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The future of electronic entertainment 

F obwlg the appearance of Tel<ken 5 and Resident Evi 4 
on previous covers or Edge, placilg Metroicf Pnme 2. 

another sequel. on page one or this month's ISSUe Wll 
orobably be a source of constemaoon to some 

There is. in pan. a pracbcal corlSidetatoo behind the 
cfoosion: just as sequels increaSinglY domonate the charts. 
so they head up garners' concerns. But there 1S a related 
•ssue: sequels are actually driving games rOIWard. 

As Vldeogaming reaches Wider aud1ences. the tr911s of 
other entertanment mediums are permeating lt. Attracting 
attention to a new title is now as important as the buSiness 
or creating quality games. 

In Hollywood, big-name stars seNe to bnng audiences to 
c1nemas. Another common solution is to turn an exiSting 
book into a movie. Without Matt Damon, Kiora Knightley or 
John Grisham, videogame publishers are attempting to back 
up big-budget projects with erther licences (Spider-Man 2) or 
the values or an established series (Rna/ Fantasy). And rt's 
surely preferab e that games draw on their foneboars for 
kudos rather than relying on the StJCCe$$19$ of other industries. 

There will always be fresh titles, of oour$19, and we'll be 
here to champton them. out ncreasingly publiShers sea them 
as toss eaders - the real mooey ies n the fOllow-up. There 
wil always be poor-quality sequels, too. But the best 
developers treat theu' progeny as theor crown jewels. 

Nll"'tendo. SquareSoft. id Software, Bungoe and Aoci<star 
know lhatlhelr games' names are worth literally mdllons 
Reputatoons can be runed overrliQhl. 

lt's better that rn.llions of poundS are spent addng 
gameptay to GTA or Metroid Prime than on buying an !dent ty 
from the makersofTnoyorl, RobOt And .rs better that a 
great sequel fixes the problems of the first game - and pays 
for ~s development - tha'l ir neither game were made at all. 

Does any of this seem fam liar? lt should - thoSI9 words 
are almost exactly the same as the ones that made uo the 
editorial 1ntro to issue 63 of Edge, nearly six years ago. 
Sequels, you see - you just can't avoid them. 
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Big three press on with next-gen race 
Vlicrosoft's CEO talks of beating its main console rival, while Sony signs 
n o re to PSP and Nintendo overhauls its dual-screen hand held design 

D evelopment of the next generation of 
gaming hardware is continuing apace, 

Mth Sony pledging to show its next home 
llatform at 2005's E3 and Microsoft 
:laming that it'll beat the Japanese market 
eader next hme around. On the topic of 
<box, Microsoft CEO Steve Ballmer 
ecently said: ·we may still be losing money, 
JUt we have gone from nowhere to a 
;ignificant player with a whole different 
~pproach. We've generated something 
)(and new. I'm betting we can take Scny 

n the next generation." 

talk that development is not going well, but 
we expect to have a playable version [of the 
next console] at E3. We are pushing ahead 
with that schedule in mind." 

The company plans to push its initial 
PS3 software range at next year's Tokyo 
Game Show, release alpha dev kits to game 
studios in the first half of 2005, and get the 
finished hardware into Japanese stores for 
the end of the same year. 

front end 

However, his technology staff may have 
o p•ck up the pace If Xbox's successor is to 
each the market before PS3, something 
hat has repeatedly been stated as a goal. 
X>nsider the words of one developer, who 

Much speculat1on currently surrounds 
the introduction of new home gaming 
hardware. Some observers claim that it's 
happening too quickly, although it's worth 
not1ng that Scny intends to maintain 
PlayStation2 as a viable market proposition 
for "at least another six years," aocord;ng to 
a source close to the company. 

Nintendo's OS is retaining the functionality offered by demo units at E3, but the console's 
design has been revamped in the wake of unanimously glowing reports for Sony's PSP 

J d not wish to be named, currently W()(king 
m software for Mi()(osoft's next console: 

Xbox2 is still very basic at the moment -
ron•cally running on G5 Macs but at a snail's 
Jace. There won't be any proper beta kits 
Jntil next year, so it's very awkward getting 
mything actually finished on it. The graphics 
11e're working with are a bit more h1-res, 
md there's more power to do spangly 
lffects, but it's the same old game .. ." 

In July, Scny chief Ken Kutaragi 
1ttempted to allay negative chatter that has 
~erged surrounding his ocmpany's next 
nach1ne, stating: "There has been some 

Handheld developments 
In the portable hardware space, meanwhile, 
Scny has announced 25 new publishers for 
PSP, includ1ng Atari, Eidos and Ubisoft, 
along with Japanese companies X-Nauts, 
Arika and 03. New PSP titles also 
confirmed include Burnout, Ghost In The 

Shell. Stand Alone Complex, a new Harvest 
Moon title, rhythm-action game Technic 
Cute (from Arika), puzzler MOJipittan 
(Na!T'co), Transformers (Atari!Melbourne 
House), and a new Pro Evo from Konami. 

Scny has also confirmed that PSP will 
offer support for 16-player wireless 

"We have gone from nowhere to a significant 
player with a whole different approach. I am 
betting we can take Sony next generation" 

EDGE 

connectivity {although it's not yet known 
which games will be compatible), with the 
opportunity to link up with PlayStation2 
hardware via USB ports. 

Finally, a source has revealed that 
Nintendo's upooming OS has been quite 
significantly ovemauled in light of the 
positiVe reaction to Scny's PSP. The 

finished design is reported to be 
considerably sleeker and more refined 
than the slightly basic-looking silver­
coloured demo units seen at its 
official unveiling during E3 in May. 
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Game Stars prepares to go Live 
Having been deemed a success following its two TV outings, 
ITV's gaming event is gearing up for a September spectacular 

T aking place from September 1-5 at 
London's Docl<lands-based ExCel 

exhibitJOO centre, Game Stars Live IS a 
multifonnat garnng event aimed at 
consumers. Re~ectrng the tone of tho Game 
Stars television show, the event QIVtlS some 
of tho Industry's ma10r publishers a chance 
to showcase th$r Chnstmas line-up 
alongs1de a vanety of entertainment acts 
from the world of music and spOrt. 
~ Edge goes to press. confirmed 

exh bftors 1nclude ActiVISIOn, Atari, Bdos. 
ElectroniC Arts. Konami, M>crosoft. 
Nintendo. Nokra and Ubisoft wrth more 
amou~ts to be maoe 10 the run up to 
the e-.ent. /loJreaO.j a nt.l'l'ller of exOOsives 

The ExCel centre is set alongside Victoria Dock and offers 65,000 square feet of space 
in its show hall. If you make it along in September you might even meet the Edge team 
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(see boxout) have been confirmed, 1nduding 
the first pubic unveiing of Pro &oluiJOI'I 
Soccer 4. whiCh w'll be playable Wl1hln the 

Bear Prt area (gladiator-stye arenas 
des<gned to pt attendees aganst each 

other 10 the search for the best Game Stars 
Live player), Wlln a special tournament 
running throughout the show. 

Other areas of the event include Vinual 
Vs Reality in which players are able to 
compare their football, basketball and 
extreme sperts gaming scores aga1nst the r 
reaJ-I1fe equ~1atent, as well as a variety of 
sportong celeblities. while The Groo11e Zone 
showcases :he latest rhyttvn and karaoke 

acbon. The man stage wil host contnJOUS 

cornpanoes, recru1tment agencies and 
urlvefsities Wll be on hand to dJSaJSS your 
potent181 future. Finally, Game Stars Live wil 
host the final of the ElJ'OPe8fl Or*le 
Gamng Championshops. the cont1nent's 
biggest PC gaming tournament following 
three months of quahficat>on rounds. 

The exhibition 1s the resutt of the 
collaboration between Game Stars brand 
owner Granada Enterprises, licensee 
London Event Company (which has 
organ sed tho event) and ELSPA, but will 

benefit from add1tronal support from a 
selection of mecia partners, GAME and IN 

- Granada IS oommiS$101'linQ a specdic 

Game Stars Live programme to be 

Exhibitors include Activision, Atari, Eidos, 
EA, Konami, Microsoft, Nintendo, Nokia and 
Ubisoft, with more announcements to be made 

entertainme'lt in the form of compct111ons. 
giVeaways, ive bands and DJs as well as 
broadcasts from ITV, Capr.a! FM and XFM. 
while The Gneat Zone Will provide SOOIJOnS 

to those wrth gami1g troubles. 
If~ aft gets too much you can always 

reLre to The Retro Lounge where Joyst>ck 
Junkies, in partnefsh p w1th Edge, g1ve you 
the chance to step back 1nto the world of 
classic tabletops and uprights of yesteryear. 
If you· d rather be making games than 
playing them. head over to the Get Into 
Gam ng section (also Edge-supported) 

whore 1n addition to a senes o' semonars, 
profesoona career advisors as well as 

represen;atives 'rom ~ Qa1mi09 

broadcast soon after the show. thus 
complement>ng the usual Easter Game 
Stars transmsSIOn. 

T ICI<ets for Game Stars Live are now 
on sale from the event's webSite 

(www.garnestarslive .co.uk), pr ced £10. 
Alternatively, they'll be £12 on the door. 

We'll report on furthec' announcements 
and developments 1n the run up to the 
exhibition which, if the pepularity of Sony's 
past PlayStation2 Expenence events is any 
ndicatron, should prove a sucoossful 
enterprise. Besides, giVen the extent of 
Vldeogamong n •he UK a consumer show 

to cater for tllis SIZeable commlfily can't 
have come soon enougt'\. 
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1·3 Seplfmber 2004 ·ExCEl -London 
the interactive entertainment conference 
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BioWare's Ray Muzyka and Warren Spector from Ion Storm w ill speak at the EDF, which 
features two days of development- related issues and a d ay dedicated to mobile g ames 

And there's more ... 
The ExCeL centre will also play host to a 

new game developer conference in 

September. Featuring keynote addresses by 

Warren Spector of Ion Storm and Ray 

Muzyka o f BiOWare, the European 

Developers' Forum will be "about the people 

1nvolved in game development 1n Europe, 

about the technology and about business 

developments in the global games 

development sector," acoording to lan 

Baverstock, chairman of TIGA, the 

independent games developers' 

associat ion , which is o rganiSing the 

oonference. Other highlights are Tameem 

Antoniades from Just Add Monsters sharing 

his experience of development for the next 

generat ion of consoles and J im Blackhurst 

from Hailstorm discussing how mobile 

developers can get round the problem of 

porting games to d ifferent handsets . 

The conference runs from September 

1-3, and more details can be found at /--d.< 
www.europeandevelopersforum.co.uk ~;::. 

Splinter Cell 3 will be among the g ames that have been confirmed at Game Stars Live. All 
home consoles, PCs, hand held p latforms and mobile phone games w i ll b e represented 

EUROPEAN GAMES NETWORK (EGN) 

When: Scptombe< 1 3 

Where: ExCeL 
www_europeangamesnetwork_co_uk 

Owned by ELSPA. this IS a three-day trade only 

show running alongside the publ ic-friendly 

Garne Stars Live and developer-focused EDF 

(see below) wh1ch has emerged as a 

conSiderable nval to ECTS. Unlike CMP's 
event, however, EGN's list of exhibitors is 

extensive, wrth both mater and minor industry 

p~yers in attendance 

EUROPEAN DEVELOPERS' FORUM (EDF) 

When: September 1-3 

wt1ere: ExCeL 

VIVNV.europeandevelopersforum.co.uk 

R1val to GDCE, EDF 1s a TIGA event created for 

Europe's developer fratern1ty as a result of the 

organ1ser's claims that too m"'lny people were 

d1ssat1sfied wrth CMP's equivalent event. The 

advantage of complet1nq the consumer. trade 

and developer package offered at ExCel this 

year (and free entrance trom one event to 

another) should not be underestimated. 
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Game Stars Live titles confirmed to date 
MICROSOFT 

Halo 2 (exclusive) 

ACTIVISt ON 

Tony Hawk's Underground 2 
Rome: Total War 

X-Men Legends 

Spider-Man 2 
Call Of Duty: Finest Hour 

Shark Tale 

SW: Battlefront (exclusive) 

KONAMI 

Pro Evo Soccer 4 (exclusive) 

Danc·ng Stage Fus•on 

Karaoke Stage 

ATARI 

Forgotten Realms: 

Demon Stone 

Rollercoaster Tycoon 3 
Sid Meter's Pirates! (exclusive) 

Shadow Ops: Red Mercury 

Axis And Allies 

Transformers 

Driver3 
Terminator 3: The Redemption 

Duel Masters: Sempai 

Legends 
DragonBall Z: Budokai 3 

NOKIA 

Pocket Kingdoms 

Pathway To Glory 
Elder Scrolls Travels: 

Shadowkey 

Requiem Of Hell 

SSX: Out Of Bounds 
Call of Duty 

King of Fighters 

Colin McRae Rally 2005 

UBISOFT 

Brothers in Arms 

Splinter Cell 3 
Prince Of Persia 2 

(worldwide exclusive) 

Ghost Recon 2 
Rocky Legends 

Playboy: The Mansion 
Star Ocean 3 
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SNK strikes back in the UK 
Ambitious publisher Ignition signs deal with SNK 
Playmore to release console titles across Europe 

010 

T hey' re always bemoaning how poorly 
they're treated, but the permanent 

pouts of self-proclaimed hardcore garners 
across Europe could well have turned into 
begrudging grins on the afternoon of 
Thursday July 8, when the news broke that 
lgnrtion Entertainment has signed an 
agreement to publish SNK's portfolio of 
console titles throughout Europe. Beginning 
in October with Metal Slug Advance on 
GBA and Metal Slug 3 on Xbox, the titles 
will draw from SNK's vast library of 
respected lP; games based on Ktng Of 
Fighters and Samurai Shodown will arrive 
before earty 2005, and the resurrection of 
mOfe classic brands is anticipated. 

tt's a move likely to delight many. "SNK 
games have always proved very popular 
with garners," claimed Vijay Chad ha, 
lgnrtion's managing director. "We're 
committed to working with SNK to officially 
bring their titles to all PAL terrrtories. We're 

it's surprising - and absolutely necessary- how faithful Maximum Impact's visuals are to 
the series' 20 roots, down to signature moves and, in Mai's case, signature movements 

all massive fans of SNK @es here at 
Ignition, and are very much looking fOfWard 
to bringing the SNK brand back to Europe." 
If that wasn't already evident enough from 
the enthusiastic press release, it certainly 
was from the Ignition staff's fluctuations 
between rapture and happiness at the 
launch day in Knightsbridge, where a 
number of western journalists gathered to 
sample a few of the upcoming titles. 

Taking pride of place on a large plasma 
screen was J<jng Of Fighters: Maximum 
Impact, a PlayStation2 fighting game which 
takes SNK's ten-year-old fighting brand and 
moves it into three dimensions !Of the first 
time. The move is successful, visually at 
least, although the swathes of bright colour, 

longevity of sprite-based software. The 
Xbox version has Live compatibility, and we 
hope that will allow for cooperative online 
play, although even a simple arcade-style 
scoreboard will play to the game's nature. 
SNK Vs Capcom Chaos is SNK's response 
to Capcom's Capcom Vs SNK, or to put it 
without the tongue twister, J<jng Of Rghters 
ft. Ryu And Friends. While the sprite 
resolution appears to be the same as the 
two companies have been using for a 

decade, the animation may be smoother, 
and the game will certainly suit those who 
favoured Terry and Ryo over Ken and Ryu. 

The problem, though, is finding the 
audience. Chadha says that buyers from 
majOf retail cha.ns have been eagerty 

Maximum Impact is a pretty game, but by no 
means a beautiful one, and only lengthy testing 
will reveal whether it stands up to its heritage 

simple frames and exaggerated 
characterisation that reinterpret SNK's visual 
motif will certainly suffer in oirect 
comparison to modern 30 beat 'em ups I ke 
Soul Caltbur 2 or Tekken 4. it's a pretty 
game, but by no means a beautiful one, and 
only lengthy playtesting will reveal whether 
the game mechanic stands up to the 
significant weight of its heritage. 

Elsewhere, playable versions of Metal 
Slug 3 and SNK Vs Capcom Chaos were 
much easier to get to grips with. Metal Slug 
is as it always was: bright, fast and stupidly 
furious, a tribute to both the personality and 

anhcipating Metal Slug for some time, but 
that has to be tempered with assumptions 
that buyers' tastes run toward the hobbyist 
end of the market anyway, and a good 
buyer knows better than to buy for himself. 
SNK fans will have long found themselves 
resorting to import; lgnttion's market must 
come from persuading the mainstream that 
there's entertainment in classic franchises. lt 
won't be easy, but few Edge readers wi.l 
see the return of the hardware and software 
legend to these shores as a bad thing, 
particularly as it once seemed rt would • _..., 
be gone for good. ~; 
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SCEE shows off autumn collection 
Two non-gaming applications point towards different paths for PS2 

DJ: Decks & FX displays some clever 
coding as well as a creditable attempt at 
simulating vinyl mixing with a CO player 

S cheduled as part of the replacement for 
its PlayStation Experience, SCEUK's 

July Software Day saw a handful of its 
producers showing off their games to a 
gathering of UK journalists. Jak & Daxter 3, 
Sly Cooper 2, Crisis Zone and Namco's 
scroll,ng analogue stick-based beat 'em up 
Death By Degrees all drew interest, but the 
day was really about two upcoming 
products that could barely be considered 
games at all. Eye Toy: Chat and DJ: Decks & 
FX are Sony's boldest moves yet towards 
establishing the PlayStation brand as a living 
room hub, not just a console. 

Eye Toy: Chat is London Stud o's take on 
video conferenetng, alloWing users in 
possession of a broadband adapter to 
communicate using the camera. Launching 
this year in Europe (a currently unconfirmed 
Japanese and US release will presumably 
follow), it permits both realtime person-to· 
person chat, participation in (Sony· 
sanctioned) chatrcoms, and video mailing. 
All data is stored on the server, removing the 
need for memory cards and allowing Sony 
to view video mails in case of a dispute. 
Moderators will patrol the service round the 
clock, a not-inexpensive means of keeping 
the Daily Mail at bay. 

The emphas's throughout the Chat 
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presentation, stressed time and time again, 
was on security. Everyth1ng in the package ­
video chat, audio chat, chatroom access -
defaults to being locked, essentially 
rendering the game inert until a passcode is 
entered. The passcode is in the manual, the 
theory being that parents control which 
parts of Chat they're comfortable with the.r 
children access1ng. In practice, of course, 
there's no guarantee the manual will reach 
the parents, particularly since many legally 
responsible aduhs still regard videogames 
as a harmless, childish pursuit. The logic is 
sound, at least insofar as it's difficult to 
imagine what else Sony could have done, 
short of watch1ng over every child's 
shoulder. In rts singular concession to the 
PS2 's position as a gaming machine, 
Eye Toy: Chat has three - draughts. chess. 
and battleships - built in. 

DJ: Decks & FX, essentially DJ 
simulation software, has no elements of 
gameplay at all. Which isn't to say the thing 
isn't interactive, just that there's nothing for 
the player to achieve other than a sense of 
aural satisfaction. The interface mocks up 
two turntables, a sampler and an FX box, 
and provides players with a raft of modern 
house records to play and m1x between. 
That alone demonstrates a coi1Siderable 
technological viCtory, given it's all running 
from one CD and one CD player. The smart 
design is in the way the system operates, 

allowing even the most incompetent DJ to 
mix between songs seamlessly. The ~tern 
will operate on its own, and as such it's 
perlect for parties; DJs can dip in and out 

without (necessarily) disrupting the music. 
The important thing to stress is that this 

isn't a music game, not even something like 
Music 2000. lt's a liVing room objeCl quite 
unlike anything released on PS2 be'ore, and 
while its boxed-in limitations mean that at 
the moment it still errs on the side of adult 
toy rather than music system, it's easy to 
envisage future versions taking advantage of 
hard disk and online capabilities, and 
proving a capable addition to (or even, 
ultimately, a replacement for) users' stereo 
systems. For now, though, the company will 
be content with the slight shift in emphasis 
on its market-leading console; it doesn't 
expect DJ to sell in great numbers, but the 
effect it has on the machine's future 

could be immeasurably valuable. 

Eye Toy: Chat may be a groundbreaking application tor a home console, but the inclusion 
of simple ggames such as draughts in the package strikes us as tacking excitement 
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Edinburgh poised for festival of gaming 
There's still Oust about) time to make your mark on the north's biggest 
gathering of videogame activity and discussion, sponsored by Edge 

it's hardly as if you need another excuse to visit Edinburgh in August. The original festival 
is complemented by the sprawling Fringe as well as newer festivals of film and comedy 

T he Edinburgh International Games • For Katamari Oamacy, send the words 

Festival is only a few days away, but VOTE KATAMARI 
there's still time for you to get involved. You • For Manhunt, send the words 
can vote for the game you want to see win VOTE MANHUNT 
the People's Choice Award and you can • For In Memoriam, send the words 

pose questions to a panel of gaming VOTE MEMORIAM 
experts. To cast your vote, either visit us at • For Prince Of Persta: The Sands of 
www.edge-ontine.com or follow the Time, send the words VOTE PERSIA 
instructions below to vote for your favoured • For Splinter Cell: Pandora Tomorrow, 
candidate by SMS. Voting is open until the send the words VOTE SPLINTER 
conclusion of EIGF04 on August 22. • For Four Swords•. send the words 
Send all text messages to 83130 VOTE SWORDS 

• For Eye Toy Play, send the words • For V19'Ntifu/ Joe, send the words 

VOTEEYETOY VOTE VIEWTIFUL 

• For Project Gotham Racing 2, send the • For Made In Wario, send the words 
words VOTE GOTHAM VOTEWARIO 

014 EDGE 

The EIGF will also be f.elding a panel of 
international gaming industry experts, and 
has thrown the floor open to readers of 
Edge. Covering every aspect of the industry 
from hardware manufacture to game 
development and the retail environment, the 
panelists have a unique insight into how 
gaming got where it is and where it's likely 
to be going next. 

The panel consists of: rvt.chel Cassius. 
Microsoft's senior director of Xbox platform 
and marketing; Doug Lowenstein, president 
of the Entertainment Software Assoc.at10n; 
Anna de Kerckhove, COO of Inspired 
Broadcast Networks; Michael Logue, the 
MD of Gamestation; and lan Baverstock, 
Kuju's business development director. 

You can submit your questions by 
writing to Edge at Future Publishing, 30 
Monmouth Street, Bath, BA 1 2BW, by 
visillng www.edge-online.com, or by 
ernailing us at edge@futurenet.co.uk 
with 'Ouesbon Time' as the subtect of 
your email. The most searching and 
intriguing questions will be put to the panel 
during a session at the festival on August 
12, and you can read their answers in a 
special feature in issue 142. 

If you're not attend ng the industry 
events at the show, you can still go along 
and have a go at the latest games at the 
Go Play Games event and the game 
screenings. The playable games are on all 
formats, including consoles, PCs, 
handhelds and mobile phones, and include: 
Burnout 3: Takedown, Rainbow Six 3: Black 
Arrow, Brothers In Arms, Forza Motorsport, 
The Chronicles Of Riddick, Outrun 2, Gran 
Turismo 4, Athens 2004, Psi-Ops: The 
Mindgate Conspiracy, Wario Ware /ne, 
Four Swords+, Operation Shadow and 
Pathway To Glory. 

Go Play Games will be held at the Royal 
Museum, Chambers Street, Ed•nburgh, 
from August 8·22. Tickets for each sessiOn 
are £2 each and will be available from the 
Museum Of Scotland information desk or 
by telephoning 0131 247 4422. 

Another way to find out about the latest 
games comes in the form of the Game 
Screenings. which take place at The 
Odeon, 118 Loth•an Road, Edinburgh, with 
a companion gameplaying event at the 
Odeon in Glasgow on Thursday August 
12. Entry is £4. 

The schedule for the festival's two 
days of events runs thus: 

The lncredibles is the new film by Pixar 
about a bickering family of superheroes. 
it will be discussed as part of the festival 

Wednesday August 11 
• 6pm tan Livingstone - Bdos -

A Life in Gaming. 

• 7 .30pm Nei' Young - EA - The Sims 
and The Slms 2. 

Thursday August 12 
• ?pm BT Broadband: Showcase 

For Future Online Gaming. 

• &--1 Oprn BT Open Door: Come and 
play some of the best online 
console games both on the 
market and not yet released 
at the Odeon in Glasgow. 

Friday August 13 
• ?pm Mtles Jacobson - Sports lnt. 

-Football Manager 2005. 

• &-10pm Emily Newton Dunn - One 
Dot Zero - Culture Of Fear. 

• 9.30pm TBC. 
Saturday August 14 

• 2pm Jonathan Smrth - Gtant 
Ent. - Lego Star Wars. 

• 3.30pm Ly1e Hall- Heavy Iron -
Disney/Pixar's The lncred1bles. 

• Spm Ideas Factory and Dare to Be 
Digital - How To Break Into 
Game Development. 

The Odeon ticket office can be 
contacted on 0871 2244 007. 

Four Swords+ is one of the ten games 
you can vote for in the People's Choice 
award, but it faces stiff competition 



Square Enix mobilises in Europe 
The Japanese heavyweight joins forces with Vodafone to 
bring European gamers updated titles and new ventures 

H aVlng recently announced the 
appotntment of a n&N CEO and 

president, John Yamaoto. Square Enix ltd 

11as made rt clear that rt •ntencls to both 
strengthen t.es with Japan and extend ns 
involvement 1n Europe by publiShing and 

rnarl<et1ng more of its own t1tles. 
Part of the puSh inCludes a new 

collaboration with Vodafone to bring both 
old and new games to the mobile market. 
Aleste and Super Nintendo favourite 
Actratser w111 both be gett1ng updates. and a 
vers>On of Drakengard (rEIVlewed on import 

Dragon Quest games are already available to 
Japanese phone garners, and a relatively lavish 
prequel to Final Fantasy VII has been announced 

Recently reviewed 
A rundown of last Issue's review scores 

Title Platfonn Publisher 
SI<OOI Hli 4 PC. PS2 Xbox Konamo 
Dnver3 PC. PS2, Xbox Atari 
SheiiShock: Nam '67 PC PS2, XBOX Eoclos 
Vib Ripple PS2 SC8 

Actraiser (left) and Aleste (above) wilt 
be making their way on to mobile phones 
in the company of Drakengard (below) 

as Dragon Dragoon, E130) is to folow. 
VOOafone has proffilsed more 'classic 
titles to come'. 

Square Enix has an exist1ng relationShiP 
With Vodafone in Japan, where these three 
titles are already available. Although nothing 
has been confirrred for the European 
market yet. ports of 16brt Anal Fantasy and 
Dragon Quest games are already avatlable 
to Japa'lese phone garners. and a relatl\lely 

lavish prequel to FJnaf Fantasy VII has also 

been anrlO\n::ed. 

