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n order to call a p1e<e of new te<hnology the 
I 'sexiest slab of gam1ng hardware ever made' -

which IS how we're herald1ng Sony's PSP this 
month - you have to f1rst cons1der the alternatives Could 
tnis handheld really look more desirable than the scores of 
other examples that pre<ede n1 Well, in 1978 Atari's VCS, 
w1th 1ts woodgrain-effect panels certa,nly looked 
interesting. but you couldn't call1t sexy, not even then. 
Sony's original PlayStation? The most you could really say 
about that videogame console's des1gn IS that, well, 1t 
d1dn't look like a videogame console. As for being sexy, 
again, it's not a call you could make with a straight face. 
Panasonic's REAL 3DO Player? Interesting shape, but no. 
no one bought it in preference to Atari's Jaguar simply 
because it ·coked better under their televiSIOn. 

When you cons1der what has gone before, 1t becomes 
clear that no one has ever made a console that looks this 
des1rab1e And, though th1s IS important to those of you 
reading these words now- JUSt because having the things 
around us look good is oetter than havmg them look banal 
- from Sony's perspe<tiVe 1t's more important to the mill1ons 
who aren't. The millions who didn't own a v1deogame 
console until Sony's PlayStat,on brand arrived. 

FolloW1ng on from 1ts actiVIty 1n the traditiOnal home 
gaming space, with 1ts PSP Sony is seekmg to make 
handheld gammg a mainstream pursu1t, and design,ng rts 
console to be the sexiest one of all t1me 1s a supremely 
shrewd move. You need only look at the mobile MP3 player 
market to see that, even if you don't ne<essarily have the 
best features, an Apple badge and some slinky lines are 
enough to comprehensively crush any and all oppos1tlon. 

So to a chunk of its potential userbase it's not so 
important what PSP does as what it is. As for the rest of us. 
we're interested 1n the whole picture, and that's something 
we look at this month startmg on page 56, testing the 
hardware and also talking to developers about their 
experiences with the platform to date. We also report from 
the PSP launch (p8) and review its first wave of software, 
from Ridge Racers (p68) to Metal Gear Acid (p77). 

Fortunately, there's a lot to like beyond those 
clean l.nes and that screen ... 
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. HARDWARE I 

PSP takes japan 
Nintendo makes way for Sony's own sellout 

laying to the Japanese consumer's insatiable appetite for new 
electronic goods is a sales strategy most local software and 
hardware companies have developed to laser-honed precision. 

Even if the Japanese technology scene had quietened somewhat since 
the heyday of Microsoft generating mass hysteria over a midnight 
Akihabaran launch for Windows 95, there was little question that 
Sony would engineer a spectacle for the PSP's f1rst day of sales. 

The launch of the PSP and the P52 could not have been more 
similar: both machines were widely promoted for a particular 
hardware feature, rather than software (DVD playback for the PS2, the 
beauty of the widescreen and the multimedia features for the PSP). 
Both heavy marketing campaigns were accompanied by a limited, but 
convoluted, pre-order process, with Sony's onl ine store encountering 
the same difficulties that it had four years ago with the P52 launch, 
and many other online Japanese retailers selling out within hours of 
opening preorders - driving up the impetus to mob storefronts on 
launch day. Those who took the plunge and queued, some overnight, 

Several of the faithful (top) whiled away the hours with Pictochat giving some indication 
that the handhelds could coexist in a far less volatile state than interne! forums suggest 

had a better chance of at least catching sight of a 
PSP, with some online customers failing to receive 
their machines due to chaotic stock allocation. 

As usual, West Shinjuku was the place to be for 
new hardware, with the biggest PSP shipment 
scheduled for Yodobashi Camera's game store 
(Yodobashi being one of Japan's major discount 
dealers). By Sa m. 900 hopeful customers were 
ringing the block around Yodobashi, and at 5:30 
Ken Kutaragi and attendant Sony development 
staff arrived to celebrate the launch with an official 
countdown. By 6am. a civilised enough hour for 
the media to begin reporting on the event in 
earnest, some 1,500 people were assembled to 
collect their pre-orders, with the first few served 

By Sam, 900 hopeful customers 
were ringing the block, and at 5:30 

Ken Kutaragi and attendant Sony 
development staff arrived 

by Kutaragi himself: in three hours. the store had 
sold out of its 1,500 unit allocation. The nearby 
Bic Camera's 1,000 units were sold out by 1 Oam, 
with most other Tokyo locations ransacked in 
time for brunch. 

