 
John Dillon 

Developers sharing proceeds w1th consumers? 
Perhaps when Coronation Street starts sharing 
its Cadbury's revenue with its viewers, yes ... 

I completely disagree with Cack 
Hander Qnbox, E 137). Thinking that your writing 
hand affects playing games is absurd. If Halo had 
walk on the oppostte stick to the one it does. 
anyone would be able to play it if they just spent 
the time to get acquainted with it. We learn initially 
d1fficult control set-ups all the time as garners - it's 
part of what we do - but, moreover, there IS no 
such thing as a non-ambidextrous player. 

Example: I am a right-handed writer, but which 
hand do I use to do the complex tapping and 
rolling mottons in games like Virtua Rghter or Street 
Fighter? My left . My right hand just sits there with 
the relatively pain-free task of tapping buttons, and 
that is an example where I am using the very 

muscles I use when I am writing - the ones in my 
wrist and fingers. Don't say you can't move one 
thumb equally as well as your other one, because 
every able-bodied person can. 

When played on a PlayStation or Xbox 
controller, both your hands are doing essentially the 
same thing in firsVthirdperson games - wiggling a 
st ck around and squeezing a trigger with the index 
fingers. I don't complain that I have to use my non­
writing hand to walk around, so you shouldn't 
complain that you have to use yours to aim. 

The only argument that would carry weight 
in relat1on to left-handed gaming is when playing 
a game with a mouse, and then it 's just a case 
of buying a different mouse, not unnecessarily 
moaning to game developers that already have 
enough to worry about. 

Left-thumbed? Leave it out. 
Jonathan Tilbrook 

I 'm really sorry to bother you, but we love 
the NOS pen featured in E138. Do you have a 
couple spare, by any chance? fY'/e promose we 
won't sell them on eBay!) 
Janan Jedrzejewski 

Unfortunately, the clutch of NOS stylii we bagged 
at E3 have now all been p1nched - by journalists 
working on Edge's sister magazines, probably. 

Oh my! Subscribe to Edge now and save 
£ 12 on the cover price? AND free delivery? AND 
receive a free limited-edition T-shirt? Why, I'd love 
to! Display my pride in Edge to all on the street? 
That sounds like a wonderful idea to me! 

But wait! There are choices to be made here. 
Navy or khaki? Khaki, please. Medium or 

large? Now, let's see, I'm 5'1", and a size 8, so 
that roughly translates to 'To Your Knees' or 'To 
Your Ankles' .. . Hmm. Looks like I won't be 
parading my love for Edge around the streets 
fo' all to see, after all. 

Oh, well. At least I'll get a new nightdress. ,2. 

Louise Holden --

Some people consider gaming to be their possession, their 
property; they do not want anyone outside of the community 
to touch it, especially big companies like Microsoft and Sony 
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