More deta•ts Of' the company's recent 

movements are ava•lab!e at 
www.sqexm-eu.com 

Developer Score 
In-house 6 
ReftectJons 3 
Guenla 4 

NanaOn-Sha 5 
Future TactiCS. The Upnsw1g GC. PS2. Xbox Crave (US) Jo'Wood (UK) Zed Two 6 
Psi-Ops· The Milldgate ConspWacy PS2 Xbox Midway In-house 8 
Mashed PC. PS2. Xbox Empore lntemctrve Supersonic 8 
Shadow Ops: Red Mercury Xbox Atan Zombie 4 

Mano Vs Donkey Kong GBA Nintendo In-house 7 
Espgaluda PS2 Anka Cave 8 
Perimet8C' PC Codemasters le 8 
Karaoke Stage P$2 Konamt In-house 6 
Athens2004 PS2 SCEE Eurocom 6 

. ~·~ 
All , .. .. -" 

Driver3 Psi-Ops Shei/Shock: Nam '67 Si/entHi/14 

£DG£ 

~ has become commonplace to obeerve that 

South Korea is leading tne world in onhfl8 

gam<ng, but a recent moseoon orgamsed by 

the lntennabonal Centre for Computer Games 
and Vinuat Entertainment (IC CAVE) at 
Abertay Unoverstty, Dundee, allowed 
members of the UK game Industry to see 
lhos first-hand Representatives of Eodos. 
ELSPA and 02 among others VlSited local 
tecllrology providers and game developers 

{lnc::IU<Mg Phantagram develOPer of 

KJngdom Under Fll'fl) to doscovw how strong 

illlfastructutes and mobile phone based 

m~ enabled ~to attract 
new and valUable r1MIIlUe sv.ns ~ Will be 

<nleresting to see W aspect$ o! the South 
Korean approach - such as otfenng garners 
the c'>allce to buy gS~MS already customiSed 
wijh their favourije settings. or charg ng 
spectators for the pnvliege of watching pro­
level garners - wtll make an 1mpact on the 
western onlone scene. The luh report and 

delaios of upcomong events can be prolll<led 
by Louisa Quolter (louiSaquiltripera.com). 

In the first case of lis kind the high court has 

ruled that the sate use. 8(Mwt~~~~~~g and 
posse$SIO(llor cornmetCial putpOSe8 of 
PlayStabon2 mod chops IS Rlegal followong 
a case brought by Sony aga1nst a man 
accused of sell ng 1,500 Messiah chips. 

Sony brought the case under the EU's 
Copynghl Dorectove, Implemented In the UK 
in October. which makes it ollegalto bypass 
copy-protectoon systems 
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Playing the middleman 
Returning to the fray with new set-up Game Audit, William Latham is 
hoping to bridge the gap between investors and the gaming industry 

I n one of the ironies life, and 
magazine production schedules. 

have a habit of throwing up, when 
William Latham last appeared in 
Edge, his studio Computer Artworks 
was facing closure. Despite having four 
major projects signed, the razorlike 
margins of the current development 
business model proved too much. But 
now, after some zero-technology time 
tn the depths of the countryside, 
Latham has returned with Game Audit. 
Set up to provide expertise for 
companies looking to tnvest in the 
videogame industry, as well as project 
management skills for developers and 
publishers. Latham reckons rt's part of 
a wider move to shake up the 
prevatling balance of power. 

"While investors see the games 
industry as exciting and growing fast, 
they know it's fairly volatile and so 
they're unsure how to engage with it," 
he expta:ns. "The role of Game Audit is 
to supply expert information so that 
the peaks and troughs are explained, 
understood and anticipated. In turn 
this will tncrease the flow of investment 
as confidence grows. • And as these 
new funding sources become 
available, developers, in particular, 
should benefit - gruning more control 
over their destiny. 

"At the moment we're in this 

strange situation where developers 
can find themselves subsidising the 
game they are working on to the tune 
of between $300,000 to $1 ,500,000 
with little chance of royalties," Latham 
says. "No one in their right mind would 
run a business on this ba51S. You'll go 
bust in the end." This, combined with 
the typical loss of intellectual property 
rights to the publisher, means external 
funds rarely see developers as 
cornpantes worth investing in. 

"I think investors are disappointed 
because developers should be a good 
deal: they are invariably full of bright 
pecple, have huge earning potential 
and a straightforward exit strategy. But 
as soon as a publisher strips out all the 
lP, it's no longer interesting," he says. 

Another of the services offered by 
Game Audrt is help for developers to 
put together film producllon-style 
completion bonds funding for specific 
projects. With these in place, 
developers can improve their 
negotiating position with publishers 
and keep their lP. But it's not just good 
for developers. Latham also thinks 
such methods will be vital for 
medium-SIZed publishers who find 
themselves competing with the 800fb 
gorilla that is EA. 

"They'll need specdic product 
funding from many different parties to 

RmUcense 

Investors/Banks 

As the connect ions between developers, publishers, banks and investors become 
more complex, as shown here, the importance of companies such as Game Audit , 
which has been created to offer expertise and management services, is growing 
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www.gameaudit.com 

This graph of the rebased performance of game publisher stock since 2000 
demonstrates the volatility of the market. With EA continuing to suck up increasingly 
large amounts of money and developers, Game Audit's William Latham thinks the other 
publishers will have to look to new funding models in order to compete in the market 

go head to head with the huge 
development and marketing budgets 
of EA. particularly for next -generation 
projects," he says, pointing out that it's 
normal for films to be funded from 
several dtfferent sources. "I think it will 
even end up that. to keep the best 
developers away from EA, the 
mid-range publishers wil start being 
more flexible in terms of lP ownership,'' 
he adds, hopefully. 

Of course, there remains a long 
way to go before this sort of business 
sea change becomes commonplace. 
But there are positive signs -
Warrington-based Juice Games, for 
example, funded the development of 
its Juiced racing game for Acclaim 
with a multimillion complebon bond, 
and it managed to retain the lP as 
well. Game Audit wasn't involved in 
that particular deal, but has completed 
its first audit. "We undertook 
operational and technical due d'ligence 
for a major investor group thal was 
used for a mu~imillion-dollar decision, • 
reveals Latham. 

And there's plenty rnore to corne, 
too. "I th.nk it's time the big guys 

£DGE # 40 

Industry veteran William Latham: likely 
to be auditing a game near you soon 

loosened their grip, and new 
tnvestment flows can only help the 
process," he concludes. "In the long 
run this means more innovation. The 
alternative is an industry that becomes 
less profitable as consumers realise 
that they are being conned and 
being sold the same garne 
again and again." 



Face off 
Already tested in movies, Image Metrics' Optasia technology 
is now driving up the quality of games' cut-scene animation 

0 esprte areas where games and 
films remain distinct as chalk from 

cheese, convergence between the two 
has almost become a given. What's 
particularly Significant is the way parts of 
the two production pipelines are 
merg'ng. The old restrictions of games 
as a continuous realtime medium and 
film as a one-shot frame-by-frame 
process are becoming blurred -film is 
learning the value of fast visualisation 
JUSt as games gain from preprocessing 
art assets. Such an advantage is offered 
by Image Metrics' Optasia technology. 

Already used for a major animated 
Hollywood film, Optasia is the result of 
years of hardcore research into the 
problems of computer vision. Broadly 
defined as getting a system to 
automatically analyse and understand 
the components of a visual scene, 
computer viSion is a problem that has 
eaten up millions of dollars of research 
grants around the world. The sums 
1nvotved are a tribute both to the 
complexity of the problem and the 
usefulness of the solution. 

In its simplest form, Optasia can extract the animation data from raw video footage and 
then use it to drive a game mesh. lt can be delivered to the client in a variety of formats 

Spun out of PhD research from 
Manches:er University, Image Metrics is 
marketing Optasia as a generic solution 
that can be applied to a muttrtude of 
tasks. Examples include golf training 
simulators and the filtering of X-rays as 
well as evaluation of the efficacy of 
drugs trials. But in the case of 
entertainment applications, the Winning 
trick has been Optasia's ability to build 
and apply a statistical model of an 
1ndividuat human face to video footage 
of that face in action. 

"Our unique set'ing point is being 
able to deal with the changes in 
appearance of very complex shapes, • 
points otr. commercial director Nick 
Perrett. "lt's an abitrty which allows us 

to oo things such as take standard 
video footage of someone's face, track 
the motion. and then use that animation 
to orive a computer-generated mesh." 

One advantage of this approach is 
its speed. Previously, the only way to do 
th1s sort of animation was to stick small 
optical motion-capture markers on to 
someone's face - a messy affair which 
often resulted in the markers p nging off 
if the movements were too extreme. 
The other is that the statistic model of 
the individual face created dunng the 
process means OptaSia can filter any of 
the anomal.es typically created during 
the sessions. 

"The nice thing about the process is 
rt doesn't really matter in what format 
we get the information. We can process 
video data, liVe-action film footage or 
even motion-capture data, if that's how 

The result of the Optasia process is an easy method of recording great (and not so great) 
acting performances and mapping them to the characters' faces in game cut-scenes 

people want to do it." Perrett says. "And 
as a data service, being able to process 
information very quickly is the core of 
what we do." The animation files are 
then connected to a muscle-based 
system via Image Metrics' proprietary 
re-targeting pipeline. The final results are 
handed back to the clients in whatever 
form their art department requires. 

And the customers to date seem to 
be satisfied. Sony's London Studio used 
Image Metncs to provide around 90 
minutes of facial animation for The 
Getaway: Black Monday's cut-scenes. 
''They provided us vlith their Maya 
heads and we delivered the data back 
to them as animation curves in the 
same format as if rt had been hand 
animated," Perrett says. Optasia has 
also been used to generate animation 
from the performance of a well-known 
Hollywood actor, who is playing the rote 
of the leader of the Helghast hordes in 
the opening scene of Guerrilla/Sony's 
Kiltzone on PS2. 

"Publishers want to push forward 
the qualrty of their animation and 
character expresSion, even for the 
current generation of games," Perrett 
exPlains. "Anyone working on a game 
with a lot of dialogue should be 
immediately interested in what 
we have to offer." 

WWN.image-metrics.com 

The trick is in Optasia's ability to create a statistical 
model of the actor's face which is used as a reference to 
remove any anomalies that look unrealistic to a viewer 

Image Metrics' technology was used to capture facial 
animation from actors such as Craig Scott, seen here 
perfo.rming for The Getaway: Black Monday's cut-scenes 
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c:::L Knight takes queen 

Holland: We love chess and we love love, so Lovechess 
(slogan: 'Watch the Gods make love!') is a guaranteed ten, at 
least in Out There story terms. In Lovechess' own words, 'make 
love not war' is the rule when pieces take each other, leading to 
'diverse and umque animations for all movements varyin~ from 
very tender to very bizarre'. Which is sort of awesome. But it gets 
better: 'You decide who \'\'ill have sex, and with whom when you 
ptay the game. Imagine all the combinations that are possible'. 
Oh, we have, Lovechess, in front of a variety of digital media many 
times since puberty. The characters' sexy actions are appropriiate 
to the piece'S representation; pawns, for example, are soldiers, 
whose spears assume ~'Vhat we'd imagine is quite dangerous) 
phallic roles. Lovechess costs $17 (£9). For more information, 
head to www.lovechess.nl 

Ciiil Big Boy's bargain 

UK: lt's been a while since we've mentioned Big Boy Barry in 
this magazine, which is a constant source of sadness for a man 
whose appetite for JoyTech press coverage (for nowadays the 
ex-Games World videator plies his trade as PR manager for the 
peripherals company) is matched only by his appettte for seeing 
his own name in print. To that end, he loves us. You know - really 
loves us, we're his favounte magazine, and he'd never read 
anything else, at least not today- and a mention of JoyTech's 
Universal 7" TFT monttor would absolutely make his month. Oh, 
go oo, then. The monitor handles just about any video source 
you care to mention, meaning tt supports RGB inputs from all 
consoles, PAL and NTSC formats, and runs off a 12V car adapter. 
And our reward for bringing this life-enhancing information to you? 
"I will love you like a sister, or a favourite COUSin at least," promises 
Triple-B. The screen retails for £150, and is out now. 

Dance Dance Revolution 
but I'm thinking no." 

considers her arcade gaming MI.I'EI. Th; 
teenager~ heart stopped d\J'ing a game ol DDR at a I:JcaJ arcac!e; 

she was revived by the 0\Mlel$, and later diaglosed \Mlh 
hypertrophy can:iomyopathy, a hereditay heart defect. 

"We are facing a critical situation, in 
which the number of game players will 

decrease unless we change tack." 
Nimendo chef Satoru twata implores the g<mng indus!Jy to pursue 

nnova~on in a speech to the Japan Economc Fou1dation. 

"Failure to obtain a new banking facility 
would materially adversely affect the 

company's operations and liquidity and the 
company could be forced to cease 

operations or seek 
Aoc:am pleads for a stay of execution, 

"Why would one enjoy to 
a hooter in a game?" 

AA intemet fcrum posler questions the aooeali5l Gl':l\. 



ea Liquid crystal is back! 

Gennany: The last time we covered a PDRoms cod ng 
competition they were having a crack at re.nventing Robotron. 
After the success of that they've moved on and, technologically 
speaking, backwards. Their latest programming free-for-all 
challenged users to create a Game & Watch-style game for their 
choice of (console) format, which meant a return to pseudo-LCDs 
for all participants with varying degrees of success. The winner, 
Beer Belly Bill, is a luscious tribute to Nintendo games of yore; also 
worth checking out are runner-up Fred Rrefighter, and MyRobot, 
which came in third. All the entrants are available in a .zip file from 
www.pdrorns. de (a~hough without some kind of flash linking 
device you'll require emulators to run them). Have fun. 

c.... Who's a pretty poly? 

UK: Swindon might not be high up on most Edge readers' list of 
holiday destinatiOns, but if you fancy an excuse to vis~ the town's 
Museum of Computing, now might be a good time. The 
museum's latest acquiSitiOn is a Poly Play gallllng machine, on 
loan from Andy Welbum (organiser of the Game On Elarbican 
exh'bition). The stand-up cabinet was manufactured tn East 
Germany in 1985, and carries the curious honour of being the 
only arcade machine wnh Communist Party approval. lt was one 
of 1 ,500 to be produced. but they were recalled tor destruction at 
the fall of the Berl.n wall; of the three left, one is on display in 
Germany, one is in a private collection, and the other now sits at 
the heart of the Swindon museum's High Score gaming exhibition. 
www.museum-of-oomputing.org.uk is the place to go for 
more information. 

t:niiiii Finally, productive camping 

US: New York University's S5, 125 summer camp is aimed at high 
school juniOrs and seniO(s - essentially anyone albove the age of 
17 who fancies five weeks behind a monrtor without their parents 
yelling at them to go outside. 'Study and practice oreating 
concepts and prototypes for games', it offers. 'Use the latest in 
software, hardware, and development tools. Experiment with a 
wide range of palettes and leam to turn your wildest gaming 
fantasies into realrty'. Sounds simply ideal, although we aren't qu~e 
sure we'd want to see our wildest 17 -year-old fantasies become 
reality. And then we're back to Lovechess again. Well-off students 
wishing to enroll for 2005 might want to keep an eye on 
www.scps.nyu.edu/departmentslcourse.jsp?courseld=44666 

Data Stream Software pHay 
North America: 23 per cent of software is porated 
Un.ted Kingdom: 29 per cent 
Greece: 63 per cent 
LaMa: 57 per cent 
Cyprus: 55 per cent 
Estonia: 54 per cent 
Spat~: 44 per cent 
Eire: 41 per cent 
European average: 37 per cent 
Sotr::f!"AfiC~~ 

A vllit to PDRoma will -you booked up with Beef' 
BellY Bill. Reminds U6 ol Beer Belly Butt's Stew BiZ 
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c• Choose Yorda own adventure 

Japan: One of Ieo 's greatest triumphs is that it successfully tells 
gaming's most affecting tale using the medium's strengths ­
atmosphere and interaction. Curious, then, that it should be 
chosen as the basis for a novel. lt was author Myabe Miyuki who 
asked to write the book, rather than being approached to1 

produce some cash-in merchandise. The tale roughly follows the 
adventure, padd"ng out the story with background information 
that's sure to have the 12 people who actually purchased the 
game 1n the west drooling - provid ng they can read Japanese. 

C'7 Beat about the Bush 
US: We've already heard lots about hciVv this year's presidential 
election is turn ng pop culture into a political battleground, Michael 
Moore's cinematiC polemic and his opponents' shout-louder 
retorts making people pledge allegiance in theatres and 
bookstores across the US. lt makes sense that supporters of both 

parties would eventually turn to videogames for promotion - at 
least when the Republicans have finished try~ng to ban them -
and so it is with EmoGame 2.5. An ex-Edge websile of the 
month, www.emogame.com creates web-based side-scrolling 
brawlers that normally star members of angsty US alt.rock bands. 
EmoGame 2.5 dispenses with (most oQ the emo, and pits 
He-Man, Mr T and Hulk Hogan against Bush, interspersing ropey 
game parody with facts (or propaganda, depend ng on your 
political Vl9WS) about the current adminiStration. it's an interesting 
use of technology, occasonally fascinating, and sometimes 
amusing. it's also totally tasteless, so viewer discretion is advised. 

ea Card drMn' 

US: The iCard is the stat -onented motor-racing fan's idea of tech 
heaven: a cartndge that slots in the back of the GBA and 
provides up-to-date information on whatever event they're 
watching. Lap times, lap speeds, positiOOS of racers and the gaps 
between them - you name it, if it involves men racing cars and it's 
measured tn fractions of a second, rt's there. Though it's of little 
use in the UK light now, the !Card system holds possibi1rties f()( 
the future of hve sport over here, and not just f()( racers. There's 
no reason, f()( example, why football clubs couldn't stream 
highlights and replays to users' PSPs ()( DSs in a couple of 
years' time. And if there's money to be made doing it, they 
surely will. More into at www.icardus.com 

~ Continue n 
PS3 to debut at E3 2005 
Prepare to watch in awe as Sony delivers tts biggest presentation e>ver 
Games within games 
How we wish the machines in Spider-Man 2's arcade actually worked 
The rise and rise of physics 
lt's been the future sifiCe Exjle in '89 

Quit 

PS3 to debut at E3 2005 
What's that? You aren~ finished with your PS2 yet? 

Driver 3 topping the charts 
We haven't yet been able to find out how many were returned 

This Disc Is Dirty Or Damaged 
Actually, tt turns out the Xbox is. Hmm 
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Cliil The Zenith Angle 

Within the triumvirate of pioneering cyberwriters. &uce Sterling 
always seems to have been the odd one out. His co-author for 
The Difference Engine, William Gibson, has gone literary, wh'le 
Neal Stephenson spawns historical swashbuckers. Sterling, 
however. seems content to sit in a transitory role. With his Wired 
column and writing gigs for Newsweek and Fortune, he has a 
much better idea of what's happening on the shopfloor of 
technology than his fellows. But, despite nine books, each 
punctuated by a characteristic mixture of humour. insight and 
readability, he hasn't made his mark as a novelist. 

His latest attempt is The Zenith Angle. Set in the panic that 
gripped the US crypto-military complex in the months after 9/11. 
rt follows the fortunes of Derek 'Van' Vandeveer. A veep of R&D 
1n a soon-to-be dot -bombed interne! traffic company, the 
computer security expert answers the call of the spooks, joining 
the CoordinatiQn of Critical Information Assurance Board. MIXing 
the rewards of build'ng hack-proof streaming Grendel clusters 
with the trials of Washington-belt bureaucracy, it all makes for 
typical Sterling juX1aposition. With a deft poise, he has one 
seourity insider telling Van: "This is the future - it's phones against 
boxcutters, our networks versus their deathcult". In the new 
battlefield of cyberwar, it's time for the geeks to stand up and be 
counted. Yet in what turns out to be a bumpy narrative ride ­
culminating in a conclusion at whiCh even a Torn Ctancy 
ghostwriter would baulk - you're never really sure if Sterling 
IS himself fully onboard, or subtly poking fun at the current state 
of affairs. 

:LC First Person 

And so MIT Press oontinues its assault on the rockface of 
computer game theory. Reflecting much of the heat and vim of 
the academic standoff between ludologists and narrativists, First 
Person makes for some interesting reading. Within each section 
- broken down into broad areas such as cyberdrama. critiCal 
simulation and game theories - one writer sal ies forth with their 
own partJcular view. This is then briefly critiqued on the bottom 
third of the page by another academic, while yet another then 
tries to bring some conclusion to the debate with a short ending 
statement, which is more fully expounded on the book's website 
(www.electronicbookreview.com). 1t doesn't make for pretty book 
design, but does provide the lay reader with a better view of 
where the disagreements lie. And, yes, are there some 
disagreements. The basic battlelines are set between those who 
see games in terms of narrative and stories (Brenda LaureVJanet 
Murray) and those who prefer to see the medium as 
fundamentally about the game experience (Jesper JuuVEspen 
Aarseth/11/.arl<ku Eskelkinen). The likes of M ITs Henry Jenkins 
attempt the role of mediator, his narrative architecture theory 
incorporating both story and play elements through the 
introduction of the concepts of game space and environment. Of 
course. the wider question of how this sort of debate improves 
the quality of games is less well formulated. it's not an issue for 
most academics as few are actually involved in game 
development. Yet the concepts discussed should prove useful 
for the thoughtful game designer. even one locked into our 
currently stratified genres. 

Ste: DIY Games 
URL: diyg5T1es.ooml 

As the big publishers' game-making budgets 
creep stead ly higher. and the r reluctance to take 
chanoes grows in proportion to that, so rt follows 
that real innovation seems like 11 can only come 
from the underground. That's why so much interest 
lies with the homebrew development scene, and 
DIY games provides a fine way of keeping up wrth 
what's going on out there, elm nating the need to 
travll a dozen sites just to find out what's ne..v. With 
clean design and a Simple brief, the site targets a 
niche, and suocesstu ly fins it. 

This American 1V ad for Sony's Singstar karaoke 
title fealu'es a petformance that must merit the 
lowest number of points fNer scored in the game. 

The small audience seems to Wke it, tl1oiJ!1l, despite 
these two being lRible to cany a lule in a bucket 

• • 

. . ), ' \i ~ I 

·~ : ll . -, 
"I doni know what it is, That makes me feel Wke this, 
I doni know who you are .. ." Thank God for that 

Much to evetyOne's dismay, our over-excited new 
friend is such a slave to the beat he leaps on the sofa 

No, no- not the bottle. Don't do it. Oh, he has. True 
rockstar that he is, he potr.; water over his head 

Does he bite the head off a bat? Alas, no. Exposing 
his nipples makes him feel like a superstar, however 

The fine line between 'star' and 'arse' has well 
and truly been crossed here. Can you do belle(? 
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I 
t beg ns at a d nner, a functoo celebrat ng 
something or other, where RedEye is on a 
:able Wllh a few other videogame Industry 

lunnanes. just taking. when one ot the guys sat 
across from him says~: ·Do you Elllelllike 

games?" Allah, God, oh pleasant. meteiful 

Jehovah: when the spots clear and the wa,ter's 
mopped up the wine and the people nearby 
stop looking and the band strikes up agan. 
RodEye clears h,s throat and begins. 

"Yes.· 
But he leaves rt there, because obviously 

there's no po1nt n arguing with someone who 
can't see the point in questoo1119 the ment of 
those games that would destroy games. even 
though the argument 1se'! IS SillJie. Games are 
hyped to nurrber one and sell mllions. providng 

a short-term boost. but ths also <issuades 
non-garners who've bought 1nto the hype from 

ever takJng a chance on another game agarn. 1t 
does get RedEye thinking: how can we tempt 
more people into gam ng? How are people ever 
going to find out which of our spectacular new 
worlds to viSit? Simple. We need a brochure 

A holiday brochure. Glossy, tnvrttng, 
promsing exobc lands, full-page screenshots, 
fu l·on adjectiVes. Ful of hypert>Oie, sure, but not 
ies. Every moment captured w1th'n would be 
available for llltrepid adventurers to expenence 
for themselves. Some of the moments woutdn't 
be repicated by some of the~. but 

they'd never be totaliy outlandish Claims. never 
be fict100a. These would be postcards from the 
art's fronhers. Come To VICfeogames See The 
Sights' Feel The Magic! 

You can see ... The Grottos. In Roguo, 20 
years ago. when ASCII characters became the 
darkest ol creatures in your head. When you 
reached unexplored dungeons, three levels 
below the farthest you'd ever been before. and 
you knew that each step forward was a step 
1nt0 the unknown and a step closef to 
permanent death. That pooneemg spool you fell 
then is the same as you feel now when you piCk 
up the game for Old time's sake. and 1t has never 
been bettered, only equalled. 

The Night Sky. When you exper•enced 

freedom for the first t me 1n the shape of Bite. 
You w&:e :eap~ng from star to star. grOWing 11 

confidence. then al of a sudden there's a glrtch, 
and the Cobra tS trapped between poorts. stuclk 
'n Wltchspace. A Cluster of Ls on your radar and 
closing, a brief g 1mpse of something alien. 
octagooa. before the shneklng lasers SliCed 
through your warbl ng shields, and your hu'l 
surrendered. When the pixel-dust faded, and, 
wrthout a FAO or hefpl1ne, you found yourself 
wondering this: 'What just happened? Who 
were they? How can I make rt happen again?' 
You never found out. and you never forgot. 

The Old atadels. When Doom forced you to 
accept that wtual reality woutd not be born from 
exPenSIVe nee!< -breaking headsets. but was 
appeanng ~t now, 1n our homes. Woifa'lstan 
was s Hunt The Wumpus: this was real tile. 
When you saw polygon stairs and omoed them 

to an open window, peered out on to the 
balcony and saw mountSJns n the distance. 
You were in another world. a world where 
architecture was no longer writ 1n 
two·dimensionat bitmaps but with pillars and 
vertices. You took your nrst steps through what 

tow, murdered her for your money-back 
guarantee and then found yourself on the 
stretch of sand wondering what was JUSt ~ 
t!lat rocky outcrop. As you swaggered along. 

fliQht turned to day and the screen bleached 
wrth red. For a moment you jUSt stood there and 
watched. In the d stance. a plane cut through 
the haze and you found yourself wondenng: 
who is on that plane? Where are they going to 
land? Where have they come from? And for a 
momont you were there, a citizen of a strange 
land, feeling someth1ng that no other modtum 
has the capacity to provide. 

The Countryside. Halo's rolfing vistas fell 
more soid than any alien landscape yet. 
pemaps because they were populated by 

enemas of such fearsome illteligence. Or 
apparently. arro,way, Since once aga.n your head 
wrote stories in the gaps betwooo the AI 

waYI)Oints. The hlls were afiVS wrth the sound 
of Grunts, Jackals and Bites 

On level two, when you cowered behind the 
ndge and watched them prowl around the 
beacon, you caught a gl mpse of the ring curling 
above you, a pale blue burst of light screaming 

As you swaggered along, night turned to day and the screen 
bleached with red. For a moment you just stood there and watched 

woutd be a thousand id·l1$plred comdors, 

and held your breath. 
The Ballroom. Understand1'19 Dance Dance 

Revolutl()(l. Not an on-screen moment, this, but 

more a skew of perspective, the sense of 
synapses wormtng, touch ng, connecting in your 
head. When the game became less about 
reacting to the arrows at the top of the screen, 
and more about interpreting a musical store. 
When you suddenly 111'0rked out how to read 
the phrasing, and Dallce Dance Revolution 
became about dancing, not twltching. When the 

power balance between you and the constant 
arrow dctat1011 shifted in your faiiOUI', and you 
regared your freedom. 

The Beach. The first time you walked along 

the shore and saw the sun nse over Uberty Crty. 
Maybe you drove out there Wllh a prostitute in 

to Halos centre. and you knew you~ goong 
to die. but die happy. 

There are more. Thnl•ng instances 1n 

Vldeogaming can be intensely personal, but 

they're the reason we play. RedEye would lOve 

to hear your 1deas for the brochure -his (new) 
email address is at the end of th1S column. Go 
glossy, go furious. Understand that there have 
to be negatives, th ngs to rail against and people 
to rail against them. Understand that, and 
balance the negatives wtth the pos tives. 
EvangeliSe, but evangeise Wllh care. because if 
we keep on Pf8ISII19 the wrong things. we·~ 
atNays be holidaying alone. 