Supplementing the Japanese garners in the 
crowds was a large contingent of Chinese buyers. 
intending to purchase the machines in bulk to sell 
on overseas. In a considerably better organised 
rollout than that of the PSP itself, scouts were 
travelling from one store to the next to keep buyers 
appraised of the dwindling PSP stocks, while 
runners collected units to return them to waiting 
rented trucks. Shinjuku station was abuzz with 
Chinese runners. some bearing as many as ten PSPs 
at a time, and both these and the trucks laden with 
hundreds of units drew resentful glares - but 
nothing stronger - from the steady influx of 
Japanese PSP hunters. 

s ~ 

SCE head Ken Kutaragi had already finished his stint on the 
counter by the time our length of the queue wound inside, 
leaving more experienced Yodobashi staff to frantically fill orders 



The Value Pack add· ins look 
spectacular from an airbrushed 
distance, but the headphones 
are cheap (in both feel and 
sound quality), the remote only 
passable and the high·tensile 
wrist strap largely inexplicable 
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Tens1ons rose in the queues as 1t became 
apparent the Chinese brokers had dev1sed a new 
strategy to maximise their prof1ts: employmg 
Sh1njuku's homeless commumty to buy PSPs for 
them The homeless were given money to purchase 
a PSP and 1nstruct1ons to return them to designated 
locatoons on return for a reward - predictably, some 
saw a more lucratove opportunity in simply escap1ng 
W1th the money. This resulted 1n some aggressive 
searchong of the queues and streets for the 
absconders by furious buyers, much to the alarm 
of watchmg Sony officia ls. 

After the tumultuous morning - evidence of 
wh1ch could be found in streets1de cafes 
throughout Tokyo as bleary eyed early adapters set 
about exhausting the half-charged batteries on 
theor new mach,nes - Sony made a surprise second 
launch of the machine at around 1:30pm, 
restocking distnbutors with approximately the same 
number of units as their initial quotas. No one 

Post-launch figures indicated that 171 ,963 PSPs 
were sold on the 12th, some 85 per cent of the 

200,000 run. Unsurprisingly, the Value Pack 
accounted for the majority of these sales 

PSP stodt (temporarily) eclipsed the promoti<>MI DS posters: the 
relative smoothness of Nintendo's preorder and rollout for its 
machine created less frantic queues - and less media attention 

Shinjuku's early morning PSP deliveries arrive. Such was the 
speed and efficiency of Chinese export buyers that many of these 
PSPs were returned to the backs of waiting trucks in record time 

could be more surpnsed by this event than those 
u'1fortunate shoppers who had returned home 
empty-handed, after travelling for up to two hours 
by tram to reach Tokyo, only to discover that the 
PSP was back on sale. 

Post-launch figures indicated that 171.963 
PSPs were sold on the 12th, some 85 per cent 
of the 200,ooo-unit farst product1on run. 
Unsurprisingly, the Value Pack accounted for the 
maJOrity (approximately estomated to be 60 per 
cent) of these sales. 

Software sales saw mixed numbers, with Minna 
No Golf and Ridge Racers (see page 68) taking the 
top spots at 72,859 and 65,636 sales respect1vely. 
Capcom's 2D 'ighter Vampire Chronicle (see page 
82) was one of the lower-charting titles, selling 
14,442 copoes, whole the smallest sales numbers 
went to Bandai's Lumines (see page 7 4) W1th 7, 711 
- however, that number accounts for nearly half of 
1ts manufacture run, a better overall performance 
than some of the PSP's big-name titles. 

Desp1te difficulties with supply over the 
followmg weeks, prompting Sony to make a public 
apology for shortages on thear homepage, PSP 
sales appeared to follow pred1ctJons. A little over 
100,000 un1ts sold each week, w1th total 
sales at 482,252 un1ts by January 2. 