RedEye is a veteran videogame journalist. His 
views do not necessarily coincide with Edge~. 

Emai/: whoisredeye@gmail.com 
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T 
he wind IS ·.vhistting past my ears as I crawi 
up the side of the Errpre State Building. 
Just as I ttlnk ''ve reached the top, I see 

there's a mast: to scale n have to tumP over a 
tuttirlQ concrete planorm. I actuallY have a sight 
feellrlQ of vertigo. Then I reach the top and stand 
upnght. Manhattan is laid out n al rts glory beow. 
The Hudson River glitters in the sunlight. it's 
beautiful, so I jump off. A beautiful swan-dive 
through thousands of feet of rushing air. Tho walls 
of skyscrapers are a blur. At the last second, I sing 
a web-line outward and describe a graceful 
pendulum arc, before somersault ng forwards to 
continue my aerial journey through the streets. 

Trance claSSIC As The Rush Comes by 

Motorcycle splaying on my h-fi "Traveklg 

somewhere. cOOd be anywhere. : lt cOOd almost 
be about Vldeogames. At least, the specofic 

videogarne expenence that we m.ght call 'the 

rush', that exhllaratlrlQ zone where adrenalne 
soaks the braon and you and mach ne are one. lt 
took me by surprise in Spider-Man 2, s1nce I don't 
think I have played a game that engineered such a 
consiStent rush s nee the glonous W1peout 3. 

The rush depends on beautiful and exciting 
movement through characterful spaces. You can 
find ot in parts of Tomb Raider, or Prince Of Persia: 
The Sands Of rrne. or when nding Epona Oiler 
Hyrvle Fteld 111 <Xama Of Tme. What makes 
Spider-Man 2 special IS that the developers have 
l'l8l ed an entorely new form of movernent. Runnng. 
Jl.mpong, or poloting a vehicle suddenly look tembly 
staod and unorig na1 by companson. As may be 
expected from the developers of the Tony HaNk 
games, rt's a bit like a skateboarding sim on the 
sky, except that there is less of a fundamenta 
structural disconnect between joypad actions and 
virtual responses. An analogue sliCk IS JUSt made 
for swinging. and recondite combos are needed 
only for ground-level fighting. 

n also bnlloantly demonstrates the wtues of an 
excellent oontrol system: you can muddle thto\ql 
happily woth rt at first. but it IS also deeply 

learnable. At 'irst you swing around, bump into 
wallS and drop regularly to the sidewalk. caus1ng 
pedestnans to jump out of your way n annoyance, 
but you're having fun anyway. You'ro having 

enough fun to want to mprove. and when you get 
to the stage Where you can fl p, SWing, tumble and 

somersault exactly as you choose, when you can 
swng W!th mathernalleal beauty aromd corners 
and H;p off lamp-posts, you are Spider-Man. 

Furtherrrloce, Spider-Man 2 offers a specofiCally 
urban rush. The b1Q coty, which for 19th-century 
novelists was the sote of sin and corruption, 
becomes our playground. We are no longer 
owned by the city we own it. 

In a fasdnaling recent book about 
supemeroes on popular culture, Matters Of Gravrty, 
author Scott Bukatman argues that the SIQht of 
supertleroes pursuing their unfettered modes of 
locomotoo through the real-1 fe oty WOI1<s to 
domestiCate the dehumanised concrete sprawl, :o 
render the llban space more open and 
democratiC. Superman can 1ly and has X-ray 
VISOO: the city presents no physical oostacles or 

secrets to him. lt IS the same reason why the 
real-life French climber Ala n Robert, who has 
free-cl mbad the Sears Tower, the Eiffel Tower and 
Canary Wharf, excites our wonder and admiration. 
He has said: "I free-climb build ngs lirstly because 
they exist, but also because they are the urban 

of travel ing to its location. The allure of a real 
locale: how aboJt Spider-Man 1n Si'Otluya next 

1 
time? Already, anyone w'lo has been to New York 
camot help but marve at the verislmilotude of 
Spider-Man 2"s -enc:flllon of the oty. 01 course. 
your ravourrte Starbucks or Krspy Krerne 1s not 
here, there are not enough cars, and it's all a bit 
sh1ny. but it 1S still recognisably New York. The 

developers' deciSion to put a pair of huge 
searchlights at Ground Zero, meanwhile, 
represents grace and thoughtfulness that we don't 
normally take for granted n the videogame. 

Whether real or mag nary. citl95 are the new 
indoors. Games have begun to realrse that the City 
IS the u1t mate playspace, and now they have the 
power to prove rt. The next Grand Theft Auto IS set 
in San Andreas. Half-Life 2 replaces the irdlstnal 
corndors and al.en landscapes of the or.gma With 
a hea111ly urban feel. I can't help feelong sl.ghtoy 'ess 

attracted by the more genencally sco-fi VIStas that 
we have so far seen of Halo 2. 

Of course bu lding a coty to koep your game 1n 
does not guarantee a great experience: JUSt look at 
The Getaway or Driver 3. But then look at the 
commercial success of these aesthetiC duds: they 

We have an automauc emouonal familiarity with a cnyscape. We know 
the rules of the architecture and space, and are ~nx· nt ~ to test them 

rnowta.n. • And what IS Robert ·s l'liCk'larne? 
Spider-Man. of course. 

The real (that IS to say. fiCtiOnal) SOlder-Man, 
too, can only do h1s t111ng where there are 
skyscrapers. London structures would not offer 
enough alt1tude for h1s web-sing ng acrobatics. In 
Manhattan, he trumps the ngid, machinic grid 
system through his lovely arcing movements, as 
though writ•ng sorneth ng •n a loopong, cursive 
scnpt that only God can read. And it s just this 
expenence - of tnumph over our metropolitan 
insigfllficance- that the game S{)lder-Man 2 
makes available to us. 

SornethlrlQ lfTlPQI1ant changed, realy, when 

around the tome of M.3tropo/ls Street Racer 
videogames became able to seriously recreate 
real-life local ons. Now a game can offer a 
preciOUS extra thri I If you have had the experience 

a-e l)rOIIIding something people want. and I thl1k 
that sornelling is the llban rush. We have an 
aJtornatiC emotiorlal fami ianty wrth a eotyscape, 
whether ar11Stically designed or modelled on real1ty. 
We know the rules of the architecture and soace, 
and are anxious to test them to breaking point. 

And there os no apparent limit to the 
possibi ities. In a way, it's payback. Technology, in 
the guise of the industrial revolutiOn, gave birth to 
the grimy, overbeanng super-metropolis. Now the 
technobgy of videogarnes gNes us the power to 
soar above ant teve.. to demonstrate cognotove 
mastery over the urban vastnesS. h's tme to 
reclam the streets. 

Steven Poole is the author of 7rigger Happy: 
The Inner Life of Videogames' (Fourth Estate). 
Email: steven_poole@mac.com 
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I 
n Japan, the tel6111. sion statoons are to led With 
popUaJ" programmes that feature people 

atQlW19 or debating. These -<005 ollV 
progarrmes are not rw:tN - tf)Ely have 6X1Stecl for 
years - but Just ately they haYB munoploed and are 
ber1g made on great numbers. 

In the past tney were lim~ed to early or YBry 
late broadcast times - they were shown in the 
mornong or very late in the night - but sonce they 
have become very popular and common now. 
they are broadcast in pnmetime slots, when 
the maximum number of people wi I be able to 
watch them. 

Thetr content may be very divefse, but they 
are almost all made from the same fabnc You 
get a few regular faces representong different 
op.noons and generations speaking about PQPUat 
subjects or theMes. These themes are set alter 
doing some market research among the common 

people (the viewers). lt happens that some of the 
regular debaters are also taken from among these 
1119wors. You have very dNerse profiles among 
these regulars - you may find artists. politicians, 
teachers, lawyers. doctors, students, labourers. 
etc .. . In fact, almost anyth ng 1s good to attract 
people's (Viewers') attention, mean ng the shows 

can catch as large an aud>ence as possob e. 
I was wondenng why these 1V programmes 

have become so successfU, and developong that 
much. and I had a chance to speak woth a 1V 
producer to find out. He had some nteresung 
answers to my problem. 

I've sad this before. but nowadays we are in 
the age of ub1quity. There has been an 'ncred1bie 
jump in the number of ways that people can 
communicate with each other. But this means 
people have to deal With an increasing volume of 
informat1on 1n their life. Before. you had some kind 
of reluctance to communiCate woth other people. 
especoally the ones you don't know. Now, this 
batTler has c:fJSaPP68l"ed and rt's 'thanks' to this 

age of ubiqurty. 

Indeed, not that 00g ago we haO arty a 
imtecl nurT'ber of ways to commur.cate. mostly 
using the phone or post. But now we have such a 
variety, I ke these emails I use to send my column 
or even video conference-enabled mobile phones. 

Moreover. we can now chat using a PC or even 
our videogame consoes! Yes. modem gaming has 
become an actl\/9 means of propagating this 
phenomenon. W th th.s ll'lCfedible ncrease n the 
nLillber of methods of (X)Il'II'OJnocatoon, this has 
created more opportootoes to cornmunocate with 
others. But foliowong th s. the 1V producer had 
these very mportant words: 

"That does not necessanly mean this increase 
in communlcatoon has been translated into an 
tmprovement on people's ab loty to commun cate. 
I th nk rt has represented the opposite.· 

Ho means that. w"lile the methods or 
SJtuatoons for communocatoon were increasing, an 
~ton content had not followed. So the 

comn.ocation capacoty was losing its 
furldamental vOOe. Why is that? The mystery was 
deepening. Here IS his explanation: 

The mern of the age of uboquity os essentially 

one of convenoence. This Idea of ·conven,ence· 
means modem commun1catoon IS working agrunst 
the trad,toonal idea of 'transmrtt,ng someth ng to 
someone'. There IS also another problem. For 
example, in the past when people had to 
communicate across a long distance they had to 

So. yes, because of thos new. too-convenoot 
enwonment for cornmunicatoon, people have 1 

booome less careful in theor dialogueS. and as a 
resun of \hls their communocatoan capacny has 
been dtmll'lished. 

The 1V producer added the followng 
comment, as well: "The most troubl ng aspect of 
uboquity is the fact that rt creates so many ways 
of escape. The ub quitous age could be 
characterised as the age of the 'numerous escape 
routes'. In your everyday life, you have many 
examples of undesirable sotuations, I ke when you 
have to speak to someone you don't I ke very 
much or talk about somethong you are not very 
comfortable with. n used to be something very 
dffoc:Ut to dea With. but today rt os not very 
mportant as people don't care much about these 

senous matters. Uke when t'lOy discuss us;ng 
these 'conven,ent means of commun,catoon' they 

don't arways feel the need to care tor detals. All of 
socoety 1s gett1ng JUSt 1 ke that -you can 'escape' 
from the th ngs you don't want to confront.• 

Mmm ... I see. Again. I have the feeling I have 
had a s1milar experience before. And then the 1V 
producer had th s final thought· "In today's society, 

"lt is rare to see someone speaking face to face with another person 
with passion. tt has certainly become funnier to watch others doing so" 

use the ·stanuard phone or had to write a lener to 
make 1t possoble. The person who was 
comn.ocatong a poece of lflformatoon and the one 
who was receMng 1t had to do rt in a very brief 
manner. mak1ng 1t easy to understand. They 
needed to be clever in anticipating that the other 
sode may have had problems 1n getting the 
information right. 

Moreover n the past when you needed to set 
a rendez-vous - people used to set a place and a 
time at'd somet1mes even set out the way to get 
to the meetong safely. That was all. Bu1 now. 
because you can commur.cate whenever you 
want. th s process has become very rough, very 
uncertaon. The two sides (the one who explans 
and the one who gets the explanat on) are gett ng 
t1red of gett1ng 1nto too many detruls. I feel I ke I 
have already experienced that. 

f!DG£ 

rt IS r..-e to see someone speaking face to face 
With another person With passoan. lt has certaonly 
become funn,er to vl8teh others doing so. People 
don't do so in ther everyday I fe. or at least they 
used to but have stopped doing so. and that is 
why they find lhis entertain ng to watch other 
people doing so on 1V in these debat1ng shows 
Personally, I find this very strange." 

I th1nk he is nght. We are may be witnessing 
the end of the 'normal' communocation age. By 
that I mean the kind of communicatoon that takes 
place doractly with others w<!hout some sort of 
deVice gettltlQ in the way. Don't you lhnk so? 

Speak to you next tr:ne! 

Toshihiro Nagoshi is general manager of Segas 
Creative Center division. His games include the 
Super Monkey Ball series and Daytona USA 
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A 
rt 1s subjective. One man ·s Picasso is 
another man's pissy oo rubb<sh, Whoch 1s 
precisely why most art Cl'lties coo111bute 

less to society than the average crack whore. 

Smply put, you can't Will a debate about ar.. If 
you can a !)Ieee of art 'crap', the art1st can argue: 
"M. but you're talking about rt. therefore the art has 
served rts purpose, and excuse me one moment 
while 1 insert this Polaroid of myself 1nto my own 
bottom." lt's a reasonable point. but does it apply 
to games, in an industry whose cnt1cs frequently 
cred1t a game's graphocs with their own rat1ng? 

A WISe man once remarked that he didn't see 
the pont of paintings; why spend all that hrre 
trywlg to recreate a sunset when d 'd be far easier 

and less bme-consuming to capture one 1n a 
phOtograph? See, the whole reason people from 
T'1e Olden T rnes used to pa!nt was because they 
\'\'ere too stupid to have 1nvented cameras. but 

would the real:ty of the Mona l.Jsa have had more 
worth than a painstakingly rendered porttaJt? 

I had another PC de on me th1s week. I'm 
now on my third th1s year, and have finally given up 
on laptops due to the fact they either keep get11ng 
too hot. and bursting into flames. or I punch them 
unt1l the screen breaks. For once. 1t wasn't too 
painful a purchase to make I'd been mooning to 
!.Wade ever snoe I bought the previous useless 
PIE!Ce of badness, whdl first oust more ex less the 
day I got rt. and was barely~ 91101J!1lto run 
Minesweeper. Ths tme around I bt tne bullet. and 
went for a throbbing beast. Wrth Doom 3 and 

Half-Life 2 en route, and having suffOI'ed the 
ind1gnrty of play1ng Far Cry w1th the graphocs 
sett1ngs so low that it was could've been An 

Exciting Adventure In Origam.1and, I'd bocn 

getting jitters that I'd be left out of the fun. 
Touch wood (matronn. but thus far 1t's prOVIng 

a good buy. Apologies for stat1ng what a I of you 
already know. but Far Cry really does look as 
amaz,ng as all those rev.ews said Far crd away. 
a's the most mpressNe recrootoo of realrty ever 
seen n a game. I wasted about an hour on the 
earner level just looking at the way the light played 

off a set of steps. and gl mmered on the surlace of 
a torpedo. I shot at light frtt ngs so I could watch 
shadows bounce around COI"idors, refracting 

through hiSSing clouOs of steam. I even 1nvrted my 
father round to SI"CN tim the rippi.ng water. gently 
wavtng foiage and the texture of rocks. I was 
profOLildly entranced by the lUSh, tropical locale, 

the crysta ·blue sea, soaring brds. darting ~sh 
and the glow bugs which glittered as noght fe . 

lt was only when I cal ed my 86 daughters n 
from the garden to po nt out the awe-induong 
wonder of a mountaintop v1sta did I get slapped 
back into reality Rather than be awed like myself. 
they were utterly un 11"pressed. And why should 
they have been oth9f'l"'lse? They'd just been out in 
the garden, where there were all the realistic 

textures and bounCing shadows and gently 
wav.ng foliage you could ever want. Out in the 
garden were real brds. and real woons, and a rea 
man watcnng them from the bustles. :n the 

garden, tt11ngs didn t ever slow down because too 
much stuff was QOitl9 on. In the garden you could 

throw a rock. and Shatter next door's greenhouse. 
and you wouldn't th nk to stop and adm re the 
way the glass fell to the ground as the sun flared 
off each indMdual shard. Admittedly, because 
you'd be too busy logging it. but I digress. 

The girls were thoroughly unimpressed by 

beautiful, but it's a d1fferent kind of beauty to Wind 
Waker. Though Wtnd Waker could've looked il 
lrttle :ess bare. I respected .....net N'llltendo was 
tryw19 to do. I looked forward to the senes being 
developed along sm11ar lines, With the visual style 
being refined and bu ~ upon Rather than stick to 
1ts guns. N ntendo has d1tched the oel shad ng for 
a more realistic visual style. 1t seems that the days 
of genuine game artistry are already beh nd us. 

Take a look at Jak 11. lt's a fun game. it looks 
good, but it's woefully un-des1gned. There's a 
bland laziness to the visuals, a sense they're 
merely serving a functiOn rather than try1ng to 
mpross. The examples of genune gam.ng artiStry 
-of wo!1ds that have been designed tor more than 

,rJSt llxlctiOOal ty- are being outm.mbered by the 
breathless raoe f<Y Sm.Jiation Or. Ill the case of 
frstl)erl)On shooters, a campaign to f91ntroduce 
bland. 1960s concrete-block architecture. For 

every VleWIJful Joe there are a thousand Jak Ifs. 
For every /eo there's a Full Spectrum Wanior. Fcx 
every XIII, or Rayrnan, a hundred Special Ops: Red 
MercuryS or Go/deneye 2s or Grand Theft Autos. 

Perhaps I'm woefully out of step with public 
sensibi ities, but it seems a shame that fewer and 

The examples of genuine gaming artistry- of wor1ds that have been 
designed for more than just functionality- are being outnumbered 

Far Cl} pure y because the whole tr.ng did looK 
so realistiC. •Jt s ~ke a phOtograph: one of them 
remark9d And she W<ISO't wrong (~h 
techrliCally she was. because phOtographs don't 
move, :he stupid i1ttle 1d•ot). 

As gorgeous as Far Cry 1s, you can appreciate 
that perhaps more t1me went into programming 
the rout nes to recreate light and shadows, and 
wavy plants. as 1t d•d the look of the game. How 
designed was the game world anyway? No doubt 
the tf91eS, the huts. the guns and the costumes 
were referenced from real-lde coun;erpans. In fact. 
the least IITlpressiV9 aspects of the game were the 

elements not drawn from real eqUvalents; the 

rr10nsters were all a bt u111nspred. lt's endemiC of 
a problem at the heart of gaming's ;rajectery. 

My colon whimpered when I saw screenshots 
of Nintendo's next Zelda opus. lt may indeed look 
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f...- del/elooerS are 11'11/eSlflQ 1n the VISUal Side of 
tlv1gs With any sort of coherent sense of design. 
Don't get me wrong - simulatoo has its pace. 
You'd have trouble transporting yourself 1nto RFA 
2005 if the players were super-deformed 
cancatures, while the whole point of the Gran 
Turismo series is that it gives you the opportunrty 
to drive cars you're too much of an impoverished 
pleb to ever be able to drive n real I te. But there 
oornes a point where you have to ask: why? Why 

does everyth ng have to look so rea and 
homogeniSed al of a sudden? 

We need some more Davld Hockneys 

Cl'leat.ng the IIISuals Ill our games, and a few less 
David Baileys. \l\lho 's he? 

Mr Biffo IS a semi-retired videogame JOUmaltst. 
Hts views do not necessarily coincide w1th Edge's 
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Ph8ntom Br•v• 
PtJC9/Ie has only made us hungnor !of a more 

Uv evoillocl verSIOn of Nippon lchls metk:lllous cii!IWI 

ten1fywlg depth. Book your holiday Slols now. 

Hands across the world 

0 f al the things that make games off-putting to 

newcomers, the joypad is the worst offender. Ab8tract 
and complex, it's easy to forget the years of practice that have 

Ingrained the ~ notions of toggllng, Y-axls Inverting and 

D-pad selecting Into our brains. The DuaiShock has 12 
buttons. A piano has 12 notes. One we expect to pick up and 
use. The other we expect to take us 1en years to master. 

That's a pn!pOSterous analogy, of course. Spider-Man 2 is 
hardly a Chopin preluda. tt would, however, do the Industry 

good if developers and publishers occasionally over-estimated 

the oddness of the joypad rather than continually 
llldanlstil 1 !alii IQ it Or, even more radically, is the II'ISWII' to 
abolish lt? Ditch the digitally abstract Ill favour of the 
physically instincliw? Three of this month's Jli8SCI8811S are 
~ Eye Toy, after a rather fallow period, IS now being 

exploited by some of the most reYel8d names in gaming: 

Konlwni and Sega. GameTrak. the system that uses tensioned 

strings and clip-on at1achments to acantely replicate a full 

3D range of movement. IS readying for lalllch. Bolh systems 
'-vast potential and make gamng an inStant draw for 
thoae p!WViou8ly put off by not instinctively understandmg 

that the circle button ~cancel 

How can the joypad hope to survive now that movement 
-.lrlg has become viable, portable and cheap? Why should 
garners continue to tolerate something which has only been 

Incrementally improved over the last 30 years? For now, 
developers hold half the II'ISWII' to that question and garners 
the other. Developers are struggling to successfully exploit the 
Immediacy they offer. The whack-a-mole basics of Eye Toy 

have long since worn thin and GameTrak has a long way to go 

before its software matches the solidity of its hardware. lt will 

need both manifest C11181ivity and encouraging rnMiet 
conditions before they begin to be mastered. 

And garners? We have to decide how willing we are to 
sweat. Both systems are capable of reducing your arms to 
!lapping tubes of jellied agony. There are no mach111M in the 

gym that can prepare you for what happens when a truly 

compulsive videogame meets ., EyeToy. Which .,_., for 

now, that the joypad IS safe. After all, of all the forces ., 

the world, few are as unassadable as laziness. 

,, 
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World Of WarCraft 
lt all started with ores and humans, but now 
everybody's invited to Blizzard's flagship universe 

The Alliance - humans, dwarves, gnomes 
and night elves - has proved a more 
popular chotce than the Horde's or~:s, trolls 
and taureo (though the fourth Horde race, 
the undead, are well represented). In the 
Alliance, gnomes are unfairly unapprecoated 

orld Of WarCraft is big. That much 
could be expected from a developor 
wtlose games routinely pu I n more 

preorders than many lltoes ever sen. but 
Blizzard's entry 11to the new wave of 
I118SSively rrutl!)layer trt1es casts a long 

shadOw. The beta lai.Xldl saw WOW fansrtes 
across the 1ntemet collapse n domino 
sequence under an avalanche of •nlormation­
starved hits; there are ·us beta testers' with 
lP addresses from Argentina to the Ukrane; 
and at the t me of Wlit ng there are acoounts 
for sale on Ebay with bids at S350 (apparently 
it's a slow penod). 

Bog n other senses. too: this tS the re5Uit 
of four years of Bhz:zard's notoriously 
meticu ous production, converg ng WarCralt's 
extensive backstory and the developer's 
previous experience with onl ne mutt1player 
1nto a n;ew look at a fami iar world. That 
familianty doesn't necessarily have to stem 
from expenence wT!h IMJW's forebears­
a.though Blizzard has helphAiy provided a 
storytone S'f1'10PSIS on its websrte for 
newcomers- more If you ever had a soft 
spot lor high fantasy. 

WOWs VISuals are a celebration of the 
genre, a I exaggerated proportions and 

There's an immediacy of experience here that 
allows players to reap rewards from only an 
hour's play as opposed to 12-hour marathons 

The world's hand-drawn grandeur comes 
across well in screens, but in-game it's lent 
a startling sense of scale and distance 
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lowering scalo under a painted sky. it's an 
effective counterpoint to EQ2's rendenng of a 
fantastiC world il'l a reaistJC fashion, just as 
)8W-droppjng in 1ts splenclou-, and posslbly 

even more VIrtual lrfe-affimW1g n rts artiStry. 
Though players are given ample time to 

enjoy the denso scenery, n 's not as a 
side-effect of the paralys1ng grind that has 
tumed many away from MMOs past. There's 
an immediacy of experience here that allows 
players to reap rewards from only an hour's 
play as opposed to 12-hou' marathons 
although gven BliZZardS ~encisi'Jy preose 
appreaat on of how to deliver addictrve 
content, th1s 1s much I ke saying you can enJOY 
a bar of chocolate from eating only tho first 
piece. Quests seldom conclude far from a 
lead 1nto three more. a trainer offenng a new 
ski I and an un;explOred vista just beyond the 
next ndge - all enlldng~; adllevable d you 
were to put 11 juSt a 1rtt e more tme 

ThiS pace IS aided considerably by 
LM:>Ws energetiC combat, wtliC/1 follows the 
trad1t10nal MMO structure of a rhythm1c 
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trad1ng of blows, but is so up-tempo as to 
suggest an act1011-RPG (not least Diablo). 
Strategy comos from recognising the nght 
moment to counteract an enemy skill or 
launch your own wrthout risk of interrupti()(}, 
and dass·SI)eO'IC mechanics lend further 
tactica: considerahOtlS 

Wamors, for example. nus1 build up a 
'rage' levol through g Vlng and recet"'ng 
damage in order to power thetr combat skll s. 
whereas the Rogue attacks form cascad1ng 
combos that build up to finishing moves. The 
basic spellcasters fal back on the fam har 
battle plan of keeping foes at a polite d•stance 
wnile peltlr'IQ :hem wrth ei<Jrtcn harm but 

more compliCated magiCal classes have 
COCTeSpOnd ngly eccentoc behaviour - such 
as Shamans, wtlo create totems on the 

landscape to provide magiCal effects. Further 
vanation in characters' combat ability is 
provided by the Talent system, a hierarchy 
of modifiers - and ultimately new abohties­
that aftow specialisation beyond the areacly 
det1se skil trees. 

CliTently only the Warnor and Mage 

classes have their Talents on place, wrth the 
others to be phased n over the course of the 
beta; also to be •mplomented 1s the 
much-demanded ninth character class, the 
Hunter, whoch has the ab1lrty to tame wild 
beasts as an mal compan10ns. 

Even withJhese omi$SIOI'lS, the hype that 
v.oN aready feels like a fhshed game oSn 't 

completely unfounded -what's most 
obV'OUSly sLI in the procress of development 
isn't so much the world (though the beta wi I 



naturally shape n further), but the nteraction 

ot the players Wl:hon rt. at leaSt on the player· 
vs-player servoi'S. 

PvP is a necessary demand of both the 

fanbase and the WaiCralt universe, which 
sees the Horde and Al1ance factions at 
loggerheads. The current system has seen 
towns effectively shut down by h'9h·level 
groups desti'Oy'ng NPCs, important quest 
desti11at1ons staked out by players PfE¥"'9 on 
unsuspectil1g plgtll1'1S, and powerful 

ct\aracters betn>g near·IXlaSSallable even 
when outnumbered by slighter opponents. 
Thou!jl the first two are at least thematicaly 

ilttJng, rt's an area of huge contentoon and may 
be BI1ZZ9rd's tncklest balancin>g act. 

However it resolves the war, there's 
certrunly no shortage of craft. .:::. ~ 

There's no shortage of AI combatants in Azeroth, but for 
many the thrill of duelling other players is WOWs draw 

~ ... t'f'lat PC 
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Grand Theft Auto: San Androos 
A gap Is already opening up in the pre-Christmas release schedule 
as terrified competitors back away. lt can only be the return of GTA 

Shooting from the pillion of a motorcycle at an SUV certainly adds a new gameplay slant to the GTA 
canon. These rural areas have a slight Smuggler's Run feel, and there are vast expanses to explore 

ony must be desperate for San 
Andraas to fi~ appear. There os 
no doubt :ha~ GTA games sh ft 

PlayStatJon2 consoles and the lack o' one 
n 2003 was keEdy len. Tha.'lkfuQy, despite 

the pteSSU'e o' another .ucrato.e exdUSMty 
deal, Rockstar IS stayng true to the type of 
game 1t wants to make. 

The 1nlial sett ng -a neighbourhood 
based on South Central Los Angeles in the 
early '90s- doosn't court massmarket 
acceptance. but 1t does exude reqUisite lovcls 
of cool Watch Boyz N The Hood or Menace 
2 Society, riSten to Dr Ore's The Chrontc or 
Tupac's Thug u!e VDW1e One and you've got 
the dnft Hustlers Wtl<lr plaid shtrts and sock 

One mission requires you to perfonn a 
four-man drive-by. Another has you shooting 
at cop cars through your back windscreen 

San Andreas' rural environments are a departure for the series. Draw distance looks good, with no 
evidence so far of fogging, but whether this fidelity Is seen in the final game remains to be seen 

hats wrth AKs stuffed into the bands of the•r 
sweatpants. The way that Rockstar has 
captured the lazy menace of LA street I te, 
all smog· filtered haze and stoned G·funk. 
makes tor an inlngulng scenario. 

Your character. CJ, nas juSt returned to 
Los Santos (Rockstar's remagngong of LA: 
followong the death of his molher. He finds his 
old crew. the Orange Grove Fam116S, on 
decl ne. and hiS neighbourhood overrun by 
drugs peddled by rival gangs. Here begins 
the rebu lding of a criminal empore that Wlll 
eventually encompass the whole state of 
San Andreas. 

New features, as demonstrated by the 
open ng series of rntssons n and around CJ's 
nood. include the abnrty to hijack BMXes. tne 
sattSfying anrnatl(l(l Showing CJ rocl<ing from 
Side to Side as he pl.IT'4)S the pedals uohol or 
swt1gs a leg out to get round a corner. CJ 
can get a ha•rcut. or a r.&w outfit, or alter his 
fiQute through over-eat1ng and exercis•ng, and 
all these choices will affect the way he IS 
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treated by his friends, nval gang members 
and the bent cops forever on his case. One 
mssion requ res you to perlorm a four-man 
<inlle-by. Another has you shooting at cop 

cars ;hrough ycu baCk YNldscreen or 
sllalq)g motorcycle poice off ycu oomet 
after a up-off at a gang meet. Rockstar 
appears to have rectified one of the biggest 
gnpes affecting the GTA seoes Stnee rt went 
30, namely gunplay. The fact that you can 
now strafe wh1le 8Jming in th1rdperson, or 
choose between manual and auto E!lming with 
all weapons, means thal San Andreas can 
shed a ltttle of its reliance on dnv•ng missions. 
Frefights are far from real stic showdowns -
though th<S has nel!er been the GTA way. At 
least now they are more thr11 ong, strategiC and 

don't autornatica.ly make you sirT'()Iy want to 
I1ICk a car and run 8\lel'fOM over. 

Every bme you fire a shot or steal a car. 
CJ 's statisbcs are t.pgraded This lends an 
1nvistble RPG element to the gameplay the 
more you perform a certain action. the better 



CJ will become at it. Along with the cosmetic 
r nAr<:n,n:~htv enhancements provided by 

and the ~ke. d~erent players w1l 
the lattor stages of the game Wlltl v&ry 

CJs. dopending on the choices 

All this can be discovered within eight 
blocks of downtown Los Santos. Ultimately 
there are three huge cities to explore. not to 
menhon the rural areas in between. Tho 
countryside here amounts to much more than 
cusrxy lrili1g ~· A whole rusbc identity 
has been 'Oiged. comprising farmsteads and 

cabns. sleepy one-horse towns and t1'3110r 

parks. Take a tnp in the dodo and yoo can 
see just how am<wngty expanSIVe the 
environment really is: you can fly for mtnutes 
and not seo another settlement. Travefsrng 
1he enVIronment on ground level wrth one of 
-:ne all· new vehicles such as the Quad boke or 
he monstor truck. ~ becomes obvious that 
~ ~Srft JUSt empty space. There are s.dG 

rniSSIOns to d•scover down 9V9fY d rt track. 

Small towns, such as the upwardly 
mobile Di I more. have their own personality, 

their own gangs of hood urns and their own 
opportunrtJes - stea~ng an articulated petrol 
tanker from a gas Statoo and then attemptong 
to outrun the toca1 vigilantes, for example. 
There's even a half-mile·h gh mountatn for 
you to climb. 

WhElfe most story-based games follow a 
!inear path from A to B. those in San Andreas 
expand outwards untll A simply becomes a 
tiny dot Ill the vast expanse of B. We haven't 
even seen San FIGI'I'O (San Franasco). Las 
Venturas (las Vegas), the desert or the beach 
yet. Sur1aoe barely scratched, rt's obvious that 
San Andreas tS a mtghty prospect. In the two 
years since Vice C1ty, no other developer has 
come cJoso to snatching the mantle from 
Rockstar in t.he driving/action/cnmelfree· 
roamng-oty stakes; tustlook at the recent 
cfiSITlal fabe or Onver 3 to expand rts erJl)lre. 
Take a deep breath, because San 

Andreas looks I ke rt'l be btg. 
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Bikes are set to be the new PCJs, it seems. 
Whether or not Rockstar plans to convert 
San Andreas into one gigantic Tony 
Hawk-style stunt park is unknown, but 
this would be typical of the freedom of 
movement that the GTA games engender 
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Q)n~ict: VIetnam 
Pivotal heads further back in time for its latest game, 
moving from the Middle East to South East Asia 

This isn'tthe prettiest Vietnam-based title 
around but it is an improvement over Povotal's 
Desert Storm efforts. Besides, the attentoon to 
detail makes up for some lack of polygonal detail 
- you can shoot river fish, whole vegetatoon 
reacts to grenade blasts, for instance 

Squaddies 
The game's 14 missions focus on a 

squad of four sok:hers who, cut oH from 

the-•r un1t fonowmg the brutal 1968 let 
OHenswe (played early on., the 9"ffi"). 

must fight thetr way back to safety_ Th01r 

gruelling JOurney Will see them make use 

of any dtscarded equipment they 
oncountor, including river boats, 

helicopters, tanks and gun ptaccm1"1ts. 

The rntroduction of narrative is a new 
development for the ConfliCt senes and 

C~Jong w1th Vietnam's impressrvc audro 

(wh•ch rncludes licensed muSK: and 
foul-mouthed language as well as qrcat 

spot effects) adds much to the game's 

already convtnctng atmosphere 
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~ hile tn publishers' eyes Vietnam is 

I W ' the new WWII, we have yet to see a 

--- game focus ng on the dtsastrous US 
struggle aga nst the Vietcong that's able to 

match the better examples onspired by the 

'11ematJOnal conlbct of 1939-45. Yet wllh so 
many Ill prowctoon. •t's onty a matter of ttme. 

From the current state of Conflict. 
Vietnam, that day has taken a substantaal step 

closer. Looking to repeat the huge success rt's 
had wtth two groat - provided you sweep 

lllO(ality under the (Bedou n) rug - games 
based on the first Gull War. Pivotal has 

understandably remained posted close to a 
proven format. So the f<u-man squad, 

ftrsVthirdperson ctynamc of r.s Desert Storm 
titles stands fast, and, while much of game wtll 

teel pleaSJngly lam liar to Conflict players, the 
formula has evolved since the last sortie. 

For instance, you can no-N control your 

IOU(-man team with an extended range of 

commands. some ol which are context 

Fooma1. PC, PS2, Xhox 
---Pubhshe< SCI 

Developer: Pivotal Games 

Orign. UK 

~o. Aut\Mnn 
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sensrtive (eg, sh eld a medtc while he heals a 

downed soldier), and the revised system 
ensures that even in the heat of battt~ ISSU ng 

orders is a mostly s:raightforward and 

relali\.ay nsk-free affatr. Your SQuad members 
now respond on a more corMn011Q manner. 
becoming genuWlely dependable. which iS 

more than can be S8ld for the tngger-happy 
NPC Gls who shoot through you should you 

cross their line of sight during firef1Qhts. 
Other issues currently include occasional 

collisoon-deteclon problems. and the game 

stJU exudes the 'dunky' feel of preVIOUS 

Cooflct games, atthOt.J!tt nolhng as 
debilitating as that on, say. console Medal Of 
Honor toties. RElf)laytng through levels (due to 

an absence of checlqx>tnts) highl ghts the 
scripted character of the enJOyable events. 

Indeed, Vietnam's strength is undoubtedly 
the remarkable sense ol tension it generales 

Combat is atmosphenc, captunng the terror 

and confusion so vividly depicted on 

Hollywood war films- rt's no1 ur.JS~Jal for you: 

squad to find itself pimed down, ow on 

ammo and facong a seem ngly relentless 

enemy onslaught. Jungle crossings swap the 
franhc, messy nature of combat set -pieces for 

a more considered and tactical approach; the 

change of pace oS welcome. although the 

expe'lenCe is no less edgy - traps, sniperS 
and enemy patrols see to that. 

Provided the developer orons out a few 

n ggles, thoS cou d become the most 
engrossing Vtetnam totle to date. 

Squadmates are listed on the left of the screen 
with commands to give to them on the right 



SEmndSight 
Good business sense and foresight on the part of Codemasters, 
or is this destined to be forgotten in the pre-Christmas rush? 

tealth is now a dread word in the 
videogamo industry. 5o many 

developers try "· so few succeed. it's 
lneresting. however, tnat the games that have 

employed sneaking well. .ke Manhunt, Thief 
and Metal Gear So/Id, have done so by 

giving the play8f a clear indoeation of wheth8f 
their charact8C' is out of sight. Whether rt's 
a stealth icon. VISion cones or a light crystal, 
rt's important to know If your footfalls are 
going undetected. Second Sight, however, 
has no such syst8fn, and as a result rts 
brand of stealth can be irntating 

In the ear1y levels there's a lot of hoding in 

cupbOards. sod!tng along wal sand peeking 

aromd corners, but rt never feels as fuly 
ontegrateo as in tts obvious source mateoa . 
Fortunatery. Free Radoeal has built the game 
so that stealth •s an option. bul1t always 
seems to be the most frustrating opt1on. On 

current evodence you make much quick8f 
progress by charg ng around, battering 
guards then hiding in ducts until the 
commotion dies down. Then repeat. 
Thanktu ly, Second Sight has plenty more 
tncks up r.s sleeve. 

The game's mall'l focus is on clever 
supernatural powers, and these are gradually 

111troduced as the story unfolds. Tappng 111to 
il18 cmer.t fasnon for physiCS, hero John 

VattiC can telekinetoeally move, destroy and 
fling a lair numbSC' of obJectS in the 
enwonment USing his rrind alone. it's all done 
adrortly via the analogue tnggers, one to 
charge up the ability, the other to focus on 
the item. Other m nd tncks include Charm, a 
kind of cloak of inVIsibility, and PrOJection. 
the power to possess enemies. it's also a 
mghty rel18f to have a recharging health 
power 10 a game that sees angry swarms 
of guards rrantoeaJy shootll'lQ at you whenever 
they're alerted. 

Sure. there's a questoo mar\< hanging 

over the s:ealth feature so prom nent you 
expect it to be accompanied by that 
trademark sound effect, but Free Radical's 
distinct art style, attention to detail and clever 
structuring should compensate. Vattic's 
search for h s idcnt1ty alter waking up in a 
research lab IS cliched but getting to actively 
take part in the flashbacks is novel and 

ll'lVOiving. Once the guns come out matters 
lll1PfO\I8 greatly, too. 1r10 the thirdper.son 

gunplay is blessedly JC¥lUS. 
lt may not do enonnous ~mbSC's at retail, 

but Second S.ght has the potent.al you'd 
expect from one ol the UK's most 
reputable developers. 

it's possible to charge around and shoot enemies in the torso until they expire, but with practice 
quick head shots pay dividends. The game Is ready, and just waiting for a convenient release date 

t:.UU 
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The sniper scope works excellently. placing a tiny 
reticule on an enemy in the distance but also 
offering you an adjustable zoomed·in view 
(above). Targeting and sensitivity are spot on 
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BloOO Will Tell: Osamu Tezukas [X)roro 

When slash 'em up meets fairytale- Sega's interpretation 
of a Japanese classic is almost Ieo With A Vengeance 

Holding down the button charges a special attack which, it successful, allows you to 
land a flurry of slashes by followong rapod button prompts. Each enemy type has a set 
list of items it may drop, as in Csstlevania, and long combos will force the rarer drops 
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Format. PlaySta!ion2 

Publ sh<l<: Soga 
DavOiopor: In-hOuse (J)feviously !>og• WoW) 

Origin: Japan 

Release Q4 2004 

ega's second adaptat1on from an 
Osamu Tczuka manga. foll~wing 
Astro Boy, Dororo may not have the 

western recogn1tion of 1ts SISter story - hence 

the relegatJOO to a subtitle - but Ws nch source 
matenal. Wandenng samur<~~ Hyakkmaru IS on 
a lrteral quest of self -d scovery: a demoniC 

pact sold hos body parts to 48 fiends before 
his b rth. Now fully grown, and reconstructed 
with weapons ensconCGd in each artificial 
hmb, he sets out to reclaim his humanity 
acoompanied by chdd thJef Dororo. 

HIS trail of revengo makes for an 
endeanngly t.n::()I"M)O(ional slash 'em up -
not least because he has more opoons at the 
outset than many protagortlsts fi111sh thetr 
games wrth. Carty~ng twin blades n h1s 
forearms, a more practical sword at his &de, 
an arm-mounted Galling gun and a cannon in 
()(lE! thigh, Hyakk maru IS a one-man army. 

Well, two-man army, as Dororo's never far 
behind unless hs patnfindng faols hnl. hts 
defai.At contnbutOOIS to attack random 
opponents, but he can be ordered to stay 
beh nd Hyakkimaru (the safest ptace in a boss 
fight), to ptek up items or most importantly to 
scout for hidden areas, as not all the fiends 
are waiting along a level's beaten path. 

Overcoming oach enemy on a bnsk boss 

fight recovers a body part . and these boost 

Hyakkinaru 's stat sloes n acldlli<nto 
provrlng more ta-,gobla boruses: an eye turns 
the monochrome yl()(fd to muted colour, a leg 

enables a dash attack. Sensibly, replacements 
for his weapon-limbs ore staggered 
throughout the game, ensunng their loss IS 

offset by new-found natural abilitoes. 
There's so much ground to cover - even 

before the~ starts~ between 
playabfe characters ~ gameplay styles -

that the stUI-trad1toonal underlying deSign can't 
qu1te keep up. This manifests tn bouts of 
rodu"ldant backtracking, an absence of Sega 
spark in the early boss fights, and the lack of 
an appreciable difficulty curve with the 
standard enemoes, who are et.her pushovers 
or unfairly tougn. VISUaly, too. sega·s lata 
amva1 on PS2 sees rt struggle to work 
arourx:l the archrtecture's shortcomings. 

Single out any aspect of Blood Will Tell 
and you can find fault with it, but they're 
shuffled with such a magician's flounsh - and 
the deck is cut with moments of tnspired 
brilloanoe - that rt a most puis rt off. I' the 

remaining de\lelopmentlllTle t'!tJieriS lOose 
ends, tns COtJd be W(W's (posttunous) 
mastetwork: 1J<e Hyakktmaru hlmsef, 

rt's more than the sum of its parts. 



Fe<mat: PS2, Xbox 

Even lady ninjas armed with cheesewire have to face off 
against the ultimate enemy: the thirdperson camera 

The Tetsugen is a means of locomotion as well as 
execution, but Spider-Man's fluid web-slinging 
may overshadow some of Kurenai's more 
mechanical and limited wire moves 

here's no question that Kurenai, Red Ninja's heroine, is going 
to become something of an ioon. Her underwear-flashing 
acrobatics generated thousands of downloads of the game's 

E3 demo, and her seduction attacks (which lure guards to a bloody 
death with a come-hither giggle) constitute a new kind of fighting dirty. 
Her short skirt isn't just idle titillation, however. lt adds to her sense of 
character as she soars through caves and dungeons light as gossamer. 
Her Tetsugen wire - her only real weapon - is a potent threat, but her 
defences are sur]J(ise and ingenuity. This is the other end of Sam 
Fisher's tooled-up spectrum. 

What works well is the creativity of combat, as you string up 
unsuspecting guards and scythe their torsos in two with a slick twist of 

your wire. The balance of exploring. fighting 
and puzzling 1s also strong, wrth each level 
seeing you move smoothly from one task to 
the next. lt was never a game that was going 
to dominate through its visuals, but the worlds 
are smoothly presented and Imaginatively 
designed. At th1s stage in development, the 
most pressing problem is the camera. Though 
its swooping movements are dramatic and 
satisfying, Kurenai's disregard for gravity 
presents it with some serious problems · E-.:: to which rt does not yet have solutions. "-~ 

The puzzle sections seen so far are very 
straightforward - decapitated guards can be 
dragged on to pressure points to disarm traps 

Warhammer 40,CXD: Dawn Of War 
Format: PC 

Pubhsher: THO 
Developer: Relic 

Ongin: UK 
Release: Autumn 

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

With painted miniatures at the ready, it's time to delve into 
the future-gothic world of Relic's ambitious new RTS 

The interface is large, clunky and a touch 
intrusive, appearing as it does at the top and 
bottom of the screen . The mini-map works well 

Your troops can be viewed from any perspective 
or level of zoom, meaning you can zip around with 
ease or take a detailed interest in the carnage 

£DG£ 

here Neverwinter Nights txought us tabletop D&D on the 
desktop PC, Dawn Of War digrtises Warhammer 40,000. it's a 
bit Age Of The Empire Stokes Back and, sticking with the 

innappropnate Star Wars theme, reminds us a little of Force 
Commander. Villagers - sorry - SeM\ors build structures. which 1n turn 
pump out infantry, vehicles, giant demons, etc. and, unusually, many 
troops fight just as well up close as wrth their guns. The focus is on the 
combat, wrth resource management limited to node-capturing. 

The four races, Space Marines. Orks, Eldar and Chaos, are very 
similar to their tabletop incarnations. The Marines are powerlul but 
expensive, Orks are inaccurate but numerous and work best in mobs, 
Chaos are a bit like the Marines but with the addition of demons and 

demigods. The Eldar (space elves, really) are 
the most 1n1eresling. Fragile but superb shots, 
the subtle balance of their Aspect Warriors 
can make or break an army. They also have 
the game's best animation, as their Wraith lord 
dishes out kicks and chops that look great in 
the zoomable and rotatable 3D engine. 

Disappointingly, there are no 
Genestealers, as seen in Space Hulk, and, in 
lhe preview build, no singleplayer campaign. 
But developments on the battlefield will ,L ....;;__ 
be awaited with interest. 
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SEw. Superstars 
Virtua Fighter and The House Of The Dead get the set-top camera 
treatment in what could be a very good month for Sony's EyeToy 

egardless of how novel a device it is, Eye Toy is only going to 
succeed on the strength of the support it enjoys. it's therefore 
encouraging to see industry stalwart Sega getting in on the 

act by appropriating some of its biggest franchises for motion- sensing 
treatment. Some 12 minigames should feature in the final game, but the 
preview version we toyed with offered a fun (if brieQ four. 

Perhaos the most obvious transition, Samba De Amigo replaces the 
maracas with hand movements and therefore does httle to alter the 
already great play mechanic. The House Of The Dead has you slapping 
waves of zombies away before confronting a tenacious boss, although 
the latter is also dispatched with a senes of well·placed air smacks. 
Meanwhile, Sonic The Hedgehog sees you controlling the speedy 
mascot down a 'bonus' tunnel by moving 
your hand, collecting rings and gems whtle 
avoiding spike balls. And, in a partoeularly 
convincing deployment of the Eye Toy 
technology, Vittua Fighter squares you up to 
Akira whose attacks you must block while 
exploiting opportunities to hit back 

With eight more minigames to unveil, there's 
hope for more gameplay flexibi lity than the 
usual Eye Toy slap-the-bad-guy speciality 

As with all Eye Toy undertakings, there 
could be an argument for further refinement, 
but on current indication the potential 
for great party-game material ;:_ 
seems completely assured. ·-

U Move Super Sports 
Konami launches EyeToy's first spanking game. But save 
your blushes, because fun doesn't come any purer than this 

Move Super Spotts might just be the most vibrantly designed 
game of the year- so far, at least. Eye Toy games aren't 
usually noted for their v1suals (unless you happen to be a 

superrnodel) so it's a happy surprise to find so much artistry and 

invention in the characters that cavort around you as bounce, bat and 
barge your way through Konami's bizarre decathlon. 

The game's main innovation is how it positions your 1mage on the 
screen relative to each particular task. Select a baseball game and you'll 
be positioned top left, with ample space to grab an umbrella as an 
impromptu bat. Horse nding perches you astride a fat-tongued steed, 
walloping your own backside to spur it on. 

Also included are a suite of abstract sandbox games which turn 
your Eye Toy into a kaleidoscope or a slide· 
puzzle generator. One requires you to incite a 
desperately dejected flower to dance: fa'lure 
is simply too heartbreaking to contemplate. 
Another turns your image into a bunch of 
sliding tiles, feet and head amputated like a 
magician's assistant. it's a generous package, 
but as of yet only a few of the games have 
been fu'ly optimised and polished. Eye Toy 
has felt a little becalmed since Play's 
triumph last year. U Move could be 

just the thing to reinvigorate rt. 
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The resounding thwack as you hit each baseball 
does a surprisingly effective job of convincing 
you that there's real contact between your 
real bat - or umbrella - and the virtual ball 

Fonnat: PlayStation2 
-----------'--=-Publisher: Sega 

Developer: In-house (previously Sonic Team) 
Origin: Japan 

Release: Q4 2004 

Prm'IOusly in E 137 

After months of maraca frustration, Eye Toy 
Samba is a successful replacement. Precise 
and inst inctive, the freedom from cables 
encourages extreme Samba freestyling 

Fonnat: PlayStation2 

Publisher. Konami 
Oev&oper: In--house 

Origin: Japan 

Release. Out Now~) September (UI<j 

IJtJ 

Pinball ought to be one of the game's best 
ideas, but having to use both arms for each 
paddle is both frustrat ing and unintuit ive 



Bumout3 
Format: P$2, Xbox 

Pt.bHSher: Electronic Arts 
Developer· Criterion 

Orlgn: UK 

Release: September 

Previously .n E135, E138 

The 'offensive driving' of the second game turns out to have been positively 
polite compared to the metal-buckling freeway jousting of its sequel 

Impact Time, which allows you to add 
aftertouch to your car's trajectory, is crucial in 
crash mode. Use it to trigger enough 
collisions, and you earn the right to detonate 
your vehicle in a shower of sparks and points 

Dark Wind 

[!] he latest iteration of Burnout 3 code boasts production values 
to match the dizzying velocity and apocalyptic crashes - EA's 
big-screen treatment and Criterion's technical ambrtion 

culminating in the anti-Turismo of arcade racers. 
Also apparent is racing's continued relegation to the passenger 

seat. Displaying the skills learned in previous games, like hold ng an 
unbl nking game or chicken down the oncoming lane, nets meagre 
reward compared to that for even the most unth,nking shunt of a rival 
racer. ThiS may bewilder some fans of Burnout's previous supersonic 
pumy, but Criterion has at least changed direction with the accelerator 
firmly floored, providing a far more pulse-pounding take on 'vehicle 
combat' than any rocket-launching genre stalwart. 

Crash Mode now features the appropriate 
ramps and, surpnsingly, equally appropriate 
power-ups, to turn the orig·nal garne of 
automotive rou•ette into a shrieking rnetal 
pinball set: doubly so with the addrtion of 
post-collision spin, allowing you to redirect 
your fracturing wreckage On fetish,stic slow· 
rno) at virgin traffic. Even more satisfying in the 
ma:n game, it transcends the trnpress•on of a 
flashy g'rnrnick the rnornent you pull oN that 
fatal. drearnl;ke spin into the path of a 
desperately swerving rival. Buckle up. 

The co·op crash mode requires players to 
co-ordinate and grab matching power-ups to 
gain full advantage as they slam into junctions 

Formato PlayStation2 
Pubhsher: ln2Gamcs 

DeveiOPero Atomic Planet 

Orign. UK 

Release: AutJJmn 

Previously .n E137 

The first game for the GameTrak demonstrates that, 
in motion sensing, hardware is only half the battle 

Character design is Dark Wind's strongest 
point visually, although Dead Or Alive now 
faces a new contender in the jiggle stakes 

The more you hit an opponent, the more i t 
builds up their ' rage' bar. Once full, they will 
launch into a flurry of attacks which will test 
your blocking skills to breaking (or losing) point 

EDGE 

t's tiring. That's the first surprise of ln2Game·s GarneTrak 
movement sensing controller. Its spring-loaded cables, though 
light and responsive, exert a continuous pull which adds 

considerably to the sense of connectiOn with what's happening on 
screen. And as things stand, what's happening on screen is a 
rudimentary beat -ern-up, with blocks and combos requiring rnore 
precision than the garne can currently offer. 

The second surprise is how strongly the firstperson, real -world 
movement approach affects how you feel about your actions in-game. 
Punching a woman's face to blood and bruises is much harder to 
stomach when it's your own fists doing the punching. The emotional 
response of sorne players - one GDC-goer spotted a resemblance in 

one of Dark Wind's characters and rushed to 
makers to say: "Thank you, thank you, thank 
you! You have given me the opportunity to 
beat up my girlfriend!" -points to the 
incredible potential Game Trak has, and the 
substantial pitfalls it faces. For now, it seems 
the software is hold ng back the harcfvvare. 
Developing for such a radical peripheral can't 
be easy, and as developers become rnore 
experienced we'll see if GarneTrak will be the 
device to deliver the eternal Shangri-la 
of full motion sensing. 
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P~ Alptlas This month's announcements and updates 

Children Of The Nile 

Sega of Europe has picked up thiS lml)feSSively 
detruled Egypt1an city sim from the team behind 
Pharaoh, featuring a Slms-styte soc1al dynamic 
along the banks of an authentically modelled Nile 

Vivisector: Beast Inside 

Format PC 

Develope<· Action Forms 

A Ukrainian·developed FPS inspired by HG Wells 
that pits your special forces soldier against 
cybernetic mutant animals that have been quietly 
evolving on an island for 100 years. Expect blood 
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Far Cry lnst1ncts 

Delayed from its end-of-year slot to 01 2005, 
lnstmcts will now appear on PS2 in eddition to 
Xbox. Ifs not yet known ~ the PS2 version will 
retain the interesting map-making functionality 

Viewtiful Joe 
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lt's 'just' a port, of course, but a welcome and 
unusually deft ono. Dante fits the aesthetic 
perfectly, and the inclusion of the easier 'sweet' 
modo gives the impatient a chance to progress 

DG£ 

Pro Evolution Soccer 4 

folmal PC PS2. XbOx 

Not content w•th rep<esenbng 136 club Sides, 
50 national axdes and mo<e than 4,500 players, 
some with 111dMdual moves, Pro Evo 4 also 
boasts an on-screen referee for the first ume 

Guilty Gear lsuka 

~oonat: PlayStaoon2 
PuOI>she< Sammy 
DovOioper: Ate System Works 

The fourplayer fighter that takes the already 
seizure-Inducing GG experience even further 
over the top hits PS2 this month, with new 
modes and key-wielding artiliclal girl ABA's debut 

Scrapland 

Forma;: PC, Xbox 
f'Ubl\shc(: Enight 

Spanish developer Mercury Steam's 'GTA·styte' 
project. set in a robotic world, has recently been 
nudged into the spotlight by American McGee, 
formerly of id, signing on as executive producer 

Johnny Whatever 
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Warthog's new title sounds good on paper­
punks deliver a dystopian London from the Iron 
Royals' tyranny- but it remains to be seen If the 
game can scale the heights of Its concept 











Key among them os her screw attack. Not only does th1s 

allow Samus to assault enem~es m a bunched·up whnf of 

sp1nrung energy, but 1t opens up new ways of negollati 

certam secbons of ahen archrtecture. Those fam1har w1th 

• I 

ammo can be launched quickly, one after another without t 

annO'ymg 'P<lvse assOCfated w1th the ong•nal's big projectiles 















rTB~ng hstory 

MAKING HISTORY 
In the mud and rain of a Normandy field, we catch up with Gearbox 
Software to find out about upcoming \NWII shooter Brothers In Arms 

T 
he Utah Beach Musoum at Sainte-Marie-du-Mont is 
the answer. it's the answer 10 all those quest ons fired 
at developers alx>ul the morality of making wargames. 