Gaming tat comes in many shapes and sizes, and 
our drawers are stuffed with blinkers and stickers 
and cocktail umbrellas. A little bit more respect. 
however, is demanded by a life-size model of 
lightcycle champ Mercury from Tron 2.0, 
recently adapted from PC to Xbox. 
Close your eyes and you may hear 
the tones of Rebecca Romijn­
Stamos, who provided her voice 
in the game. Open them and 
you may start to wonder how 
well an acting career is going 
if your roles always require 
you to be painted blue. To 
win Mercury, send your 
answer to the following 
question to edgeOfuturenet. 
co.uk, with 'Tron' as the 
subject: Which famously boozy 
British actor turned down the 
role of Dillinger/Sark in Tron7 The 
closing date is Friday February 18, 
and the winner will be notified by email. 

Newswire 

Microsoft claims centre stage at CES 
Microsoft opened 2004 with an aggressively 
positive statement from (senior vice president) 
Robbie Bach at Las Vegas' Consumer Electronics 
Show. The NPD figures announced demonstrated 
emphatically how Xbox is cementing its status as 
second-place console in the US. Xbox achieved a 40 
per cent market share during the Christmas season, 
and attendant software sales were up 77 per cent 
on last year's numbers. The machine's attach rate is 
claimed to be the highest ever of any console (at 
7.60), thanks in no small part to Halo 2 (which has 
already sold more than Halo: Combat Evolved on 
XboK and PC combined). The same figures show 
that PS2 and GameCube console sales slumped 40 
and 47 per cent respectively in the same period. 

The statement comes at a time when some 
commentators were predicting a wind-down of 
Xbox activities over 200S as the company prepares 
for the approach of Xbox 2. Bach pre-empted such 
predictions by stressing the strength of Microsoft 
Game Studios' line-up (Forza, Jade Empire and 
Conker: Live & Reloaded). However, there's no 
question Xbox is about to move into its third age, 
with rumours of price cuts to S99 and the launch 
of Xbox live Arcade, which Bach describes as 
being aimed at younger players. 
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2004 is best year 
yet for game sales 
Strong retail and quality titles drove a year in which 
game sales grew even as release numbers shrank 

or once, not even the sceptics had 
anything to complain about. Thanks to a 
mixture of game slippage from 2003 and 

the resulting serendipity of scheduling, 2004 was 
clearly one of the golden years of gaming. And 
that's not just because of financial booty, although 
in terms of the total value of global hardware and 
software sales the year seems likely to mark the 
peak of the PlayStat,on2/Xbox/GameCube 

In terms of the total value of global 
hardware and software sales the year seems 
likely to mark the peak of the PlayStation2/ 

Xbox/GameCube generation of consoles 

Though Microsoft's console still has a significantly lower userbase 
than PS2, Halo Z performed magnificently at retail, especially in 
the US. X box's high attach rate (see left) clearly made a difference 

generation of consoles. it was also a sparkling year 
in terms of quality. From the success of delayed 
titles such as Fable, The Sims 2, Half-Life 2, Doom 3 
and Halo 2 to obvious blockbusters like GTA: San 
Andreas. there was even enough spare cash in the 
system to reward (if only partially) the innovation of 
games such as The Chronicles Of Riddick, Red Deac 
Revolver, SingStar and Far Cry. 

Of course, there are some concrete reasons for 
such a halcyon state of affairs. One of the simplest 
is that fewer games have been released - down 18 
per cent in the UK- and for this reason fewer bad 
games have been released. Partly this is down to 
the collapse of publishers such as Acclaim and 
Interplay, while others such as Midway, Eidos and 
Capcom have cut back as they reorganise their 
schedules. But equally, on a more positive note, the 
most successful publishers are also curbing their 
output in order to focus development and 
marketing attention on what they hope will be 
bigger-sell ing t itles. 