The questions may be expressed n chfforont ways but they 

atways amount to the same th ng: How do you 'eel about 
tumng a pa.oful, trauma•oc oon"'.IC1 nto entenanment? 

Randy Pitchford pre$1dent ol Goartlox Software. tJSeS 

the Spe'berg delence: 'We're futfi ng a fantasy. but also 
retelllflQ a story as authentiCally as poss.ble. tthlf'lk rt's 
mportant that it can rema111 as a reference piece. FIVe years 
ago thJS would have been too expensive to research, but now 
the audience is biggEY and we can take on proJects like this. • 
His enthusiasm for the subJect matter and commrtment to the 
project (he spends at least an hour on top of a h IJ - Hill 30, he 
te Is us- assoss1ng rt for the game) gives us hope that h s 
interest in h1story is not just for the press rooases. 

The museum is three miles from Utah beach and is in 
tho Normandy town made famous by The Longest Day, the 
John Wayne mo\119 de~icting the descent of paratroopers 1nto 
a ha I of German bullets. A hie-sized facsim 1o of a soldier 
hangs by a paracrute from the dlurc:ll steeple, pro-.idong a 
graph<: romnder to tOISlsts of what happened here 60 years 
ago. Apart from a large Amencan bOmber lilhng ~ the central 
t1<11. ~·s ycxx typocal rruseum full of artifacts. touchscreen 
mootors and lx>red schoolchodren. The kids Sld e by, taking 
little notiCe or, wet . anything. One of them points taz,ty at a 
Thompson sub-madline gun whi e another swings h s bag at a 
fellow pupil to break the tedium. History IS not alive here, and 
even the older v1sitors look like they've come purely out of a 
sense of duty. 

Br ng ng this rich history to life for a new generatiOn IS only 
one of P1tchtord's objectiVes; the good news is that 8rothors In 
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USER GUIDE 

~he t•f u88UIU 
game 

At a defining moment in the series' history, we 
examine the phenomenon of Championship 
Manager and investigate how this bizarre piece of 
statistical analysis software seduced the world 

F 
ex ~ last decade a sngle phoOsophy 

has dom nated vldeogame developMent: 

~ ganers ..:rave the cinematic 
experience. E3 demos and iV ads nov' 
<XlllCE!O!Tate on 00 sequences spliced toge:her 
with glllff \IOICOOVers and tense mus.c. lnspred 

oy actlon·ITlCMe tra.lefs • .ne ih-<'..ong s: fcxget 
deoth. go tcx sensory impact. 

But somenow . .n tne same period. one 
vdeogame senes has shtfted c:Ner 4.5 n¥lion 

cop1es desprte naVIng no IIISUa!s to Speak of. 
w .P rlBTlS of sta'IS!cs and \\"'1 no asporat0l31 
lead characters. A game that demands hours of 
e"or' w pro.-.oes no d..-ect comrol CNer :he 

action and no s ngle obv1ous conclusion. Th s IS 

Charnpon 'liP Mwlagef. 
The OC'ig n of the game puts 1ts creat()(S, 

Otiver ana Paul Collyer. beSide ile Danngs and 
t"oe 04JVerS ill that OOgu I ng sub-section Of InduStry 

figures populated oy beoroom codiC1Q IJrOthers 
....txJ made good Back <(I the JTlld-·aos. the pair 
wera teenagers liVing .., rural St1ropshre. ()("the 

"'CXJe o1 ""' nere· as they pre'er to term 11. We 
had plenty of tme on our hands." remembers 
Pa- Home computers vee all :he rage ana 
prograrrmng could be learned easly. Also we 
were. and s; are. 'oo:bal maa . ." 

So n 1985 they began cod ng a footbai 

managemer- game ncmed Champions, a: f.rst on 
the BBC Micro and later on an Amstred CPC. In 
tne begmlfl9 n was a hobby, With cassettes 
ds:rtx..~ed among school friends. lt wast''t unU the 

boys coded an Am,ga verslO!ln the late-·aos that 

tney ~ sendl1g cooies to pubkshers 

Famousty, EA reJected tne code OVtnght. In a 
~.er. 'MloCP :tlA OrOfus have kept. an erstwhile 
publishing exec expla ns· 'The man reason lhal we 
oo not tr 0< t IS sutade s 'hat 'fOJf gar->e IS 
based on stabstics and without any 'lrve' actoo me 
game Yo'O.J«:: not appea. to the auCI>ence that we 
generally sell to'. And of course. manty can st• see 
his poont. Orty two~ snowed realnteresl 
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- small local outfit Thalamus (responsible for 
C64 tilles 1nclud1ng Hunter's Moon and 
Arma/yte) and the far larger Domark. Here, 
publisher Kris Hall picked up the Collyers' 
design document from a dusty shelf of 
unsolicited game ideas. liked the ook of it, 
and contacted the boys for some oode. 

At this stage, Domark was looking to sell 
just 10-20,000 copies of the game, which 
was retitled Championship Manager (a name 
Domark owned from the beginning). Indeed, 
the first Championship Manager, released on 
Amiga and Atari ST in September 1992, was 
only a modest success with its limited range 
of fictional players and concentration on 
English leagues. In 1994, with someth'ng 
more ambitious in mind, the Collyers formed 
Sports Interactive. began employing staff, 
and started work on CM2. Released on PC in 
September 1995, this iteration represents the 
true spiritual and technical ancestor to the 
modern game, featuring a database of 400 

real players, an accurate transfer system, and 
a laithful reproduction of the football season 
calendar. A later update of CM2, CM 97/98, 
was the top-selling PC game of 1997. 

That achievement would soon be 
dwarfed. With CM3 and its three season 
updates released between March 1999 and 
November 2001, the series became a 
mainstream phenomenon. Fifty-five thousand 
copies of CM3 were sold in the UK in its first 
week. Ceebrity fans like Robbie Wilhams and 
Ant and Dec publicly extolled the game's 
virtues, providing weloorne PR. At this point, 
the database was large (1 00,000 players), the 
code was ltght and fast, and there was a 
compering med a element with newspaper 
stories provid ng gossip and speculation on 
transfers and team performances. The 
interface had also been tweaked to 
something approaching user-friendl,ness. 

The first CM offered only a handful of slats and basic visuals, but the fundaments of the gameplay 
were in place, including a tactics screen (left). Later versions became much more open-ended 

Then came CM4 - Sports Interactive's 
Apocalypse Now. Massively ambitious. the 
title represented a complete rethink and 
rebuild of the CM universe centred on a new 
20 match engine -the first graphical 

representation of football 1n the series' history. 
After ten years, CM garners would be able to 
watch their team in action, view player 
movement and pinpoint the exact moments 
when key instructions broke down. But the 
implementation was a logistical nightmare. "I 
am sorry to say we underestimated it, and as 
a result did ourselves no favours with the 
shape it was in when it finally came out." 
explains Paul. "I can say right now, we will 
never do a total rewrite again!" 

The title was expected in 2002, but 

Fan ower 
A major factor in the success of Championstup Manager 1s the willingness 

to foster relations wrth 1ts fans. Here's how. 

1. The scouts 
Sports Interactive now has a netw()(k of around ? .500 volunteer researchers 

watching league footballrn 40 countries. According to S~rts lnteractrve's 

Miles Jacobson. tts devekJpment was organrc: 'I was asked to start lookrng 
after the UK database due to my work on the unoffrcral dat<J updates. and 

also had a network of people who had offered to help out witt1 tt1e updates 

Those teams merged together to form the UK team and we used the same 
proc.cs..c; to f1nd the head researchers for other countries. who all bu1ld up 
therr own networks in thetr own countnes. Ifs all down to the communrty. ,. 

2. The on line community 
The first unoffic1al CM s1tes. marlonq lists and IRC chcmnels started to crop up 
in 1995-'96- there are now hundreds all over the world_ Many are simply 

forum-based, a place to compare tact1cs. formations and trainrng regimes 
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and to tx>a.st about 1ncred1ble v1ctoncs. Custom1sat10n is also a key element 

of the CM seen" Srtcs lrke CMSorted _net offer downloadable updates of CM 

stats. and there are several edrtors available allowing to users to alter players 

stats. club frna·1ees. etc. Most websrtes also otter customrsed versions of 

the game's mtertace ~aka skins). Many of SI's staff have come frorn the 
cornmunrty. Man.-1grng rl1rector Miles Jacobson used to produce seasonal 

data updates 1n h1s spare t1me wt1ile work111Q at Food Records 

3. Real-wortd applications 
The 16-year-old son of Bnstol Rovers· chief scout Paul Molesworth and CM 
were two crucral factors rn bringing Rohbic Ryan to the Memorial Stadium. 

Molesworth expi;Jincd: ··1 was at home go1ng through a list of potentral 

left-backs wt1en rny son [also called Ryan] safd: 'What about Robbie Ryan? 

He's out of contract' My son t'ad RobbiP. in h1s team on CM. and knew he 
was available. I was ready to dismiss the 1dea at f1rst because I never 

thought he·o come to us_ But I had a cup of tea and thought it over, and 

then dec1ded we nHght as well g1ve 1t a try ·· 

EDG£ 

arrived in March 2003, the inrtial release 
riddled with bugs and runn ng agonisingly 
slowly on most machines. 1t took five 
enhancement packs (downtoadable patches 
with gameplay updates built in) to get the 
game working to its full potential. 

TI1is seemed to have a decisive effect on 
the relationship between SI and Eidos. In 
September 2003 the companies announced 
that their partnersh·p would end alter the 
release of CM 03104. SI would retain the 
game code and database, Eidos the brand. 
Plenty of conjecture still surrounds this 
break-up, the companies themselves 
semi-humourously citing ·creative 
differences'. There ts, no doubt, an element 
of truth here. Eidos was perhaps unhappy 
with the uncompromiSing complexity of 

CM2 upped the player stat count and included 
match commentary from ITV's Clive Tyldesley 



The CM series has always been fleshed out by 
annual updates. it's a controversial pract ice 

CM4, but the publisher may also have been 
exasperated by development delays and the 
bugged initial release. Already having to deal 
with problems involved in the production of 
Tomb Raider: Angel Of Darkness, the 
company no doubt longed for a more 
manageable development partner. 

The fifth element 
For CM5, Eidos set up its own internal team, 
Beautiful Game Studios - with many of the 
30 staff coming from the recently defunct 
Silicon Dreams- a longtime Eidos partner, 
and developer of football sims liko UEFA 
Champions League. Meanwh;le, Sports 
Interactive acquired the clasSIC Footbail 
Manager brand, originated by Kevin Toms 
with his iconic 8bit management sim of the 
same name. Oliver is back at the company 
after a long break and working on his own 
secret project. Paul is coding the match and 
transfer N. Both sit in the office among their 
50 staff working the same long hours. They 
are, in some ways, starting all over aga·n. 

So how did a game without graphics, a 
game that requires hours of effort for no 

With CM3, the structure was updated and the 
player database boosted to 25,000 players 

the tmutnul game 

One of the key elements in the success of 
CM is its authenticity, founded in an almost 
symbiotic relationship with the real game 

visible reward, shift over four million copies? 
Some of the answers lie in the international 
obS8SSion with the sport itself. Football fulfils 
many roles - social, emotiOnal and tribal - yet 
as far as on-pitch action goes, the supporter 
is largely impotent. The frustratiOn this leads 
to can be only too evident - most recently, 
England's spectacular 2-1 defeat to France 
in Euro 2004 was followed by sporadic 
street violence throughout the country. In 
this context, CM fulfils a sim Jar role to 
fantasy football leagues: il allows fans some 
kind of totemic control over a sport that 
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may have maddened them for years. 
There is a strong element of wish 

fulfilment, too - the dream of leading a 
favOlJrite team to glory. And one of the key 
elements in the success of Championship 
Manager over dozens of rivals is ts 
authenticity, lounded in an almosl symbiotic 
relationship with the real game. SI's 
enormous network of dedicated scouts 
ensures lhat player stals for teams all over 
the world are up to date and unnervingly 
accurate - even down to yoLrth level. Due to 
the accelerated nature of CM - garners can 
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"lt's about taking risks and being rewarded 
when these pay off. What CM has over other 
games is its tie-in to a wider football culture" 

work through several seasons in a matter of 
weeks - dozens of players have actually 
shown the<r promise .n the game way befcxe 
they emerged 1n real •fe. canny CM users 
sponed the potontial of Ajax star Zlatan 
brahimovic ~ he was shl at Malmo, and 
JcMer Salilola was a big favounte .n CM 
befcxe his rea.-hfe excellence shone at 8arca 
~ Rooney and Crist.ano Ronaldo are 
other key exampes. lt at adds authenbcrty to 
the game expenence. 

The process works 1n reverse, too. 
Comm tted CM fans wi I watch reaHfe 
matches - especsally during internal onal 
tournaments - tor transfer nsp1ra11on, and 
more otten than not these playors wi I 
perform JUSt as well in the game. "Euro 2004 
has nfluenced me" admits Daniel Siew, 
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founder cf popular fansite The Project. 
"Verpakovskis has been added to my L.atvian 
connection at Southampton and seems to be 
show.ng the pace that made waves .n tne 
group stages ... • Agaln. these experiences 

are manna to the CM gamer- they cement 
the relat~ between the intense fantasy 
world and the real-life game. 

And the relabonshlp is reciproca • wroch 
adds to rts allure. Anecdotal EMdence 

suggests that roao managers play the game 
and even COflSlJI< its comprehensJVe 
database. Ex·Pofand coach Jerzy Engel once 
told an 1nterv~ewer that the best way to tra n 
tor a career in football management was to 
play Championship Manager. We've also 
heard that the new coach of a modest 
international Side has recently been in touch 

DO 

The Introduction of the 20 match engine in CM4 revolutionised the tactical element of the game, 
allowing c lose scrutiny of player behaviour. Early f laws in the system were cleared up for CM 03/04 

wrth SI, hop,ng to use the FM 2005 database 
to identify talented players for his squad. 

Profoss1onal players, too, are known to 
be big fans of the senes - Rio Ferd nand, Rui 
Costa and Gareth Barry are famous 
examples. The Official Football Manager 
magaz,ne intervieWS at :east three league 
players each ISSV8 and for many, CM 

provides an a1ernatr.oe to a round of golf on 
those tong afternoons after tra~n.ng. 
Interest ngty. a ma,ooray choose to manage 
one of the big tiYee oobs and usually buy 

themsellles. and their mates, nto the squad. 

CM is about WISh fulfiment for them too. 
Members ot the football world have also 

contnbuted dJteCty toward the real sm of the 
game Sports nteractiV91lfT11)1oys former 
Uverpool player Ray Houghton as a techrllcal 
correspondent (he also plays 1n SI's 
five·a·Side football team), wh le Beautiful 
Games recently &gned up Charfton first team 
coach Mervyn Day for a s1mi1ar rote on CMS. 

Th1s blurred boundary between real 
footbal' and CM. doubtless a factor 1n the 
game's success, has also become a d1fticun 
one to traverse tor some CM addicts. When 
we spoke to fans of the game several 
adm1tted to behEMng that they were 
somehow respons1ble 1f a young player they 
had nurtured n CM became a success in real 
ife. it's also well known that 'or every 
rnanagenal vacancy that comes up n real 
football. the dub will rece<ve dozen of 
appficatoos from CM fanatiCS hoping to 

CM 01102 expended the media element and 
much more. Still a favourite with many tans 

translate their virtual success to the real 
wortd. We heard from two Norwegian fans 
who applied to manage ther nahonal side 
when Nils Jofhan Semb left. They received 
courteous reJGCtion letters from Norway's FA. 

These are extreme examples. but rt's 
clear that the accuracy and depth of the 
game - the fact that tans can wallow in the 
database for hours uncovering obscure 
taents - means that the relevancy of CM 
extends beyond the SimUated Urlverse and 
into the real world. Gany Crawford IS a 
seO<Y lecturer in social and cul1uraJ stud'IBS at 
Sheffeld Hallam Uriverslty. and IS currently 
researcht1g the relahonsnip between CM and 
ts fans. He po.nts out: ·CM hePS garners 
develop knowledge and understanding of 
football at a more detalied level. and th s 1S a 
useful resource whiCh can then be drawn on 
in conversations and frendship networks, not 
just around CM, but footbal generally.· 

Getting it right 
CM also gets the range of responsibilities 
right. In the game, managers look after 
tactics, scouting and training- not setting the 
price of pasties or design ng stad1ums. The 
transfer market, buitt around the enomnous 
player database (Football Manager wi I 
contain stats on over 200,000 players; 
Beaut1ful Games has yet to issue f.gures tor 
CM5), is the cornerstone of the senes' 
appeal. lt taps 1nto every football supporter's 
naive belief that their :eam is only two or three 
Signings from being a champ;onst';p-winnng 

outfit. The thrill of the ~. the protracted 
contract negollations (CM W04 allows tor a 
huge variety of sweeteners. stiP!Aaoons and 
get -out clauses) anct then the gamble of 
spend ng mllions to dose the deal provides 
an unusual kind of garTllng pleasure to many. 

"M; with most games, rt's about taking 
risks and being rewarded when these pay 

off," relates Crawford. "But what CM has 
over other games is its lie-n to a wder 
fcotbal culture. If your gamble pays off tn 
CM, it's not just the gamer who profits, but 
also the team you are manag ng -even tf 
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rt's just at the level of fantasy, this can be 
hugely rewarding." 

The Collyers are also keen to point out 
that the sandbox structure of CM is of vital 
importance. "The main thing that has always 
set our game apart is that we take the 
approach of creating a football world -
modelling competitions. rules and tntelligence 
of managers and players, etc- and then drop 
the player into this wortd," says Oliver. "This is 
as opposed to building the game around the 
user, or user interface. The effect is to make 
the user feel like a small part of something 
much bigger. And this adds to the 
suspension of disbelief." 

In this way, CM's closest relative in 
traditional videogaming is $1m City- both are 
formless, and lack a definitive endp01nt. Both 
allow users to adopt their own agendas 
wrthin the simulated world. 

Both games are structured around a 
hyper-accelerated calendar, and this instantly 
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understandable framework provides 
another clue to the addictive qualities of 
Championship Manager. The game presents 
the player with a regular, clearty-defined 
series of 'events' in the shape of matches on 
a fixture list. These matches are like the drug 
user's fix, or the gambler's bet - if they go 
well, the user needs another hit to maintain 
the dopamine-enriched high; if they go badly, 
it takes another M to overcome the 
disappointment. And because in CM the next 
hit is always rigidly scheduled, it's easy to fall 
into a 'just one more match' cycle that eats 
up hours, even days. Eidos has made much 
of the fact that CM has been cited in three 
divorce cases. but in talking to CM users we 
have uncovered many other stories of lost 
relationships and failed exams. 

But really, Championship Manager is 
albout people - not necessarily traditional 
garners - who love their sport. And in a 
culture saturated by football imagery, the fact 

the tmutnu game 
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that the series has SlJIVived for so long 
without compelling visuals becomes less of a 
mystety. While playing CM, much of the 
action is happening in the gamer's 
imagination- rather like roleplaying. 

Of course the big question now is which 
title will the fans go wrth - Football Manager, 
the uncompromising simulation developed by 
the creators of CM, or Championship 
Manager 5, the familiar brand with the 
speedy engine. Most active members of the 
CM community reckon they'll tty both and 
make up their minds. But the casual users. 
the massive majority of the CM userbase? 
The smart money would perhaps suggest 
CM5. As is suggested by the annual battle 
between FIFA and PES, the pecple go wrth 
the brand regardless of gameplay concerns. 
But then CM fans have spent the last decade 
confounding the smart money, eschewing 
the cinematic experience. Football, of ;, .,.,. 
oourse, is a funny old game. ::. 
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Another generation, another engine, then. What's been 
going on in development? 
Sweeney: We've redesigned the rendering tech from the 
ground up for Direct X 9.0. PixeiShader 2.0 is the absolutely 
minimum graphics model we support. There are gonna be a 
lot of opbmisations in place and lined up for 3.0. And that's 
JUSt the start - there'll be a 4.0 and we'll go on from there. 

Do you think that this cycle of improvement is going to 
continue forever? 
Sweeney: Well, I think it will, actually. GPUs have a load of 
hard-coded limitations in them rignt now, in the number of 
vertex or NURB iines or texture samples or any of these other 
technical limitations. At some point in the next few years 
they're going to become computationally complete, where 
they're going to be able to execute an unl mited number of 
instructions from memory, and all those hard-code limits 
become caches. So I think there'll come a point for GPUs, 
just like there was for CPUs, where they're complete, and 
from then on additional features are purely f<x optim•sallon 
and don't allow fundamentally new features to be created. 

So where does that leave you? 
Sweeney: I don't think software IS ever going to be done. 
Realty, it's like a CPU. When you've got a CPU with a certain 
amount of features you can wnte any program on it. The only 
question is performance. I think there's a good 20 or 30 years 
of effort left on the engine side. You're adding new features to 
improve the realism, and that's going to help you create 
better, more realistic games. But the hardware problem, 
that's really close to being solved. 

it's not a short-term concern, then. 
Sweeney: We figure we've a factor of somewhere between 
10,000 and 40,000 to go before we can render scenes 
that are truty photorealistic. If you look at outdoor scenes 
with trees and really realistic characters, we've a long way 
to go. But over my career, since the first game I 
programmed 12 years ago, we've actually improved by a 
factor of 10,000 already. So you're really looking at a 
timeframe of about 15 years before hardWare gets where 
it realty needs to be. 

Making something Unreal (left to right): 
Mark Rein, Alan Willard and Tim Sweeney 

Sweeney is the coder's coder. Softly spoken, but with a 
forceful edge, he is Epic's Carmack - clearly hugely intelligent, 
but also sometimes just as incomprehensible, at least to 
those not versed in the arcane equations of engine 
mathematiCs. He grins with nostalgia when we mention Solar 
Winds and Epic Pinball. Interestingly, as we are shown the 
technology that makes up Unreal Engine 3, SWeeney is the 
only one not to say anything. He doesn't need to fight its 
corner. he just sits and smiles, confident that the engine will 
stand up to scrutiny on 1ts own. 

But Epic doesn't just make engines, it makes games. 
Willard: That's right. 

And you have to be looking at the evolution from that 
point of view, too. Obviously in more recent times 
you've specialised in firstperson shooters, which is an 

physics components together and applying real forces to 
them, as opposed to just faking it which we've done in the 
past. So you know we're going to have that. we're going to 
have much better scripting, much more detailed stones. 
Obviously, the lighting and materials are going to be more 
realistic, and we'll show you the human head that we have 
that looks one hundred times better than what people saw in 
games two years ago, for example. There's no question that 
we're going to be able to make much better games by having 
the tools and put1ing the control directly in the hands of the 
artist. That's the reason why, at Epic, we've been able to 
put so much money into the engrne Side of things. 11'~ the 
only way we can compete with the realty large teams, by 
having a much more productive team ourselves. And the 
way to do that is to have better tools than everyone else. So 
there's no question. I think mod makers are gonna do pretty 
incredible things, too. I think you'll see more and more mod 

"I think there's a good 20 or 30 years of effort left on the 
engine side. We've a factor of between 30,000 and 40,000 to 
go before we can render scenes that are truly photorealistic" 

increasingly crowded genre. Where do you think that 
genre is going? 
Willard: Well, I think the age of the tactical shooter, 
Counter-Strike and so on, that's coming to an end. And I 
don't think anything's really stepped up to take its place yet. 
Rein: Why is it coming to an end? 
Willard: Because the market's saturated. they've made it to 
consoles, and the majonty of them are on consoles now. 
Rein: But that doesn't mean they're ending. They're still 
gonna be making them. 
Willard: No, but lth•nk they .. 
Sweeney: We don't realty know. 
(Laughter) 
Rein: I mean, I know what we're gonna do. I know we're 
obviously gonna have better graphics in each game. We're 
gonna have a much broader emphasis on physics. Tim 
explained earlier how now we bu•ld cars by putting the 

makers making what were last year's retail-quality games. 

Rein is 1n love with h1s company's technology. Of course he 
is: that's Epic's bread and butter. But ycu'd be hard pressed 
to find a more enthusl8stic evangelist anywhere, his 
'ohmygosh' asides leaping from incredible technology to 
stunning graphics to unmissable games. For the photoshoot, 
beneath grey skies on Bastion's roof, he puts on a pair of 
sunglasses. He is self-aware, but not particularly self­
conscious. Over lunch we tell a joke, and Rein likes it so 
much he encourages us to high five him. Non-negotiable. 
During the tech demo, Rein boasts of the incredible things 
his engine is capable of, but in a manner that is either 
unscripted or impressively acted: "Ohmygosh, show him 
the ... • "And when the thing h1ts the ... • "Oh, load up that. 
you gotta see this ... • 

What would you say Epic's strengths are, as a company? 
Sweeney: Well. we've always had a big focus on tools. 
Willard: Tech support 
Sweeney: Tools and support, yeah. Really having a great 
content pipeline so artists can create game levels, assets, 
textures, and put them all together. We've always had a 
much more thorough editor. The view you see of the world is 
the engine doing a pixel-aocurate rendering ol what you see 
in the game. it's a WYSIWYG editing environment, always has 
been. And now With all the new tools, like the new shad er 
system that lets artists create complicated toots, the 
gameplay scripting system ... it's all about empowenng art1sts 
and content creators to create better games without being so 
bottlenecked by programmers, as they have been in the past. 

it's a big limiting factor for teams these days. When 
you've got development teams of 30 to 80 people, it's vital to 
maximise the productivity of everyone involved. That means 
artists who can create complete assets and bring them into 
the game without requiring other people to work with, w~hout 
requ ring programmers to do certain tasks. So really the 
whole workflow is the big strength of Unreal Engine 3.0. 

Does id have anything you envy? 
Rein: John Carmack. 
(Laughter) 



Sweeney: AI right ... And Doom ns a great frnnchnse. 
Rein: Oh, they have awesome lP. 
Sweeney: lt was really the gamo thQt Introduced the FPS 
genre ten years ago. 

Rein: 1t certairly startled us. When we looked atthetr games 
we~ like· 'Oh. we wama do that ' And I'm sure a lot of 
Other people got careers looki1g at Doom Of WolfenstEIItl and 

iOOking the sane. Theor hostOfY IS JUSt... we envy that. And 

iheir bark account. That's pret1y spectacular. Their paO<ing 
lot. They' re a great CQI1'll8I1Y: we have a lot of respect for 
them. lt's great when people ~: ·you and d are so close'. 
That was the dream sovon or EJ91t years ago. We've been 

realy lucky. 

Do you think the 'corridor shooter' is dead? 
Willard: No, not at all. Doom 3's gonna sh p SCJ(netirne in the 
near futt-re, and that looks like nt's going to do really well. So 
clearly there's an attraction in that knnd of game. 
Rein: As you saw from our demos, we're very much sti I 
focused on getting the best visuals we can. Indoors or 
outdoors. There's no question that a lot of people's lives go 
on nndocrs. And you have to pay attention to thot. lt wouldn't 
be a realistic game if you didn't. That's just not hfe. 
Willard: it's easoer to make conVIncnng indoor enwonments 
than outdoor .. . 
Sweeney: The amount of detail you need to make a reaJishc 
outdoor scene IS far beyond 3D cards now. What evetyone 
doeS iS maKe a rougher approXIIT1QtiOn thon nndoors 

But as soon as technology meant we could approximate 
outdoor environments, all games moved outdoors. Do 
you think that games are ever misled by technology? 
Willard: We5, yean but how much of that was because 
games wanted to go outdoors, so the hardware ... 

Rein: And alSo. r. you think about some of the games we an 
love playing tcday - UT 2004, BaHiefield.. You wanna drive 

tanks. fly planes, and you probably can't do thQt nndoorS ... 

[laughter] ... Without breaking stuff. I mean. we've already 
had a good ll'ix of •ndoor and outdoor stuft. it's not a lot of 
fun chasing a character across 12 m Ios of terrain and 
shooting h1m wnth a flak cannon- you want to bounce it off a 
wall, chase h m up some stairs, comer h m ... So I think our 
vnew of gaming is that you need balance. We want close· up 
combat and the car chases. th ngs like that. 
Willard: But it's a lot easier to bu1ld suspense indoors than it 
is outdoors. And when you're bu lding gamoploy elements, 
ll's a lot easier to be in control of the enVIronment. 

Willard is laconic Epic. He dnfts 1n and out of the interview- 1n 
the brief post-lunch session he's so diStracted by h1s own 
engine (in which he's peinbng a model of a head Wtth stained 
glass) that there's an awkward pause wh le the other two wait 
for him to pick up one of our stray ques/JOns. If there IS a dry 
QUIP to be made, he wit make 11. 0/horwtSe. he IS mostly 
content WJ/h draggtng out curves of actJon lf1 his new toy. 
spraypalflting rocl<s on barren worlds The demo IS Wlan:/'s 

Cl'lat'ICe to shc:tN off. At one {XJKlt. Retn turns to hm and asks 
flln to shc:tN us sornetfNng. You gotta shc:tN tnem that, you 
gotta ... Wilard JUS/ stops, turns to Retn sA?wty "I am doing, • 

he says. Oh. Conllnue. 

You're primarily regarded as a PC company, but how do 
you feel about console gaming? 
Rein: Well, actually, our most successful licensee has done 
five or six mi lion units on conSOle, and that's Sp/tnter Cell. So 
we're very interested in soonng people use our technology on 
as many platforms as possible. Unreal Engine 3.0 tS very 



much deSigned for use on next -generatiOn consoles The 

feature set, the mu~rthread1ng stuff, thiS IS very much 8Jmed 
at high-end PCs. which will be n.n of the mil by the t rre we 
shp - and nVIdta will have something even more spec:tacular 

then - and next -generat1011 consoleS. 

We merged Wtth Soon studiOS. We worked very we8 wrth 
Oigtal Extremes. a company up'" Canada And we worked 
wrth them collaboratiVely, and 11 was JUSt reaJy good -
whenever we worked together, all1n the same place, finishng 

Unreal and the creation of Unreal Tournament, we tun)9CJ out 
our best wOO<. So we wanted to recapture that down 111 Nor:h 

Carolina, and started a new studiO down the hall from us We 
used our clout and nfluence to get the best-ot brood 
employees for that company. Then, recently, we were about 

to move into a new bu lding, and they were about to move 
offices, and we won't all be together and we'll lose the whole 
oollaborative th1ng. And we thought: 'We can't do that!' So 
we went aJnd approached them about merging the two 
companies, and they really liked the idea. 

Anyway, that studiO started to make console games. And 
now they're making Unreal Champonsh1p 2. and 1t'S 
fantast1c. lt's a much better game than we thought it was 
gong to be at the beg1nn•ng They're JUSt a great team 
who've done a fantastic Job. And they've also really exerc1sed 
the technology - the Unreal Engtne 2X. the Xbox-specthC 
versiOn of the Unreal Eng1ne 2. 1S mucn more optmised th8Jn 
we would have ever made OUfselves. lt's probably the best­
looking game you'l see on Xl:xlx 
Willard: But we're not st'roJ of developing on consoles. There 
was a version of UT on DC. we shrPPed UT as a PS21aunch 
title, there was the ong•nal Unreal ChamponShlp on Xbox ... 

Were they developed in-house, though? 
Willard: -:he PS2 UT was. 
Rein: We have mult pie teams. and we're doing a~ our 
own ~8Jnchl5e work. The Unreal games are C()(!"lpietely 
tn-house. so we have control over the QUality of them. 
That makes the eng ne a better cross-platform soluton, 
because the guys working on the games are also working 
on the engines. 
Willard: We have a team who can spend all of the r t me 
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working on the console stuff. rather than havtng to worry 
about tne PC s.de of thtngs. 
Rein: And also it's not ... rt's not inconven<ent that consoles 

are Sl'proachtng the power ol PCs. That's made a big 
difference. H's JUSt a oce coirlodcr(;e that they're nsi1g to the 
power of what we do. 

Talking of which, you must be geanng up for a push on 
to next -generation platforms. 
Rein: We are. Everything you've seen here, that's aJ a.med at 
next -generat1011 oonsoles. 

What can you tell us about your plans 1n that area? Have 
you entered into technology agreements? 
Rein: We can't talk about n tn specifics. but I mean I th nk rt's 
well known that we've &gned a deal w1th M crosoft to do 

There've been some really leftfield things built with your 
current engine. 
Rein: Marble Madness. Have you seen Exolon?! Let me fire 
rt up here ... 

[R8111 makes to boot up the game] 
Sweeney: Urn ... let's have the interVIeW. 
Rein: Oh. OK We"l shcMI it later. But yeah, them's a Tetns. 
and this. Exolon, it's a mod en:ered 10 the nVIdta mill1011·doltar 
Make Something t.Jnreal mod contest. And rt's ike XeYJOUs, 
GtadiUS, those kind of games. O.Elfhead space ShOOters. 
from the past, they're great games. 

But aJnOther very conventent thing for us is that the 
consoles are delivering much more povver th8Jn you can use. 
If you're goong to make a boxing game, or a footbal game, 
and you don't already have 8Jn engine, you'd be crazy nol lo 
I cense our technology. There's no reason why it wouldn't be 

"Another convenient thing for us is that consoles are delivering 
much more power than you can use. If you don 't already have 
an engine, you'd be crazy not to license our technology" 

some firstparty games Wllh them. and I think you can draw 
some conclusions about what we're dotng. 

New fraJnchises? 
Rein: Yes. The next garne we're doing for MICI'OSOft IS not 
Unreal. lt uses Unreal technology. but ~·s not Unreal. 

Unreal technology isn't confined to firstperson shooters. 
Rein: And Unreal Engtne 3.0 even lesS so. There's no 
quesoon that we· re getttng more and more generalised 
Sweeney: With Unreal Engine 3.0 you cc:xAd make a 
firstperson shooter, a thtrdperson RPG ... 
Willard: A bowling game .. . 
Sweeney: You could maKe a rac ng game ... 
Rein: A pinbal game! 
Sweeney: Anything that has the general rendenng patterns 
of the engine. 
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better th8Jn a specifiCally made eng·ne. In the past, if you 
WaJnted to get the most out of a PlayStat10n or aJn Xbox or a 
Dreamcast, you wouton't get a huge benef.t from using 

Unreal E119ne to make a boxing ga'T18. Now you do. 

The demonstration of Unreal Engine 3 begins With a wander 

through a gothic mansion. There's kttie here that )1:)U wen 't 
a/ready presume; Unreal Engine 3 IS capable of obscenely 

beautJful things delicately sculpted environments coated "' 

detailed textures, mapping that can fool the eye lflto thlfll<ing 
one po/ygol1 IS hundreds, and lighllflg to swoon over. 

The physics system, too, is as rn{X8SSIV8 as )1:)U'd 
expecr. The main demonstration area for that is a cellar With a 
fridge; W•llard opens the fridge, removes the shelves. fl1ngs a 
ragdo/1 inside, and then topples over some shelves and 
crates for good measure, contents spt!ling everywhere. 
Everythtng behaves exactly as you'd expect, smoothly and 



seamJessJy. There are other. smaller demos. too: at one stage 
the designer loads up a huge tovverol Jenga·style blocks 

and then knocks them over. from 61iefY which way. as many 
tmes as you'd ll<e. Things tumble, ~. boooce, tal, 
sfde. Bodies brook apart when ftJng tvOt.n:J. The COOSIStency 
o1 their joints can be altered But the real emancements here 

- at least, the enhancements that Mltl 't viSible I() the 
screenshots. and woo 'I be second·f1J8SSOO by those whO 

know what times tnexorable PfOfT8SS does to l3f1glf1e 

technology- are ,., the constructiOfl tools Ptlt smp'y. Unreal 
Engine 3 wil allow garners to build even rnoro spectaculaf 
worlds w•th even greater ease. 

How's Make Something Unreal going? 
Rein: W~l. we've just closed phase three, and we're judging 
the phase three entrants now, and there are some really great 
ones. We added a fourth phase -I boliove that's in August. 
Then, after the fourth phase, I believe we're going to choose 
five. because there are five cash pn.les, and then those guys 
w111 basically get another couple of months to make the final 
version of their game. We'll probably post some comments 
on their mods, public critique, th1ngs we I ke and don't hke 
And then after a oovple of months '1'19'11 g1ve out tho grand 
prize, and someone's g<llng to Wln an Unreal Eng ne liCence. 

And they have their choice. too - tf they want to 
commercial se the mod they've dono rvm they ca'l tako 
Urceal EllQlne 2, 1f they want to scrap that and WOI1< on 
someth ng fOf the next gen. tney can take Unreal Engine 3. 

lt's gonna be great, and the QUahty of the mods IS just 
spectaaAar. There's JUSt some really great stuff, both in the 
firstperson shooter categocy and the non-FPS catogcxy. 

What was the actual motivat ion behind it? 
Rein: Welt, a wholo W1ch of pooplo got thOor f(lbS at Epic 
because they'd WOI1<ed on mods. One goal IS to help people 
find their W<rf into the bUSiness. Another is to he p people 
'6arn how to use our tools. and hopetu ly if those people 

show talent they covtd be people that we h re. that our 
licensees hire. that other OOfOpanies hire that don't use our 
technology but end up beong 1nterestod 1n 1t because thoy 
have the skillset. it's to highl.ght the people who make these 

th1ngs and give them a lrttle notoriety. And 1t's also great fOf 
UT2004 because rt extends the ife o' the game - it's making 
another ten Of 20 games fOf that. So not only do yov get the 
6Gb of data we've pro-nded. but there's all these other things 
yov can do as well. 

Do you think that sometimes, because the Unreal brand 
is so strong, it does your engine a disservice? That 
people just associate it with firstperson shooters? 
Willard: We get that question a lot We go and talk to pooplo 

and they S<rf: 'Has anyone made a non-FPS With 1t?' And 
we're like: 'All the time'. Adventure Pinball, fOf example. 
Rein: Sometimes we're handicapped by our success. But 
that's OK, and we're gong to get that message out. 
Willard: The Harry Potter games- they're certainly no 
firstperson shooters. 

Rein: The Harry Potter PC games have sold mi hons of 
copies, and they were created using Unreal Engine 1 • 

ong.naly. The current Of'e's Unreal Engine 2. 

But you've stuck to fast-paced FPSs. Can you see Epic 
producing a slower, more thoughtful game - like Oeus 
Ex, for example, which also uses Unreal Technology? 
Sweeney: I think yov·a see a variety or styleS lrom us in the 

future. We've got a great deal of respect fOf story·dr'M3n 
singleplayer games. Just because UT IS a fast aC1ion shooter 
doesn't ~rean yov won't see that sort of thing 1rom us. 
Willard: But I'd S<rf the odds of us doing an RPG are 
significantly lol11er than other OOfOpanies. 

The feeling among much of the gaming community is 
that you make engines first and games second. 



Rein: Wf!l. you've got to make engllleS first. otherwise ... 

Sure, but in tenns of priorities, rather than the sequence 
in which you construct a game. 
Rein: If we don't make good games, nobody's gong to buy 
our engrne. The games come first because we make more 
money making games. 
Willard: And also it drives development of lhe engine. 
Rein: And what would you be makhg an engine for if it 
wasn't for a game? I th nk tf companies were standalooe, 
rf they just made enghes. they'd make pretty un nsp.red 
stuff. I thnk even Cnterioo make games- they· re no.._tJSt an 
eng ne company. 

Buildnlg outdoor enviromJents IS as SJITfp/e as stretching the 

terr8Jfl 111 the direction you want. Populous· style (lfl fact. Rem 
says that all that you'd need to tum the edttor into Populous 
would be hundreds of people mit11ng around). Features for the 
landscape are applied in the same way one might paint in 
Photoshop. This is the way artists parnt worlds. 

But these aren't textures. polygons bemg skinned- these 
are obJeCtS. landscape features. each wtth their own 
attnbutes, propertres that w•H define how they mteract other 
obJects and players. Everything in Unreal fnglne 3 has a 
floWChart that cfe.T!es its propertjes. simple flags and Boolean 
boxes that take the cootrol 0\IE!t' matanaiS previouSly 
possessed by programmers and put 11 bad< lfl the hands of 

the designers. The idea of attJSts p&ntlflg worlds IS more than 
jUSt a VIsual metaphor. it's how Eptc sees the future for 
gaming's creatives. The idea is that they don't have to go to 
a coder m therr team and ask if something's possible. They 
can Just do 1t themselves. 

What's Epic's dream game? You're trying to make the 
ultimate engine, but what goes oo top of that? 
Sweeney: If you look at our history. I don't think we have ooe 
ultmate game. and then when we make that game we're 
done. We've made so many dilferent games. and sure. you'D 
see a lot of UT-styia games Ill the future, but we've made 
prnball games. Jazz Jaci<Tabbd. aft kn:ls of thngs. 

But do you see yourself going back to that sort of thing? 
Sweeney: Yeah, sure. Ws a poSSibthty. I wouldn't rule it out. 
Willard: We always have an idea ol what our next prqecrs 
going to be about halfway through our current one. So there's 
atways a sense of: 'I can't wait to get thrs out of the way so 
we can move on to the next th ng'. We'll atways make games 
that we enpy playing. 
Rein: Even Jf we look at something and think we can make 
more ctoog thts. You can't be successftA making games you 
don't want to play. We make games for us. 
Sweeney: We make games for people who •ke l'18 games 
we make, nght? 
[laughter] 
Willard: But I get critiCiSed for that all tho time. There's one 
guy oo our forum, he says: [adopts bolshy youngster voce) 
·Epic don't make games for us, they make games for 
themselves!' And he's using my quote n his tagline as a 
negatrve th ng. He just doesn't understand- if you don't love 
playrng the game, you're not gonna have any pass1011 ..• 

But perhaps that's an industry problem- we're all either 
encouraging or making the games we want to play, and 
that's why we don't break out of this niche. 
Sweeney: That's defirltely true. There are very fttN people 

like Wi I Wright who think it'd be cool to make a family 
simutabon game, for example. it's not one of the things that'd 



come to :he top of my mand •• rs de'inotely a problem. Games 
are mostly made by young. aggresst119 males. 

Rein: I don't see Wtll Wnght as being aggressive! 
Sweeney: Well. he's one of the exceptions, nght? we· re 
certainly that k nd of type. You don't get a lot of female game 
developers. We get very, very few [female] resumes. 
Willard: Actually, what I've seen is the larger companies, 
people like EA, they tend to have more, because rt's more of 
a corporate culture. I do a lot of train ng where I go out and 
show tips and tncks and thtngs, and I've been amazed at the 
number o' women working there. 
Rein: Ale they developers, or producers? 

Willard: No, they're n dellelopment Progranmers and 
artiSts. I' has a lot to do with the eullure of the company. They 

want ess crvde content, less blood, less violence. 

Has any third party really surprised you with what they've 
managed to get out of the technology? 
Willard: Splinter Cell- that was a real surpnse. 
Sweeney: NCSoft vvth Unoage. Using the Unreal Engine to 
develop a massively mull player game. it's, y'know. one of the 
most popular games in Korea right now. 
Rein: The Harry Potter games. Making a kids' game tnat's 
actuaJiy a quality. fun game. it's great. There's been a whole 
bl.nch-Shrek 2, Brother Bear- 1 tn~r~ n's been suron51ng 
roN many cool games and diffMlflt genres there've been. 

Do you think many people know Splinter Cell was built 
with Unreal Technology? 
Rein: Absolutely And that's good. 

Do you think you're getting the credit you deserve? 
Rein: llhink most of the developers know, and they're who 
v'le lteense the technology to. I think that If end users can't 
tell, that's fantasttc, because that's exactly Ymat you want. 
UrYeal Erg ne 3.0 vvl make ~ even easer, because rt has thiS 
general-purpose shader system which makes rt V6fY easy for 
people to stylise games. and rn<ll<9, say, a film-0011' game. 

Do you think anyone's really going to make a film-noir 
game, though? Or will they stick with the videogame 
mainstay of super-realistic blood and guts? 

Rein: I think now that t's possible to do that, I think, yeah, 

they'l star: to taKe dlances and experment. The great 
breakout games of the business have alWays been 

somebody trying someth ng dtffMlflt. 
Sweeney: The preVIOUs generatiOns' 30 hardware is 
respons ble for the fact that all games lool< s1mitar. You had a 
very limited set of rendenng ophons, and art1sts didn't really 
have that much control. Now, With DirectX 9.0, every game 
can truly customise its look. and you'll see a lot ol games 
where the art d rector. who really cares about the game's look 
and feel, makes rt uruque. You can see huge differences 
between rllOVI9S, certSJn d1fferences 1n sattxallon, processilg. 

and that's now poss ble ~n games). 

Even if it's achievable, will developers take chances? 
Rein: Wen, we're gong to. We're defil'lltely going to have that 
kind of feel. Band Of Brothers and SaVIng Pnvate Ryan, 

.. he unreal til'ng 

rather tnan hailing to rewnte tne eng ne You don't have to 
do that artf more. Write one shader, say use thiS nstead of 
that. and you're done. 

lt'd be handy 1f all gam1ng's problems came down ro the 
complexity of shaders, but we're not oonvmced that tuming a 
standard adventure into a no1r is as simple as t1nting visuals. 
Still, me pomt1s that Unreal Engine 3.0 allows things to be 
trialled OOify and often. Will new forms of game emerge 
because of it? Possibly not, but it's the best opportumty 
gammg has of gNing designers a clear. SlfTlp/e shot a/turning 
/her dreams mto pixels. The first company that gets to P'Y 
Wl/111!, of CO!A'Se. IS Ep;c. Provicflflg /ecmology !of Otners 
was a dectsKx1 that came out of necesSity. nor deslte. 

When you began licensing engines, what were your 
expectations of the impact it would have on the fimn? 

"We never put anything in the technology that we're not 
actually going to use. If it's not suitable for one of our games, 
we're not going to put it in because it can't be torture-tested" 

they're both perfect exarTl)leS, where t'l9Y want to make it 
leellke you were back 111 the day. and explosloos W9'9 QOin9 

offal around you, and the sky was filled wrth the pollution 

lrom al the explosives. 

Were either of those productions taking chances? 
Rein: M istic ... no, you're right, but they're sty1is1ng them. 
And I think that's a chance in game development, because 
you haven t seen that in game development 'Ill now. 
Willard: Because of the way the eng ne·s la1d out, it's very 
easy to cnange tne look and feel by rewnt ng a couple of 
shaders. You can do eel shadtng and things like that because 
of tne accessb~ of p~xel shaders. 
Rein: That XJ/1 was 0001 
Willard: Yeah. So I think rt's gotng to become mUCh eas<er for 
any team to really qUickly change the englf'IB so rt lool<s 
d1lferent and try things It'll be a lot cheaper to try th ngs, 

Rein: wea. onginally rt was: We need to keep the ~nts on.' 
[Chuckles! And Maoprose came to us and 5ald: 'Would you 
ftcense us this tecnnology?' And we 5ald yes! So ~ really 
wasn't a btg plan, or a big idea. lt wasn't someth•ng we 
consCIOusly deoded to do, but once we'd started we 
decidod that 1t was really important that we gave people great 
support, and that we made games with the technology. 
Because that's what's going to impress oeople. 

Our big th1ng IS that we never put anything in the 
technology that we're not actually going to use. We don't 
have a big t.st of featlJ(es that licensees would rea ly like to 
have- d it ·s not surtable for one of our games. we're not 
QOf19 to put 1111 because t can't be torture-tested, or get the 
ngorous use rt needs to be able to perform wet I tn.nk tnat ·s 
something \ve've oeen really smart about. 

How important is it to Epic financially? 
Rein: Um ... it's pretty important. We don't discuss numbers, 
but people usually overplay the value of it. They think: 'Oh, 
wow, you must be making more money from licensing', but I 
think they don't understand how much money a hit gamo 
brings in. The real money comes from games: the lteensing 
JUSt helps smooth out the financials 1n between. 
Sweeney: lt 's great because it makes us financially 
independent from the publisher. 1t the IJI,bisher screws us 
over and doesn't pay us for two months then we can get t:Jy 

With li090SIIlQ. But our pricing is compeWve, so we expect to 
maKe more money from our games than the engtne. 

Is being screwed over something you've come to 
expect from publishers? 
Sweeney: Well, we've had really good results wilh Atari 
and MicrosoH. They've treated us very well. You hear a 
lot of horror stones from developers, so this is something 
that's atways on my mind, to not be dependent on one 
financial source. 
Rein: The other thing is tnat the licensing I'100ill8 goes 
striiiQhl oac< nto the engne. So 9ll9f)'On9 in the company IS 

completely motiVated to support ~hoensing as much as 
posslble They're JUSt as motivated to see ftCenS99S' games 
come out and do really really well as they are for ours 
to come out and do really really well. 
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Silent Hill3 

After the X>1 1fu~ !ourtt~ ttlle. rec:. .. :~:r•n.J l"'s .. •M 
aware. l ynchoan roao :np to hel rNeals a team at tllO 

>,eigl·t of theor canl<lonr.o a"lt1 SC"l16 troc.M GM<:~<.• 

Vagrant Story 

Mat< ro ; o-e: ·hateepctai<BSO'ar>eNirlt'l 

v.t!Er _, as a IJf9CUSOr 10 Fr8 Fentasy Xl1 ~'s a 
stano vs "<Ml!' had an r; saed budget ~-

Metroid Prime 

A tnp oaCl< to the Sa:nus' 'lrst CC ddveflture was 
essmt1a \'lts mon:r> And ( s aged we! • not lilaSI 

'" twrns ot tls graohoes. whtch POSI1iveiy o ster 

Call Of Duty 

11-., "" _ _ " • game was c:dnJslod rrony I"''OnS 

ag:). ol co.xse. b.J! tig>-l\maller cJca:tm:r.ches ll"'l 
' he m.thentiC.feeling ti'Je r added- clWC!N 

Holding R2 for a hero 

A 11 game characters are superheroes, able to leap tall 
buildings in a single double-jump and run faster than 

a speedtng loading bar. Is it a girt wtth big breasts and 
tight shorts, is it a plain old gun-toting grizzler? Well, yes, 
most likely. Even games whtch take pains to stress the 
ordinariness of their heroes - such as SOS: The Fmal 
Escape - are compromised with magical save points and 
wounds that can be healed with tepid dnnking water. 

it's what makes superhero games so hard to do well. 
How can they not disappotnt after generattons of 
developers have raised garners' expectations so 
systemattcalfy? it's not easy to tmpress. Superman may be 
a benchmar1< of unbeatableness, but you sW wouldn't 
back htm tn a fight With Samus lva11. Is there anyone who 
realty thtnks Batman could take out Mast9f Chtef? Yet thetr 
kind of heroiCS are gamtng's bread and butt9f. Indeed, 
they don't often get called heroes. let alone super ones. 
So when someone swoops tn from a skyftght and makes 
clatms to deserve their own tllustrated monthly pamphlet, 
tt's tnev,table that we're sceptical. 

Where Sptder-Man succeeds so surpnstngly tS that he 
convtncingly out-supers the gaming competttton. The 
scale and speed of his movement is a11 order of 
magn,tude beyond the competitton's. Treyarch has 
managed to establish some clear blue water between tts 
hero and those of 'ordinary' games. No Persian pnnce 
has swung from flag to flag with such abandon. Ryu 
Hayabusa (below) can only dream of scampenng so high 
Captain Rhama never met a 1 02-storey skyscraper- and 
tf he had, his camera probably wouldn't have coped. 

But having a superhero doesn't necessanly make a 
super game. Moulding the capabilities of a central 
character doesn't get you very far on its own. Savtng the 
wortd may be sattsfying in the movies, but H'l games we 
need to change it in order to feel beltevably tmmersed 
Whteh mea~~s that without a world for him to act tn. and 
tasks that tte him to it, a gamtng supertlero mtght as well 
stick to hts day job. Perhaps games should start a 
ftght-back, and go on the offensive with thetr own bralld of 
supemess. A spider that got bitten by a radtOaCttve 
Mario? Now there's a movte worth queuing for. 
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Gradius V 
Formal PlayStabOn2 f'vtllsner: Konami !:lcveooper Treasure 

previous iterations of the saga. lt forces you 
to make on-the-fly changes to your weapon 
set-up depending on the challenge 

N eglected beast. the honzonta' shooter. 
Outs1de of Border Down and R-Type 

Rnal. left-to-nght shmups have gradually 
been shuffled out to pasture, making way for 
glossy upstarts like lkaruga and Psyvanar 2. 

Gradius V arnves hke a blast of hot boss 
explos1on, lobbing a cheeky depth-charge up 
tho roar of an increasingly state genre. For a 
start. Mr V1c Viper now has a few new outfits. 
StiCk to a classiC power-up spread (speed, 
miss1lo, doub e, laser, option, shield) If you 
like. but. unl1ke prev10us Gradius games, you 

Gradius V arrives like a blast of hot boss 
explosion, lobbing a cheeky depth-charge 
up the rear of an increasingly stale genre 

Multi-segmented bosses are a new 
addition. Take too long to suss out tho 
patterns, and they get even angrier 
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won't be aboe to langush 111 the fTllit~-laser 

comfort zone forever. Depencj.ng oo the 

enwonment. there's plenty of on-the-fly 
moong and matching - Wl1h even the 
much-neglected douOie playing a part. 

The btggest joy of Gradius V IS tha1 it's 
oqually regressive and progre5S1Ve. lt's utterly 
and completely now, but also respectful of its 
elders 111 look and, most imponantly, feel. 
Rather than over-produce some flashy 
remake, Treasure has ladled on cosmetics 
without losing sight of what made the game 

£.DO 

so great 1n the first place: the muscle 
memory of hammering those f1rst few waves 
of optiOn-spawn ng bad guys: smugly taking 
oo mothershps while squoezll'lg through the 
middle of their laser bursts: runn ng a tense 
I ne between score-max n11s ng and surviva.. 