Perhaps the best example in this regard has 
been Microsoft, which reduced certain aspects of 
its development portfolio throughout the year. 
Initially cancelling its 2004 series of XSN Sports 
games, it then went on to completely pull out of 
the sector, shutting down the Redmond-based part 
of its sports division and selling its Salt lake City 
sports developer lndie Built to Take Two. lt also 
delayed titles such as Rare's Kameo and Conker: 



Biggest seller 
GTA: SAN ANDREAS VS HALO 2 

Though Halo 2 pushed San Andreas almost to the wire in the US. 
in the UK Rockstar's garM was the dear winner, shifting 1m 
copies in nine days and 1.7Sm units by the end of the year 

Burning rubber 
BURNOUT 3 VS NEED FOR SPEED UNDERGROUND 2 

San Andreas was the clear winner in the 2004 sales war, which is a significant feat for a 
game aimed strictly at adults only. with no chance of under·18s encountering its thrills 

Two games from the EA garage, it's best to see this as a friendly 
rivalry. NFSU 2 wins on the sales stakes, with 2004 seeing 
improved performance even over last year's massive original 

Live And Reloaded to give them ume to reach 
their full potential. 

Yet in terms of software sales, 2004 was 
Xbox's best year ever, something demonstrated by 
the success of Halo 2 Ongmally scheduled for a 
Chnstmas 2003 release, the dec1S10n was made to 
g•ve 1n-house stud1o Bungie another ten months of 
production time. This also meant that when the 
game was finally released, Xbox's global installed 
base had grown by over five mill1on units. The 
result? A strong sequel that 1n less than three 
months has already sold over s1x m1lilon units ­
more than its predecessor managed m almost three 
years. Interestingly, Halo 2 even gave GTA: San 
Andreas a run for tts money, wttt'- respective US 
sales during November 3.6 mill1on to 3.2 mill1on 
Indeed, such was the pulling power of Halo 2 for 
new Xbox owners that, in the US, the original Halo 
re-entered the top ten and seems l1kely to be one 
of the top-20 selhng games of 2004 overall. 

And 1t's th1s steady accumulat•on of console 

installed bases that was the underlying dnver of 
2004's sales. With the three consoles now pnced 
about as low as they can go, the industry has 
reached the sweet pomt between the hardcore 
audience who buy SIX or more full-price games a 
year and the massmarket who buy two or three at 
best. Future console sales wlll be dommated by the 
super-massmarket, wh1ch may not even buy one 
full-pnce game a year. it's at this point the average 
price of a game rapidly drops, meaning that even 
though the number of games sold 1ncreases, the 
overall value of those comb ned sales drops. 

For the ttme be1ng, though, it's been the •deal 
penod •n which to 1mprove upon sales figures. 
A 'lot her publisher taking the opportuOity to 
•mprove on the past has been Ubisoft. Whereas 
Chnstmas 2003 saw cnucal y accla1med ong na 
games such as Beyond Good And Evil and XII/ 
marg1nalised, December 2004 saw the company 
focused on Prince Of Persta. Warrior Wtthin. In the 
UK the game was backed wrth a StX·f1gure 
advert1s1ng campa1gn, and with the pnnce 

Firing blanks 
GOLDENEYE: ROGUE AGENT VS KILLZONE 

Both games were originally e~pected to storm it in 2004, but 
proved disappointing. Thanks to Rogue A~nfs top-ten position 
running up to Christmas, EA must be happier than Sony 

Cup winner 
FIFA 200S VS PRO EVOLUTION SOCCER 4 

Plily'lt.lllon 2 

it's no longer true that Konamo trails far behind EA on the 
football sales pitch, although FIFA ZOOS performed better than 
Pro Evo overall, clocking in at number two in the full-year chart 
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2004 sales: how the year panned out 
With a total of £1 .34bn in sales, it 's been another record year for game sales in the UK, with Christmas hits such 
as GTA: San Andreas, Halo 2 and The Sims 2. But what happened along the way? And which publishers won out? 

2004 UK SOFTWARE SALES 
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One way of tracking the different moods of 2004 Is to plot 
the increase or decrease of the weekly sales figures in 
comparison to the previous week's figures (see graph 
below). Oearly this doesn't provide absolute feedback on 
how successful a game's launch was - Halo 2's spike is 
dwarfed by that of Driver 3 thanks to Its proximity to GTA: 
San Andreas, for example- but this approach does give an 
interesting snapshot of how 2004 developed. 