The bog 1ssue here - and the senes • 
pcrenn131 flaw - IS the way the Vie she<Js all 
those hard-earned power-ups on death. 

TrOOSl.ro's solution IS pretty woO<able. If you 
acwate Revival Start, you'll be bumped back 
to the beg111nng of the soctaon, classiC styte. 
Otherwise, the optaons are scattered ., a 
ftiencly duster. w th orly speed. miSSile and 

lasers being lost -as 111 Salam8nder. Not 
perfect. but mUCh more lenient punistrnent 
than leaVIng you naked and SIUQ91sh With 
only the default pea-shootor for protect1on. 

What's so refresh ng IS the way the game 
effortlessly naves 1n 1lself. it's forever tweaking 
and subvert1ng the format by fiddling with 
gravity and phy51CS. The action creeps up 
slowly, start1ng out I ke a gorgeous-looking 
but fa1rly standard shoot 'em up. However, by 

Treasure has plundered and upgraded Ideas 
from most of the other games In the series, 
but it's Salamander that gets the biggest nod. 
Newcomers to the series won't foel drowned In 
nostalgia, however, as the result is entirely I res 

the middle of level two, it's pummelling you 
with a relentless parade of conceptual 
set-pieces so audacious and inventive you'll 
laugh with del ght as you gape n honror. 

There's a crowd-pleaSing, old-school 2D 
Salamander homa;Je level, a section whore 
you're chaseo by a glooplng cascade of toxic 
goo wtnch perfectly obeys the urchong and 

!sting surround~s. a blizzard of asteroods 
that takes point -whoring to a nev.t level of 
hysteria. and an area w th orgar.c terran that 
swels and urd.Jiates. 1eaW1Q orly the tlfl!OSt 
of gaps for the stvp to squeeze throtql 

And then ... the bosses. A gganhc 
spoder mech - inspired by the Parodius 

can-can girl - whose laser forces you to hide 
behind sectJons of scenefY which topple 

treacherously when zapped. There's the 
mulb-geometnc hell of being trapped inside a 
5p1nn ng cage, fined with angry missile 
batteries. while a big p•nball robot ctatters off 
the walls. There's even a wonderfully cheeky 
boss-rush of orig nal Gradius mothersh1ps 
no way through but to destroy everything. it's 



as if Treasure is telling us those old-school 
bosses were all well and good, but 
compared to the stuff that can be done now, 
they're practically standard enemies. Boss 
defeats are rewarded with the customary 
apocalyptic, slo-mo money-shot detonations 
- and it's not all girders 01' metal. The way the 
ioky level four boss qutvers and squelches 
before rupturing in an alm~ghty hail of 
flatulence is a sight - and sound - to behold. 

The obligatcry stage-select system 
rewards the player with rehearsable areas 
based on how far they get in standard mode. 
You'll need them. This is a game shamelessly 
tailored to hardcore shmuppers, with 
moments of mind-bend'ng bullet-hell intensity 

only comparable to the likes of OoDonPachi 
01' lkaruga at rts most obnoxious. Thankfully, 
there's a good span of difficulty levels, with 
the only differences being the number of 
bullets flying around. Very Easy is a perfectly 
good way of easing yourself in before 
clambering all the way up to Normal. Very 
Hard is, naturally, hilarious. 

Still, overall, the difficulty is high. But, as 
with any good shooter, it's all about playing it 
gung-ho: spotting the pixe'-perfect gaps to 
slip through, jinking around the weeniest 
let-ups in the bullet flurry, having the guile to 
spy and sett e into a sweet spot, and the gall 
to take the fight to the game. 

Coop twoplayer is a well-balanced blast, 

and it's more of a collaborative effort than the 
usual greed-is-good style. Unlike /karuga, it 
doesn't feel tacked on 01' counter-productive. 

Disappointments are mostly nit -picky and 
subjective. With this much out-and-out fun to 
be had. only the most churlish will note that 
the story and cut-scenes are hardly gnpp.ng. 
The enemy bullets could be a little more 
dearly defined, and. no, the Easter Island 
statues aren't in there. 

Treasure has clearly set out to pay tribute 
to a classic series, wh•le giving the whole 
shmup concept a bit of a makeover in 
the process. Job well and truly done. 

Edge rating: Nine ou of ten 

Previously •n E l21, E 125, E l38 

Twoplayer is supremely satisfying, with 
p layers scooping up each other's op tions 
whenever someone dies - which may be often 

Vie 'n' mix 

There are four defau~ configs and a custom 

mode so you can mash together a ship 
more to your taste. Missile tweaks include 

Eagle Wind - where two torpedoes spread 

off in opposite directions. There's now a 
double tailgun, Salamander's ripple laser, 

and a fancy-looking but deeply useless 

flamethrower. There's also the option to use 
the classic front shield, an all-round force 

field or a Mega Crash (instant smart bomb). 

The most radical change is in option 

control. Now, you can stick to standard 

Gradius, lock the options in a single 
position, have them rotate. or go for the 

tricky but devastating d irectional control 

where the right stick is used to aim. 
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Sudeki 
Fomlat Xbox f'IJb4snor Microsoft ::Je>e~ope< Climax Proce £•0 Releese August 27 

Sudeki's fire-lit, slihouetted stock-puppet lntro Is typical of the game's beauty, impressively 
recounting an otherwise hokey RPG story of mtschievous gods and woo1ds torn in two 

Sudeki is constantly. blissfully pretty. 
The cottages and lanes sHm to ~ 
carved out of sweets; eye candy Indeed 

S udeki 's schlzophrenoc. t's ahlost as If 
there are two separate forces pul ong on 

the game: one wants ~ to be a memorable, 
thoughtfU, ambitiOUS actXll1 RPG, the other 

wants it to be a bland, oomprc)(msing 
walk011er, accessible to the potnt of 
poontlessness. Ifs opposrte fcxces like these 
that can create the precarious balancing act 
of a great Videogame. In Sudel<ts case, these 
fcxces seem to have tom the game in two. 

The lead characters are abysma:ly 
destgned. Waxen, ugly and un.nspired, wrth 
more than a whiff of committee behind them, 
they're the most dislikeable aspect of an 
otherwise magnificent world. Characters 
aside, Sudeki features a prod~gious level of 
art direction and •magtnation. Witness 
benevolent god Testu, who appears at 
several key points, a living fight show caNed 
from gems. Or the tavern tn the h ·tech city of 
Transentl8, where the bar taps have been 

replaced With a oomplex arrangement of 

cogs and shafts. Even the glonOUS armour 
sported by the characters is a candied, 
textl.l'ed treat. UnliKe rts lead character 
design. Sudel<is look is one of abundant 

colour, solodty and majesty. much lt<e SkJes 
Of Atca<JIB or Dark Chronicle. The biggest 

compulSion behind plaY1f19 the game IS .n 

seetng what grand scenes awan arOLnd the 

The biggest compulsion behind playing Sudeki 
is in seeing what grand scenes await around 
the next corner, to be lapped up and ogled 
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next corner, to be lapped up and ogled 1118 a 
S\Mtch to fl'stperson 1,11ewpoont. 

More schizophrent8 Sudel<i's range of 
V()ce-acted accents 15 more than just a 
meltir(j pot: rt s kKe some ELI'OVISIOI'I Dialogue 
Corrtest whale no stereotype 15 left 
urYepresented Strong regional accents sat I 
among Rare's more fa\tastc creature-led 

games. but here tl'ley're far ITIC)(e awkward 
and sometimes embarrassl'lg. And while the 
scopt is bearable, povolal plot events are 
handled CIUITISIIy. OtherWISe, though, the 
ambience and pluoked-gurtar muse lend 

the game an aJr that oompternents the 
substantl81, captiVating game world. 

And more schi7ophrenia: Sudel<ts 
oombat is ambihous, chaotic and multi­
layered. Its puZZles are anyth ng but. Fights 
aren't randOm, but they are unavoidable. 

Each location has a number ol danger zones, 
and entering these areas wi I almost amays 
resutt tn a fight, SOfT'ettmes even if you've just 
exiled one by a few steps and decide to 
double back on~. Hat! of your team 
fight 111 thtrdperson, usng melee Yieapons 
and combos. ThiS style o' fignttng feels 
Sligntly stcky and cumbersome. but stl 
makes tor a deceol system. -:he other half of 
your team attacks Vl8 firstperson, fimg ITl8QIC 

and projectile weapons 1nto the fray. Thos IS 

the most engag.ng facet of Sudeki's battles, 

bringing wrth it the flexibilrty and satiSfactiOn 
of attack associated With firstperson oombat. 
The Cfl8os of the fight.ng 1S weloome, but 1t 
does nighlight just how incapable your 
teammates are of looking after themselves. 
Until they become sufficiently powerful, it's 
best to set their AI to 'defend' while you 



perform most of the offensive duties. 
Levelling up allows you to cultivate one of 
two approaches: bolstering your character's 
power and health, 01' increasing the efficacy 
and number of special attacks. 

The puzzles and tasks that intersperse 
the combat, however. are thoughtless and 
menial. They're beyond pushovers - they're 
non-existent. Each character has an ability so 
generic it could almost be some kind of ironic 
punishment !01' their dull appearance: one 
can push crates, one can climb up obvious 

wall textures, one can glide across gaps. and 
one can dispel magically concealed objects 
to make them appear. The puzzles are so 
unintelligent that knovving these powers 
alone is enough to solve them. And some of 
the crate-nudging sections in the latter half of 
the game are very nearty an insult for a title 
that's so sophisticated in many other ways. 
Appreciable effort has also gone into the 
representing the hghVdar1k wor1d duality of 
Sudef<j, but no use is made of it to proffer 
anything in terms of the kind of beautifully 
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intricate befuddlement of A Link To The Past. 
Less absent -minded game design and 

more faith in complexity to complement the 
boisterous and involving combat would have 
meant Sudekiwouldn't have been so barely 
above average. it's a game that's been 
lavished and loved in some areas, and 
inexplicably deprived in others. it's no 
surprise, then, that the end result has 
such a split personality. 

Edge rating: SO< out of ten 

PreViOusly in E 117. E 125, E 136 

Defeat an enemy with a particu larly powerful 
blow, and they'll explode into a shower of 
b lood, but such gratuitous gore feels jarring 

Posse galore 
Switching between characters is a fluid and 

simple feat. a feature that comes into its 

own during the heat o f combat. Boss 
battles. however. are fought one on one, 

with the plot choosing which member of 

your team goes up against a suitably 
climactic leviathan. This is a welcome idea. 

but one that's )eft typically unexplored as 

most boss fights seem to feature little else 

but repetition: identify weak spot, attack, 
hide from vicious counterattack and repeat 

until you've whittled yourself numb. 
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The Chronicles Of Riddick: Escape From Butcher Bay 
Fon•" Xbox f'ubi>he<· V1vend1 Unoverwal DtMiooper: Start>raeze Price. £40 Re<la,.,. Out now (US) August 13 (UK) 

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

'Vin Dlesol's likeness!' boasts the feature list on the back of the box. it's an oddly Victorian turn of 
phrase, but appropriate to the 19th-century sideshow gasps drawn by the absolutely uncanny model 

Voice actong os excellent throughout, 
from D1esel's laconic, rumbling narration 
to a deliciously camp, clipped turn from 
The A Team's Owight Schuflz as the 
prison warden. Other cult names on the 
roster Include Xzibit, Ron Perlman and 
Diesel's Pi tch Black eo-star Cole Hauser 

A s the opening credrts roll on Tho 
Ch(()f'icles of Rtdd•ck, the eponymous 

antihero os v.'alled .nto Butdler Bay- the 
vast, squalid pnson-oty that IS the game's 
sole sertng - over omnous ordlestral swells 
and undec' the slowly fadlllQ names of an 
1mpr9SSIVI) cast list. The guard barks and 
swears hos way through the house rules whole 
inmates watch the new arrival pass with wary 
eyes, murmunng and growling to themselves. 
lt 's a textbook piece of scene sening, 
borrowong a 1 the atmosphenc firep<:)wer the 
game's icence can afford. and USing fMXY 
ll1CK n the big book of conematic technoque. 
Well, not every tnck. Not at an. in fact, 
because the camera is absent and the player 
is already beh nd Riddick's eyes, taking in the 
scene with sweeps of the right thumbstick, 
controlling the character even when the 
character has no control. 

1n 1tself, thiS may be no more than a 
ift from that unforgettable 1ntroductoon to 
Haff-LJfe. But ot's an •nsptred lift, a sure-footed 
piece of tightrope walkong and a clear 
statement of ontent: Riddick suffers no film 

The freedom to plunge areas into complete 
darkness to gain an advantage over your 
foes hands the initiative back to the player 
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erwy, nor 1s ot going to squandec' rts tP on 
wndow dressing for generic videogame 
action. it's its own beast, and it intends to 
fuse its celluloid onsporation and its native 
medium so closely you can't see the j01n 

Fittingly, then. the ead character's 
tradema'k from the films - hos ability to see 11 

the dark, 91ted to hm earty oo in thos game ­
also provides Fliddiek with its own SIQnature 
twist on stealth action. The freedom to 
plunge areas into complete darkness to gain 
an advantage over your roes hands the 
initiative back to the player in a genre where 
you can atJ too often feel beaten by 

orctmS!anoe. 1t makes thos easily one of the 

most rewarding and 9fTlXl\l'lerltl stealth 

games to date, hejped by a transparent, 
uncluttered rnterface and some well-sorted 

controls (the clumsy and oounter-1ntunive 
weapon-select aside). If ot has been 
under-explorted -and sadly, it has - it's only 
down to an admirable pursuit of variety. 
Admirable, but slightly misguided. because 
many of the games other 1nnovations and 
rdiosyncrasles are not so sure of their mark. 

The r .. stperson fiStiCUffs are as v.'Odtof, 
one-dimensional and trantre as the firefights 
or the sneaking are measured and precise. 

The central importance of light and shade 
neatly integrates the game's vastly impressive 
graphres with the actioo at rts heart. Those 
astOiishingy realiStic toghhng effects are a 
huge asset in terms of rnformation and 
atmosphere, as they carve the rnetJculously 
rendered, almost tacNe gnt and granite 1nto 
1nviting pools of shadow, exposed 



. 
wastelanos of hght and the sh1ft11lQ SPOts of 
the guards' torches. Fllddick never fa11s to 
mpress and 1mmerse, technically standing 
head and shoulders above the consolo 
competrtion. But the price paJd in load ng 
tJmes is high. and rt ~n.~st be scud that the art 
(jrection lacks imagnatJon 1n places. 

Where RldcJick 1$ both bravest and 
'weakest. perhaps, 1s .n ns touchtng 
determnation to recreate prison l1fo (or prison 
life as 1t appears on fi m). This leads to long 
tracts of talk1ng, trading, pledg ng favours, 
to-1ng and fr0·1ng between NPCs: gradually 
amas51n9 1nfocmat10n and SOCial d1mb1ng. 
slammer-styie. You can be shot dood by the 
guards tor so mUCh as raislng your fists or 
havong a weapon equ1pped at these t,mes, 
and action comes only in the form of 

occa.5iOrlal sanctioned bouts. it does 
wonders tor the suspension of d•sbel•ef, and 
gives the expansive. loVIngly scripted cast 
(heavy with c unk-cl•nk cliche as they are) 
room to breathe. What n isn't is any tun. 
Ultrnately. you feet you· re just oong ume at 
the whim of tne cles9lers. and the RPG-L!e 
elements of lflVerltory and task management 
srt ifl in such a stream ined and focused t11!0. 

This 1s JUSt the most serious example of 
Riddick's most endemic flaw: poor pacing. 
The game's middle third makes up more than 
half or it (if you'l forgive our arithmetic), and is 
the most boring and frustrabng by tar, eking 
out challenges tnrough restnetl()(IS on both 
weapons and the oppooun.ty for RKkick to 
do what he does best - make places to hde 
and k1ll in. Ifs here that the enwonments 

seem most monotonous too, and the game's 
talent for dramatic set-p1eces deserts 11. 

All is forgivon, however, as Riddick's 
closing act is short, but oh so toothsomely 
sweet. In quick succession come a drastic 
shott n 111sual tone. a start lllQ and inventrve 
corundrum and a hilarious, bombasttc c1max 
that alows Rddck to take revenge on his 
captors (and the player to take reverlQe on 
the trustrat/Qns of stealth games) n h1gh 
style. it's not just a sense of humour and fta.r 
for mayhem that Riddick shares with its star: 
it's a compact. muscular and sing em ndod 
p•ece of work. too. Flawed, yes, but so 
confident and rndependent that •t's 
hard not to tike. 

Edge rating: ten 

Pl"""""'Y on E'35. E138 

The guards are just smart enough to be 
credible, but sltll stupid enough to be fun. But 
it's a shame we're exi)9Cted to believe that a 
man in a one- ton su1t of riot armour isn't 
capable of following h1s prey through a door 

Me and my shadow 

lmrretSIOQ playerS tn the game woo1d is 
seldom a problem from a fitstpetSOO 
perspective, but gMng them a physical 

presence there, and an 1dentlfacation with a 

recogmsable character, tS much harder to 
achieve. Starbreeze hos chosen to have 

Riddick cast a sharp, exqu•s•tely animated 

and unm,stakable shadOw. Catching sight 

of the hero's COiled fonn creeping aiOfl9 the 
wall ahead of you, and towards h s next 

VICbm. is a dar1< and VteanOUS thnl. 
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Spider-Man 2 
format: GC. PS2, Xbox (version tested) Publisher Activision Developer. Treyarch Pnce: £40 Release: Out now 

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

Spider-Man can purchase extra moves with 
his hero points, and there's fun to be had from 
trying out all the combos and air-juggles 

This is the game of the film and broadly 
mimics the story played out by Maguire, 

Dunst, Molina and eo. However, though the 
movie may be an improvement over its 
predecessor, the game interpretation is 
undermined by too many dull moments. 

Unlike the previOus games in the series, 
this Spider-Man has been given the key to 
Manhattan. 'A massive free-roaming, 
do-anythtng, virtual city' promises the press 
release, failing to mention that it's as 
regimented as a Stalinist boot-camp. Bu lding 
a working universe is one thing; making it 

Spider-Man's greatest asset, the ability to 
soar between buildings by web-slinging, 
has been captured with grace and felicity 

it's a technically accomplished, if not stunningly beautiful, representation of Manhattan, but the 
main fault with Spider-Man 2 is its insistence on making you repeatedly face boring street crime 
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appear to teem with life and possibility is 
quite another. lt's not as intricate or appealing 
as, say, VICe City and there's I tile use in 
exploring every alleyway and rooftop 
because, apart from the rare secret token, 
there's noth ng to d•scover. 

At least Spider-Man's greatest asset, 
the ability to soar between build'ngs by 
web-slinging, has been captured with grace 
and felicity. This is by far the game's 
strongest feature and once you buy a few 
abiiity upgrades (from shops dotted around 
the city) you will be propelling yourself 
between skyscrapers with speed and 
majesty. The web attaches itself to the 
nearest build ng, causing Spider-Man to 
move forwards and sideways. Momentum 
can be maint~ned by letting go of the web, 
turning in another d rection and firing again. 
Technique improves with prachce, but the 
sensation of flying through the aJr and defying 
gravity has been executed brilliantly. 

The nepresentation of New York is hardly 
breathtaking - visually and architecturally 
Spider-Man 2 is robust rather than 
resplendent - but climbing and swingtng from 
all the famous landmarks is an attraction in 
itself, and the draw d•stance is powerful 
enough to give you great views once you've 
scaled the top of the Empire State Buildtng. 
The map works well, highlighting the missio'l· 
specific goals, hint markers and shops, and 
navigation around the city is stress free, 

bar the occasional time limit on a task. 
However, it's the mission tasks that give 

Spider-Man 2 an almighty slug in the face 
Each chapter asks you to complete two or 
three goals, one of which is to collect a 
number of hero points. Disastrously, the bulk 
of these points are mustered by walking up 
to distressed citizens (highlighted by 
luminous icons above their heads} and 
pnessing 'X'. After completing a mere 
handful or these missions you'll find that they 
begin to repeat. Save a man dangling frorn a 
roof, foil an armed robbery, escort an injured 
citizen to hospital - again, again, again. The 
result is that Spider-Man 2 contains more 
padding than Tobey Maguire's costume. Is 
American developer Treyarch simply short of 
level designers? it's more l'kely that a tight 
deadline forced its ambition to be reigned in. 

These missions are even presented 



dUfllSIIy. The hustle and bustle of the crty IS 
ll'lterspersed wdh random comments from 
c1tizens as you SWing by - "Get a real job,· 

one of them shouts - but should you decide 
to take on a mission at that moment the 
audio clip IS awkwardly interrupted. lt's a 
smail poont, but ndicatrve of the game's 
lack of final polish. 

After so much S~?£XOC'f on the par. of 
:he game's publisher it would be 11-mannared 
to reveal plot detruls. Suffice rt to say the 
story-dnven m ssions are only marginally 
better than the ones you take on at your 
discretion. Some are boss fights, some 
involve arena combat, others see you 
chas>ng another wet-krown superhero 
across the rooftops. The vanety makes a 
welcome Change and the combat IS l'llUIII· 

layered - there are plenty o' ablity upgradeS 
to collect that can tncrease the complexity 

with which you can batter, fling and twlr1 
roughnecks around on a bit of web. 
Snatching weapons out of hoodlums' 
hands then air·tugg'ing them With your 
fists can be great fun. 

Spider-Man 2 presents payers wt!h a city 

npe for actJon and exploratiOn, but once you 
5\WlQ down out of the clouds and take a 
doser look at the grubby streets and roads 
strewn with vehicles, you'll find lrttle to p.que 

your interest. Sw•ng ng through the city IS 

delightful and makes you feel superherotc -
which is exactly what's expected - but the 
unimaginative missiOns soon take the shine 
o'f what could have been an excellent 
adventure. This a game that bravely keeps 

rts pants on the outSide but never 
ends up OOI<Jng c::od. 

Edge rating: Six out ten 

PrlMousl, .n E 128 

Climb high enough and you will be treated to 
some magnificent views of Manhattan (top) 

Time flies 

Along with Bruce Campbell, Klrsten Duns! 
and Alfred Mohna, Tobey Maguire supplies 

his voice. Delivered w>th his trademark 

dopey drawl, it adds Immeasurably to the 
atmosphere. Just I ke the comiC book hero, 
$pidey lS coostantly tumong up late for 

appowltments. but wh le lnis works as a 
dramatiC deviCe on the mov-e ot becomes 
irksome in the game, espec ally when you 

reach your goal wothin the allotted time. 
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Front Mission 4 

Some missions will see you fielding as many 
as ten units. but the ability to spoed up or 
skip animation and quicksave mid-battle 
makes matters less dauntingly time-Intensive 

This is a test 
Players can earn pilot experience and cash 
by replayong maps against a hoavior enemy 

presence on the simulat()(. Some simulatoons 

are only unlocked by complet ng unhsted 
obtectives on the main game - such as 
destroying fleetng enemy unrts ()( finiShong 

maps under par-and these award secret 
weapons ()( ports. On top of the 29 story 

levels, the somulatoons provide nearly 

aroother game's worth of engagements. 
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FM4 is generally adept at positioning cameras for the most dramatic effect during attack animations. 
Felling enemies with a withering barrage or lethally accurate sniper round never fails to satisfy 

E ven with the five-year head start Anal 
Fantasy has on Front Mission. th~ 

wideni'lg numerical gap between the two 
seminal ser-es suggests sober near-future 
mech :actics are on ~he back foot to 
Teclncolor fantasy melodrama Rather 
than redress the balance, FM4 takes rtsell 
even more stor.ongty senousty. be ot wrth the 
dry storyl ne. subdued VISuals or rigid 
mechanics exhumed from carbonile. 

Its world 1s largely cast in cold greys and 
hazy browns, and the m1 itary hardware that 
tracks through ot IS ~ntentoonally) assembly-•ne 
tunctoonal ratm than shoMiy deSigned - but 

ors not Without a spartan attractiveress. Whole 
the tufty 3D battlefields make for a more solod, 
evocative expenence, there's d sappo ntingly 
htlle effect on gameplay: neither man-made 
nor natural fealures proVIde any interaction. 
even 1n the most one-s1ded sense of 
col~song under fire or underfoot. 

n-e biggest rE~Wnte of the Front Mission 

rulebook IS the new Link System, on wtlldl 

pilots can be assigned out-of-tum support ng 
fire ac!Jons when theor partners are attacked. 
Engineenng sotuat10ns so an enemy PfOVOkes 
counter attacks from hAlf your platoon - a 
wildly unfa r dosplay of mochan1sed bullying 
that few w Imp away from unsocathed -
becomes FM4's leadng strategy, both on and 
off the field. Enemas can •nk up for equaly 

devastat119 effect. but are eas~ty hJred out of 
formation, making 1t less of a tacLcal 
consideration than 1t m1ght have been. 

In truth, most of tho tactocal elements of 
FM4 are less than they moght have been, 
although this 1s as mUCh from the stubbornly 
.ntroverted deSign of the senes rather than a 
new ta.ing on the game's part. YOU' most 

potent weapon remans the tnllisible dice roll 
determin ng whiCh, 1f aroy, of your ptlot's skll s 
Wlll activate in combat (us1ng lengthy linked 
attacks can increase the chances), and real 
strategiC thinking IS ass useful than exploiting 
the s1nglemindedness of the enemy Al. That 
rings true of many SRPGs. but can leave a 
cheap allertasle to an othefwlse oeasive 

victory - though that gull tS eaSily rauonaksed 
away when faong later foes exponenllally 

more powerful and numerous than you. 
For those unconcerned with beong the 

only presence on the battlefield capable of 
latera thinking, there's a lol ol donsity here, 
If not depth. If the senes os to conbnue, 
though, rt s clear that the old school 

has a lot to learn. 

Edge rating: Six vv. u ten 



Ape Escape: Gacha Mecha Athlete 
Foona1 PlayStation2 Publish< SCEI Developer In-house Pnce: ¥6,800 (£34) Release: Out now (Japan) TBC (UK) Previously n E I :\6 -------------------------------------------------------------------------
A pe Escape: Gacha Mecha Athlete isn't a 

true sequel on the Rposaru blood1 ne. 
more a s.ngle-idea sp1n-off hKeApe Escape 
2001. Perhaps that's eVIdent lrom the 

screenshots. the visuals oow brightly 

eel shaded, st()fyboard levels replaced Wtth 

open-ended arenas. Or perhaps from the 
name: Athlete implies Track & Foeld and ths os 

a control er-test ng mu~iplayer challenge set 
across a senes of Powe!Stone-style 

mjnigames. it's 'rush around and hit each 
other', essent.alty, with en1Nen1ng divefsions 
ike COiflS, power-ups and \'9hdes. 