In the typically slow period after Christmas '03, Square 
Enix sparked the first wave of excitement with Final 
Fantasy X-2, but the year only really got underway with the 
start of the Easter holidays. Despite there being no single 
big game release. there was plenty of choice as Far Cry, 
Splinter Cell: Pandora Tomorrow, Sonic Heroes and Jllmes 
Bond 007: Everything Or Nothing all continued to ride high 
in the charts. With the summer in sight and game sales at 
their lowest - particularly thanks to the attention-stealing 
drama of Euro 2004 - Driver 3 managed to create a big sales 
peak in June despite its lack of polish. Plenty of other 
games were released during the summer, with Activision's 
Spider-Man 2 at number one for five weeks, although sales 
dropped every week until Doom 3 came along in mid­
August. However, it wasn't until EA released The Sims 2 
that the end-of-year sales period really started to hHt up. 
GTA: San Andreas and Halo 2 klckstarted the Christmas 
mood with a spike at the start of December undertining the 
final push as present-buying began In Hmest. 

Interestingly, 2004 was down on 2003 during the 
usually crucial September-to-December selling period -
despite the huge sales peak generated by GTA: San Andfus 
which was sustained by Halo 2's releaH two weeks latwr. 
Reflected in anecdotal evidence from retailers that 
Christmas was relatively slow this year, the sheer 

SALES CHANGES UK GAMES SALES 2004 

100 t------------it---

1. FF·XZ. 2. Easter holidays, 3. Harry Potter And The 
Pr;soner Of Azkabdn. 4. Euro 2004. S. Driver 3, 6. The 
Sims Z, 7. GTA: SA. 8. Halo Z, 9. Christmas holidays 

w n ro n ro H ~ a w ...... 

1. GTA: San Andreas (Rockstar) 
2. FIFA 200S (EA) 
3. Need For Speed: Unde rground 2 (EA) 
4 . The Simpsons: Hit & Run (VU Games) 
5. Pro Evolution Soccer 4 (Konami) 
6. Sonic Heroes (Sega) 
7. Spider-Man 2 (Activision) 
8. Need For Speed: Unde rground (EA) 
9. Halo 2 (Microsoft) 
10. Driver 3 (Atari) 

• 11. The lncredibles (THQ) 
12. The Sims 2 (EA) 

• 13. Bu rnout 3: Takedown (EA) 
• 14. FIFA 2004 (EA) 
• 15. Call Of Duty: Finest Hou r (Activision) 
• 16. Harry Potter: Prisoner Of Azkaban (EA) 
• 17. The Sims: Bustin' Out (EA) 
• 18. Shrek 2 (Activision) 
• 19. Splinter Ce ll : Pandora Tomorrow (Ubisoft) 
• 20. lord Of The Rings: Return Of The King (EA) 
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replayabllty of Rockstar's game combined with that of Halo 
2 on Xbox Uve seems to have eaten Into the time and cash 
available for other late November and December releases. 

Another way of dissecting 200415 to estimate 
performance on a per-publisher basis (see graph centre 
right). Difficult to achieve accurately without a complete set 
of retail numbers, this Edge model combines weekly 
software sales f~g~~res with certain assumptions about the 
level of sales per chart position. For clarity's sake, only the 
eight largest publishers are broken out. with all other 
publishers lumped together as 'the rest'. Obviously, lt's no 
surprise that EA takes the biggest slice of the available pie. 
Despite having few singular stellar releaHs, it has proved 
the value of its annual sports titles when combined with 
externaiiPs such as Harry Potter and James Bond, as well as 
slow burners such as The Slms 2. lt's also happy with the 
combined perfonnance of racers Burnout 3 and Need For 
Speed llndlfrground 2, each of which improved on their 
predecessor's sales. As in 2003, Activision underlined its 
claim to be UK number two ahHd of Take 1\w, which 
despite being the bigger company globally in tenns of 
overall sales Is becoming Increasingly reliant on the GTA 
series. Activision, on the other hand, mixed externally 
developed titles such as Doom 3 and Rome: Total War with 
a stable of lnWmal games like lbny Hawk's Underground 2 
111111 c.ll Of Duty as well as movie-based IPs such as Spider­
..., 2. Shtell2 and Shatfc Tale. Troubled publisher Vivendi 
Univwsal Games (VUG) maintained Its relatively strong 
position thanks to the longevity of last year's gold mine, 
The Slmpsons: Hit And Run, as well as Crash and Haff-Life 2. 
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The best perfonnlng of the smaller publishers in 2004 
-a rejuvenatllcl Sega. Sonic Heroes proved to be one of 
the year's mmt solid performers, remaining in the charts 
throughout and selling over a million units in Europe. The 
other major fiiHp- its deal with Sports Interactive over 
the renamed FootbaH Manager. Unsurprisingly the fastest· 
selling game In Sega Europe's history, the •comfortably 
seven-f19ure' advertising spend was also the company's 
highest since Dfeamcast days. Expect a wave of self· 
congratulatory press releaHs if it overtakes CM4. 

2000TO 2004 UK SOFTWARE SALES 

The other companies had a ntlatively quiet 2004. THQ 
had Its usual strong mix of games based on animation -
everything from The lnaedlbles to Scooby-Doo and Fairly 
Odd Parents- as well as its annual WWE update but 
nothing to match last year's Finding Nemo. Similarly, 
Ublsoft focused on solid brands such as Prince Of Persia, 
Tom C/ancy's Ghost Recon and Splinter Cell. Nothing 
seemed to stick for Sony. however. On paper it had a 
fantastk 2004 line-up with The Getaway: Black Monday. 
Killzone, Jak 3, Rachet & Clank 3 and Sly 2, but none of 
them could be said to have performed to expectations. 
Even the innovative SingStar didn't seem to capture the 
public's imagination as EyeToy had done previously. 

represented in a more muscular, edgy form (to 
apparently appease consumers), and with more 
action-oriented gameplay (countering a perceived 
unevenness in the f1rst tit le), it outperformed its 
predecessor, doubling its first-week sales as well as 
shipping 1.8m globally. 

But for those retailers happiest only when 
calling the pint half empty there was an issue to 
gripe about at the end of 2004: the availability of 
hardware. To some extent. this has been a regular 
headache for console manufacturers. With only a 
certain monthly production capacity avai lable 
through their factories. the demand at Christmas 
has often resulted in supply chain problems. For 
exam pie, it's been an open secret si nee the summer 
that Microsoft wasn't going to be able to fulfil the 
demand for Xboxes in the US for this very reason. 
A similar situation for Sony was compounded by 
the popularity of the relatively new slimline PS2 

2000 2001 2002 2003 2004 

redesign, the release of GTA: San Andreas and a 
mishandled price cut in the US. all of which 
over-fuelled demand. SCEE also claimed that a 
shipment of PAL PS2s was stuck in a queue 
somewhere outside the Suez Canal, forcing it into 
the expense of flying units in directly. Even in such 
a bizarre case. though, the lack of some consoles 
was a problem resulting from success. No one 
complained about a lack of GameCube hardware, 
for example. 

Perhaps what will be more significant in 2005, 
however, is how hardware vendors marshal their 
inventories. lt's especially relevant for Nintendo and 
Microsoft as they prepare to release their new 
hardware before Sony. The trick will be to wind 
down demand steadily, ensuring that th1s time next 
year they' re not the ones I umbered with 
warehouses full of last year's unwanted 
Christmas presents. 



. INTERVIEW I 

For the love 
of games 
The man behind Ape Academy explains why 
monkey business is the secret of a happy union 

_j f you were asked to name the themes beh1nd the Ape Escape 
series, you would think of pants, bananas and machine guns. 
A chance to discuss the apes' new PSP mcarnat1on -

m1n1game masterclass Ape Academy- with creator Hiroyuki Kotani 
reveals that there's a much more heartfelt agenda behind the game. 

it seems that Sony has been encouraging PSP developers to 
think very hard about how people will play differently on a 
personal, portable console rather than on one they play at 
home. How did that affect the design of Ape Academy? 
The PSP offers flexib•hty to play anyt1me. anywhere W1th the same spec 
as PS2.-hls title was created so people would be able to enjoy a high­
quality game even 1f they haven't got much t1me to play. In addition, 
many male gamers in Japan tend to be troubled by their girlfriends 
because they get too involved in games. The theme of the game was 
to make a trtle that helps mcrease the communication bet\1\-een them 
and the•r girlfriends. 