The f.rst Ape Escape's lunctoo was to se1 
the analogue stiCk to players born wrth dig1tal 
thumbs. and so it makes sense that th1s, the 

fourth in the senes, has a tactile, user-friendly 

weapon contrOl system. Movement is 
controlled With the eft analogue stiCk, strokes 

ol the weapon wrth the nght. So. wrth the 
melee weapon selected, push ng rt 1n a 

directiOn will perform an oqu1valently oriented 

strike, while twisting it in a circle will lead to a 

sweep. Catapults perform simdat1y nMiVely, 
pub in the opposite cf&recllon to your enemy, 

pause for power, and release. 
But as much as tho system benefits the 

game. it also curses rt. Shorn of analogue· 

sliCk carT'era control, the th•rdperson sectiOns 
of Gacha Mecha Athlete are unw1eldy and 

frustrating R 1 a lows for some brutal 

posil001'1111Q. but rt's no substJtute for allclwW1g 

the user to see what they want to see. Worse 
than that, perhaps, the sensory feedback that 

comes wnh using the weapons juxtaposes 
unfortunately against the control system's 

basics. Runn~ng IS Hoaty. the double jl..ll1p 

feels erratiC. and, 1n a lhrdperson actJon 

platform game where la'ldlng and locking to a 
solid surface IS as •mportant as be<ng ready to 

clobber someone with a stiCk when you do, 
unexpectedly falling into obiMon rs the sort of 

thing that insprres thrown contrOllers. 
Sbll, that's tunny n tseff, osn't rt? rt's easy 

to excuse Ape Escape: Gacha Mecha Athlete 

an awlullot in the name of the party game, 
that hazy (lazy?) genre where the object is.n'l 

to beat the computer. but your fnends. In a 

sense you're al on the same pla)"'ng lieid. 

and flaws n deslgn and mechanic can be 
excused. But that's a nTagO; )Ust as Double 
Dash's random nature levels newcomers and 
exports but means the game will never be as 
satisfying 1n the long term. so Gacha Mecha 
Athlete's flaws are initially forgNabty 

arrusi'rg. blrt ultimately weanng 

Edge rating: Rve rt of ten 

£DG£ 

The coon chases have the screen steadily scroll 
to the right while players compote to collect the 
most tokens. In essence, the game isn't won or 
lost until the last 20 yards, when players clatter 
against each other in attempts to steal victory 

The sub-aqua stages are in thirdperson. 
They're tricky to control, but far less so than 
the painful paddleboat sequences, whoch woll 
be familiar to those who've unlocked the river 
rafting section of Super Monkey Ball 2 

Monkey see, monkey do 

Gacha Mecha Athlete ·s (Japanese-heavy) 
trontend hides a laootous se1ectoon ol 
unlockables that, for those who can read 
monkey-scnpted kana, may provide reason 
enough to play through the game's story 
mode. Success 1p events brings reward In 
the form of comedy ID cards and letters 
from the cute lottle Slmoans, and sometomes 
gifts, too: each Character has a vanety of 
outfrts to help them look their best on the 
trny tournaments. 
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Richard Burns Rally 
Fomdt PC, PS2 (ve,.lon tested), Xbox Pt.bilsher SCI O..V~torw: Warthog Price £40 Release: Out now (PS2, Xbox) September 3 (PC) PreviOusly on E131 

Just six countries feature, albeit with a 
healthy number of stages each, while 
l icensing Issues d ictate that the car selection 
is a mix of recent WRC contenders 

Feel the Burns 
Who e input from Ric:l1ard Burns will have 

111e111tably been affected by the 2001 WRC 

cllampoon's health concerns, Warthog has 
nevettheless onclud.cl Bums-specific 

modes. In Roc:hatd B..-ns Challenge you get 

to compete head to head agaJnst the bmes 

set by the man homself. In another neat 
touch, you get to be Burns' passenger in 

Rally School, which sets the benchmark for 

the standard or driving you should aim for. 
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Much effort has clearly gone into recreating the topography of the road surface, with great success -
you really get to feel every bump, trough and camber change, as well as every impact in a crash 

Y ou won't often find us having to use a 
focce-'eedback wheeltn order ta conquer 

a OrMng game. But rarer stlil ts one we can't 
overcome. Yet, as !his ISSUe goes to press. 

we have yet to Win a &ngle stage 111 Richard 
Bums Ratty (other than on 'easy·. whiCh 
obVIOUSly doesn't count). To state that 
Warthog 's rally effort is dofficult is a severe 
understatement. You can forget about 
throwing cars into corners With reckless 
abanc!on and powering out of the other end, 
bodywork unscathed (as is typical on many 
rally titles) - more often than not you'll be 

asking for spectator asSIStance in getttng your 
car back on rts wheels (and on the track). 

PBR is hard because rt's re<ldSllC. The 
leve of sai'TlU4abon IS on a par With past 
hgh-end examples on PC, and U'll•ke 
anything ever to have reached a console. One 
look at the optiOns whiCh let you play 
around with aspects such as tyre and brake 
pressures and, yes, even the strut platform 
height of the geometry - should leave you 
with ltttle doubt ot the game's ntentions. 
Should you sttll need convinc ng, vistl the Rally 
School, where you'D be taught real-world rally 
techlllques sud't as left-foot brakt1g and 
Sca"dnavian "'d<s Once you enter a raly 
you'l have no dlooce bu1 to put into pracbCe 

what you've 'earned Push too hard - easily 
done -and you'U get a chance to expenence 
the dynamic scenery elements, as well as 
how quickly you can damage a world rally car 
beyond repair (dependtng on the damage 
setting, of course). 

Fautts are mainly tn presentatton. There is 
an issue with excessive load ng (mostly tn the 
essentially obligatory Rally School) but rt's an 
overall lack of personaloty that uiti'Tlately 
grates. While Bums and co-dnver Roberl Reoc 
feature at various poents n the game, the 
opporll.nity to deil.-er an encompaSSJng rally 
experience and capta ise on the assocoabon 
with a lead ng dnver hasn't quite been fulfi led 
(In the way that Codernasters' CMR3 sim larty 
failed). There's a ceria n stenhty to pre- and 
post -stage proceedings not he ped by Paul 
Oakenlold's audio contribubon -and you 
often don't feel as engaged as you should. 

That asode, tt's a pleasure to be 

dlaltenged thos hard. RBR demands a level of 
concentraoon and a delocacy of control that 
the majority of garners worn have 
encountered before. thus ensunng 11 C>CX:l4JI9S 

a ge'llline gap in a crowded matket. 
A harsh but revvard ng dnve. 

Edge rating: Seven Jut ot ter 



City Of Heroes 
Format: PC Publisher: NCSoft Developer: Cryptic Studios Price: $50 (£27) then $15 (£8) per month Release: Out now 

5 urface appears to be the new depth, at 
least as far as the current generation of 

massively mu~iplayer games are concerned. 
The living, function'ng economies of Ultima 

Onltne have turned increasingly vesllgial, at 
feast in the mainstream. Eve Online is pretty 
much the sole proponent of the approach, 
with new games concentrating on the simple 
JOys of hitting things to get stronger to be able 
to hit stronger things. City Of Heroes is one of 
the most thorough attempts at this, playing 
as a superhero Oiablo with no economy 
modelling. it's all the better for it. 

COH, more than any game of its type, 
caters to the sort of player who'll play for a 
month or so, then perhaps resubscribe six 
months later for another crack. tt under:stands 
that, with the number of MMRPGs available 
and the time demands of the genre, it's pretty 
much impossible to play more than one at 
once, so there's a populace that floats from 
game to game as they're released. So COH 
cater:s for cheap, illicit thri'ls, trying to charm 
the gamer as quickly as possible. it's one of 
the few games of its type you can actually 
play for an hour, take on one ol its missions, 
and have a meaningful unit of experience. 
Straight in. Straight out. Gamer satisfied. 

Even the smallest part attempts to 
seduce. Random fights with monsters are a 
genre staple, but while in other games these 
creatures would be stand1ng around, COH 
fashions them into a mini-narrative. They'll be 
mugging someone. stealing hubcaps or 
sacrificing a victim on an altar. As players 
intervene, curses about interfering spandex 
will be uttered. Combat ensues. Grateful 
citizens rush up with compl,ments before our 
heroes bound away across the city. Surface 
detail that doesn't influence the core 
experience? Sure. Atmospheric and 
experience enhancing? Absolutely. 

COH understands the attraction of tts 
subject, walking the line between celebration 
and parody. While higher levels bring 
advanced options, not least tall-building 
leaping, the choices before the starting player 
are both intoxicating and gloriously 
superiic.al. Making a character is easy, but 
choosing from the vast array of costumes ... 
that's a real challenge. Within minutes you'll 
be playng a unique hero, having a focused 
entertainment experience. Only the dogmat>c 
will see this as a selling out of the vtrtual wOfld 
hype of MMRPGs. By throwing away .:.~ 

the conceptual baggage, this one flies. 

Edge rating: Eight out of ten 

£DO£ 

Cops roam the streets, but - like everyone else -
spend most of their time running away from any 
t rouble. And you can't really b lame them 

Previously in E 121 

The largest omission is p layer-versus-player 
fight ing. Such minded people should wait for 
the announced City Ot Villains expansion 

Origin story 

While most games let your aHer your 

avatar's appearance, everything pales 
compared to the array of sartological 

options City Of Heroes presents you with. 

This leads to a world where your fellow 

travellers are all as individual as - well -
individuals, as a simple glance around any 

of the plazas will reveal. 1t also leads to a 

climate where players deliberately attempt 

to express themselves through their 
appearance, with clever designs often 

gaining compliments from admirers. 
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Tetsujin 28go 
Format PlayStatlon2 Publlst>ar Bandai Developer: Sand lot Prlc<. Y6,800 (£34) Release Out now (Japan), TBC (UK) Poevlously n E 139 

Multiplayer modes also feature, but are 
overcomplicated either by camera woes 
(in splitscreen coop) or the amount of 
effort required to coordinate actually 
squaring off against each other in the 
two-to·fourplayer deathmatch mode 

Chaos League 
Format PC Puoti r>e<· Oigotal Jesters De-eloper Cyanide Poce £30 Polo«>• August 6 

P layers of Games Workshop's Blood Bowl wi I 
already be familiar with Chaos League's 

concect. Whtle not connected, the former is a clear 
influence: a complicated combination of a fantasy 
RPG wrth the loosest elements of American 
footbal, approached wrth a strategy mll'ldset. 

The utimate am is to carry the pogskin (literaly) 

across the opposrtoo's ine as many limes as 
possible. The realtty IS mamng, expj<Xl&ng or 
rrutilat1ng the foe using weapons and spe Is. ThiS IS 

performed enterta.n ngly wllh an enoonous numoer 
of traditional fantasy characters -ores, faines, 
elves. humans and so on - each wrth a vanety of 
combatants and approaches to the game. The 
detailts impressive, and the implementation of 
skills. although oomplex. ts well initJBted. 

kmever. a ndoculous bug renders the tutorial a 
farce and alongside ITlOf'TlElnts of the game left on 
French. an overall shoddy feeling to the production 
spoils a great deal more. INhere there should be 

panache, there are rough edges. k. a comeoy, rt 
ach•BIIeS much. it IS tunny. But as a sports 
game a great deal more poiiSn is requtred. 

Edge r-\ting: 
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T etsujln 28go's greatest strength 1S that, 
regarcless of your famdiBrlty wrth ns narpesake 

series. rt's an instantly nostalgiC parade of Saturday 
rTl()rTW1Q cartoon moments. Our remote-COOl1olled 
Iron Man he'ts buiid111QS ike cardboard boxes, 
pounds monstrous robot foes through crty blocks, 

cups hos schoolboy controller Shotaro 1n massive 
hands and rockets across the sky - but the 
nuances that work so well to frame this tmagery 
also tend to hamstring the game. 

The spectacle-seeking camera follows thrown 
punches and objects to great effect on a successful 
hrt. but a miSS leaves TetSUJin off ·screen for 
seconds at a time. Even v.-hen the camera does 
wori<ably focus on htm, rt's often faong away from 
enemoes, making retaloat1011 a matter of QUBSSW01k 

Franttealy reposobonJng Shotaro 111 search of a 
uselu VIew of the battle leaves TetSUJ•n defenceless 

- only one can be controlled at e l•me - and elatoo 
can rapidly turn to exasperation. But it's too loVIngly 
rendered. and too delightful when tt all works. to 
dismiss entirely: curiously for a giant robot 
game, it's all heart. .:. 

Eogeraung: Frve ~ ~ ten 

ProYIOIJSiy 'n E 137 

In all its garish glory, goant trees fight 
valiantly alongside elves aga1nst the 
undead hondes while the commentators 
discuss which cheerleaders they fancy 















RESET 

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

Issue 75, September 1999 

1 Europe's well-pitched 

Dreamcast adverts: "OMG! 

One kazillion players! Qu•ck, 

buy!" 2. A better advert for 

DC (although this is the N64 

veroo,): Treasure's Bangaioh 
3. 'Ornamental headgear IS 

JUSt one element that is 

about to be refined', we 

claim of PlayStation2 

4. Clau<lia Tnmde, one 

of Bits' orig nal line-up 

5. Hooray for Hollywood! 

6. Pnnce Naseem, before 

everyone forgot who he was 

7 A mini-focus on Sega's 

Virtua Striker 2 V2000 

8. The people of Sweden 

name a street after Mario 

9. Mucky Foot's Urban 
Chaos 10. Ken Uvingstone 

plays at solving London's 

planning problems 
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Ah, Edge. We're so consistently misunderstood. 

'There is a danger', ran the editorial intro to E75, 'that 

discern ng gameheads missed last month's issue 

because some less-than-switched-on newsagent 

employees took one look at the gorgeous F355 render 

that adorned its cover and promptly stacked it among 

the motoring titles on their shelves' . 

Never one to m1ss a potentially ABC-damaging 

tock, this issue's cover did it again With a perfectly 

rendered vehicle promoting Colfn McRae 2. car star 

of a six-page preview. 

In fact, E75 was a bit of a six-page special. 'The 

Code Shop' looked at the Develop '99 conference, and 

we lamented that our trip to hang with we rdos, crusties 

and social outcasts wasn't Glastonbury-related. ·Hooray 

010 EDGE REALLY SAY THAT? 
'DISCovered: fatiest Pac-Man ever 

Our report on 8~ Mrtchel's 'perfect ~me·. 6vt is the magazine 
talking about the sprite, or the hawy hot saooe manufacturer? 

DID THEY REALLY SAY THAT? 
·~really lucks me off, actually." 

Emity Newton Dunn on what rt's like to be a woman in an 
industry where the most visible female 1s L..ara Croft. 

TESTSCREENS AND RATINGS' 
Dlllo Ctisjs (PS: 8/10), G-Po6ce 2 (PS; 5110), l(jngpin (PC: 8/10), 

Toto/ Annihilaoon: Kingdoms (PC; 711fYI, Otlver(PS; 7110), 
Metal Gear Solid: Integral (PS; 6110), Buggy H'"-t (DC; 6/1fY/, 

SlluMcou Battle (DC; 3/10), Quake 11 (N64· 7110) 

3 4 

7 

For Hollywood', meanwhile, took six pages to explain 

that games are a M like cinema, except they're not. 

Subjects with fewer than six pages included Red 

Storm, developer of the Rarnbow Six games, and 

Cambridge-based Cybertife Technology, whose 

Creatures were getting evermore complex. 

And finally, once again warranting six pages, 

Channel 4 's videogame show Bits was declared 

'someth ng of a victory for videogames on television'. 

While our pro-girls-who-game stance might have made 

a good opening to the piece. the sent ment was 

somewhat shattered by the magazine asking the girls 

if they'd get thetr kit off for a photoshoot. "Absolutely 

not," replied Aleks Krotoski. St•ll, better on the 

top shelf than in with the car mags, eh? 

9 
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1n oxll£-- Communicate by post: 

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

Or email (stating 'lnbox' in the message header): 

edge@futurenet.co.uk 

I have way too much t~me on my hands. As a 
consequence I decided to enter every score grven 
•n Edge (from •ssue one to issue 136 -yes, I have 
been buying the magazine s•nce •ssuo one) 1nto a 
spreadsheet and create averages for each console 
featured and also for the console manufacturers. If 
a game was released across multiole platforms and 
Edge revtSWed only one versiOn, then I added the 

same 10111ew score to all platforms that game was 
re.eased on. The final figures are very •nterest•ng 
•ndeed. I am a heaVIly biased N ntendo fan and I 
expected N•ntendo to trounce all other 
manufacturers, but that Simply was not the case. 
Sega, of all console manufacturers, had the highest 
average SC()(e. You will also notice that the newer 
consoles r9C91Ved a lower average than older 
consoles. What 1 noticed is that Wllh newer 
consoles there were many ffi()(e 7s, 8s and 9s 
awarded, but also more 2s and 3s. it would seem 
now that games have become either pretty good to 
excellent or JUSt plain crap. There seem to be fewer 
middle·of·the·road games be•ng released I also 
noticed that games released across three or more 
platforms were on average awful w•th very few 

rElCerVU"lQ mar1<s higher than 6. Games that recerved 
8 ()( higher were generally platform specifiC. 

These f.gures should settle arguments over 
wh•ch console •s best (mathemat•cally •t •s N ntendo 
64 - woohoo!), but the reality is that the figures 
show how remarkably close the various consoles 
are in terms of game quality, and that the best 
console •s the one with the games that 
lastonappeal most to you - wl1ichever platform that 
may happen to be. So. happy gamng. The results 
are as follows: 

Console 
Nlntendo64 
Saturn 
PlayS:ation 
Dreamcast 
Game Boy Advance 

GameCube 
PlayStat•on2 

Average score 
6.91 
6.80 
6.62 
6.41 
6.32 
6.13 
6 .12 

Xbox 
Console manu1acturer 
Saga 
N•ntondo 
Sony 
Microsoft 

5.94 
Average score 
6.62 
6.50 
6.37 
5.94 

Average score for PC games: 6.95 
Total score for all platfonns: 11 ,340 

Total number of reviews: 1, 737 
Average score across all plat1onns: 6.53 

I have attached an Excel spreadsheet which 
presents more detailed resu~s. 
Paul Phillips 

""h< Edge game cupboard could do With a good 

s '11 IQ out PatA. You couiO even alphabeltse '' · Get 
1n touch the next t1me you have a free wee~ or so. 

E139 provided numerous points of 
crystallisation of certa1n things I've recently become 
aware of 1n my own gam ng taste namely, that 
simple games are often the most fun, and tnat 
'onemattC' story..nes and .ntermnable cut-scenes 
are. all too often sapping the essence of gamng 

Those stones rarely hold much •ntrirlSic value 1n 
any case. As Red Eye notes, '/eo's frurytale lrteracy 
IS only •ntelhgent, acute, so cute, when JUxtaposed 
wtth Jak & Daxter. Put it next to The Neverending 
Story and 1t's already kid's stuff' . Let's face it, 
Umbrella was incorporated for no reason other than 
to plonk zombies in lront of the player. to then be 
ShOt. And Metal Gear Solid's premiSe of foiing the 
use of a mob1 ie nuclear m•ssile platform IS certainly 
dramatic, but al that's rea'ly asked of the p ayer is 
to avo•d be•ng spotted, and then to observe the 
rest passively. 

Driver 3 is the antithes•s of progression in 
videogames. Sacnfic.ng a playable- or even 
5erV1C9able - ga111e engine 'n favour of the 
trawtngs and tnnkets of the GTA genre IS cynical in 
the extreme. and displays a total lack of love or 
respect for all that's good and fun about gaming. 

Conversely. in the same reviews sectlOil, lower 
budget fare Mashed is h~ted for •Is 'elementary 
dynamic', and in Prescreen. Trackmama Sunrise's 
arrival is celebrated as 'a new set of toys' . 

But above all, 1t's Espgaluda that has won both 
my respect and my hard-earned cash tnis month. 
Why? Because rt's thr 11 ng where most games are 
tedious. pure where others are complicated and 

d splays clarity of purpose where others fumble With 
their rop-synCIJl9 and mo-cap. it"s telllng that, on 
Cave's own Japanese bu etin boards, when the 
quest•on of the game's ease (relabve to other 
shmups) is raised, Cave's response is that they 
cons•dered very carefully just how they could make 
the shooter genre as 1nclusive and as fun as 
poSSJble. The complex•tY tS there. within the dehcate 
structure of the apparently SUllPie rnechantc. Those 
who go iOO<Jng f()( it wil be amply rewarded: those 
who &mply seek a thrl I shall not be d•sappotnted. 

So how come we ftnd ourselves in such a sad 
state of affairs, where so few shmups ever see a 
western release, and even wtthin Japan there are 
precious few developers st•ll pursu•ng the genre? 
F()( this, I have no answer. 
Samuel Baker 

Perhaps the amval of Gradrus V 1n the UK might 
turn th ngs around a I ttle On the other hand, •I 
could s.mp y be dism1ssed as a retro-flavoured 
cuno, fail to even touch the PS2 top 20 and 
represent just another na111n the 20 shooter coffin 

You have to aomre the Japanese and the•r 
subtle use of anecdote to tmply cntiCism. as 
demonstra;ed by ToshthlfO Nagoshii,AV Out E 139) 
W1th my cruder English vernacular t can whittle 
down his column to a sharper point: marketing is 
the biggest threat facing the games 1ndustry today. 

Few can deny the 1mportance of the marketing 
process, but Nagoshi should be lauded for making 
a stand ag8JI\St the sales team ntent upon the w"n.. 
miSfepresentatiOO of hiS atest proj8Ct. I 'ear the 

srtuat.Jon he relates 1s •ndtcatiV9 of a wider cnsiS tha' 
currently grips the industry. 

How come we find ourselves in such a sad state of affairs, 
where so few shmups ever see a western release, and even 
within Japan there are few developers pursuing the genre? 

£DO£ 



Like 11 Of not. mar1<etJng executiVeS are the 
powert:Jrokers of today's games publrshers. Oh en 
under p•essure from fellow board members wanting 
to see a fast. cheap return on their money, their 
sales teams rely upon statistics to tell them wh1ch 
genres wi'l bring the b•ggest retail. Thus the 
overrid1ng concern becomes to blindly shoehorn 
the product - any product - •nto a box they can 

sell, rrespect ve of whether this reflects the virtues 
of the game Of meets the needs of the consumer. 

So, then, marketers make no creat!VO 

•nvestment in the games they sell and sometimes 
oven have little experience of play•ng them. Yet rt IS 

these salesmen, not game makers. who are 
1ncreas•ngly responsible for deciding what you and 
I find on the Shelf. The resu t •s diluted creat•vity 
and neglected quat ty control - whether the game 
rs any good Of not1s a secondary concern to 
whether 1t can be solo. 

Few creatiVe eaders have the power to res1st 
as Nagcsh1 has attempted. The nse of marketing­
led deciSion making and the consoqucntial 
starvation of investment for risky new prqects must 
Immediately be re-examined. We as consumers can 
play a part by showing mOte diSCnmtnat1011 With our 
purchas.ng doosions. but the 1mpetus lOt change 

must COtOe from strong leadershop w thin the 
•ndustry •tself.l. however, will remrun pess•m•st•c 
wh1le publishers can continue to reap profits 
offering such cynical and prosruc 'product'. 
Chris Ward 

We can take heart that even one of the biggest 
surrrner blockbusters. S{)lder-Man 2, oilers up 
something mOte than a game of •ts ik mght have 
once upon a t.me. But then there are also other 
fllaJOr sales successes that suffer from what you 
term neglected quality control. On whoch note ... 

Earlier this year myW1fe pa•d almost 
£300 for a set of four antique Chinese •VOtY-and­
marblo coasters One of them was Chipped on 
traflSlt and two others were broken soon 
afterwards: they're very frag11e and totally unsurtable 

Samuel Baker cites Espgaluda as being deserving 
of his time and money in place of Driver 3, but 
does the market exist for 20 shooters nowadays? 

lOt their 1ntended purpose. tmagne my dcfsght then 
upon purchasing Dnver 3 I got a useful DVO case, 
a cheery manual and a robust and attractiVe 
double-s•ded coaster for just £45- a sign,ficantly 
lower unit cost. I fully intend to purchase three more 
copies of I he game as soon as possible, not only to 
benefit from such excellent value for money but 
also to help stnke a blow agatnst the rvory trade. 
Long may Atari prosper! 

Paul Roundell 

Something bothered me about tne 
cover of E138. No, not the sleek-looking PSP and 
t11e threat of even more domrnance by Sony over 
one of my longest-running pasbmes. Rather, it was 
the text below the 1mage that alarmed me the most: 
'The best from E3 ... The Legend Of Zelda, Halo 2. 
Metroid Pnme 2. Haff-Ufe 2 .. .' Sorry, but when the 
self-proclaimed ·future of electronic entertrunment' 
has •ts annual E3 feature ne ude what amounts to 
two th~rds sequels, I start to worry. 

I start to worry that next -gen hardware will exist 
solely for developers to retread old ground, just like 
the film •ndustry ('In glorious Technicolor. OOiby 
surround and remastered SFX'). I start to wOtry that 
the wonderful noche o• our 111Che, handheld gaming, 
WlU bocOfne the equivalent of the llideogame 

ep1taph 'play 1t, trade 11 play'' aga n esght years 
later. only smaller and slower'. I start to worry that 
a 'do it right, or do it nght in the sequel' mentality 
wtll be adopted by many. OK, it's been going on for 
years. but has it ever been so prol•hc? 

·n admit it, I'm as gui~y as tne next man. Today 
I picked up Dnver 3 for the Xbox Perhaps .1 was 
some valfl attempt to rei1V9 the expanence of the 
original SOtne fiVe years ago. Of maybe to reliVe the 
experience of skipping lectures to play rt. Already I 
regret doing so: the poor, unconfigurable, contrOl 
system, the cumbersome interface (thrd time 
unlucky, guys), the overly long and pointless cut­
scenes. the (so far, n seems) complete lack of 
progr9SSIOfl 1n gameplay The inekJsion (still) of the 
utterly poontless film director mode. The OfiQinal 
wasn·t amazsng. yet here I an1 pta}'lng another 

sequel. Fool me thnoe. shame on me? Perhaps I 
should have '980 the Edge reVIew fifst. 
Lee Johnson 

We were totally aware of the sequel-driven nature 
of ISSue 139's E3 coverage. but If the future of 
electronic entertrunment nght now conSists of the 
likes of anotr€1' Haff-Ufe and a new Zelda. then that 
IS sanply the future of electronK: enterta•rvnent right 
now. HaWlQ said that. surely there are only so 
many tomes gatnners Wl want to run llnk through 
dungeons whose puzzles are bog nn1ng to feel a 
touch overtamiliar. No doubt we shall see. 

First of all, thank you for the excel ent 
magaz•ne that Retro was. I'm talk1ng about the 
yelow ssoe (the only one to reach NOfWaY, 
meth1nks). I stiR have rt by my bed. 

Now, as you may know there's now a monthly 
retrogam•ng magazine ea led Retro Gamer wh•ch is 
utter horseshit. I p•cked up the first 1ssue. read it, 
then threw it in the nearest garbage can (which I 
regret s•nce it just went for 80 bucks on Ebay). 

When wil' you realise that releas1ng a monthly 
retro magazine means se111ng loads of copes? We 
are a gazi ion starv~ng retrogamers out here! 

Please re:rogam ng oeservos better than Retro 
Gamer' Make Retro a monthly publication! 
Jarte Berntsen 

Glad you liked it. We don't currently have any plans 
to produce any more 1ssues of Retro, although that 
r'lY d1ange in the future. Watch this space. 

As I read E13g's letters page, I was dismayed 
v.•th one of your readers' implication that those of 
us who appreciate the female form are both 
1mmoral and stupid. Mr Val)alo IS quite within h1s 
rights not to enjoy looking at pictures of scantily 
clad g rls. He is not, however, w1thin h•s rights to 
1nsu t those of us who do. 1t is fortunate - as a 
I felong gamer - that I have become accustOtne<l 
to other people's ignorrunt att1tudes. 
Leo Tan 

I start to worry that the next -gen hardware will exist solely for 
developers to retread old ground, just like the film industry 
('In glorious Technicolor, Dolby surround and remastered SFX') 
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