What inspired you to make games that let two people play 
on one PSP? 
In the past, I have expenenced times when I've been irritated at not 
be1ng able to hold my girlfriend's hand One PSP held by two people 
can not only shorten the d1stance between the two but w1l also 
shorten the distance of the1r feelings. 1 would like to devote th1s game 
to guys out there in the world with pure hearts like me- who can't 
hold their girlfriends' hands. 

What have you enjoyed most about designing for the PSP? 
The most thrilling expenence of my life was n the last month before 
the release of th•s t•tle 1n Japan when I worked all day and n1ght, 
Without any rest or sleep, Without leaving the office at all! But 
seriously, I am very honoured to have been able to take part in th1s 

Ape ACJ!dtmy's minigamt< have a numbtr of difftrent guises, calling on you to 'oltl' 
passing bulls, as well as guarding giant bananas and running very, very, very short races 

project for hardware of the highest spec ever, and 
the unknown possibilities that it has, and to make 
the best of the portabihty of PSP. (Although my 
g1rlfnend almost dumoed me for rt!) 

In recent years games have become very 
focused on being like films or like real life. 
Do you think there's a new trend for games 
which are just 'pure' videogames? 
I believe entertainment w1ll break up into p•eces as 
t broadens Many Japanese enJOY 'pure' games on 
the1r mobile phones. At the same time, many enJOY 
games that are more hke movies on the1r PS2 at 
home. But don't forget the t1me with your 
girlfnend' Games are necessary to keep the 'pure' 
feel1ng with•n yourself. l1ke how you felt when you 
met your g1rlfriend for the f•rst time. 

How much of the PSP's potential do you 
think Ape Academy uses? 
I am not sure how much of the PSP's potential was 
used. but there is a lot of 1lexib11ity of the concept. 
W1th Ape Academy. the gameplay is the key focus, 
not the graph1cs. but 1t IS a lot of fun - 1t's 
humorous JUSt by looking at 11. lt can be enjoyed 
with one player or two. and offers battle mode 
using the 'ad hoc' w1reless function. The greatest 
potential, as far as the team IS concerned, •s the 
fun t can offer to many gamers. Please play ~ 
th1s game with your g1rlfnend! ~ 

Sharing a PSP between two frantic 
players is a preposterously perfKt way 
to play simian air hoclcey on the move 

-*-----·-· _____ .. - -
... -·----··--·-· _____ ..,. _____ _ 
=.:=::=.:.=.::.::=...-=..--

Modesty is one of the most becoming virtues. and we 
would hate you to think there was anything self 
serving in encouraging you to head for our 
relaunched website this month. it's just that you 
might not have already read the news story (p19) 
explaining that this is the place to come to keep 
updated on the world of videogame culture in 
general and Edge in particular. So we're not pointing 
you towards www.edge-online.com because we think 
it 's the best website you'll see all month. Absolutely 
not. We're pointing you there because we know that 
Edge Online will lead you on to dozens of other 
interesting sites, stories and curios and all without 
having to wait for the next issue of the finest games 
magazine in the world. Modestly speaking, of course. 

IS 



"We're very much aware of the need to 
balance between innovation in 
architecture and the ability to leverage 
that innovation ... The learning curve for 
this platform should be signif icantly 
better than previous ones." 
IBM researcher and Cell chip developer H Peter Hofstee 
talks future P$3 coders down from the preCipiCe 

"Because let's be honest here: as far 
as a completely immersive and 
cinematic exper ience, we were 
never going to top Doom 3 
anyway, and we al l knew that." 
Doom f ilm scriptwriter Dave Callaham aims low 

"I expect that if we're blessed 
enough to see it through that 
there'll be quite a few 
senators and congressmen 
who'll be really pissed off." 
l crne Lann.ng suggests Oddworld 
lnhabrtants' next title. Citizen Siege. Will 
provide a really VIUiolic Edge 1nterview 

Newswire 

Ubisoft cries liberte over EA bid 
Electronic Arts' recent spate of outright 
acquisitions took a turn to 'investment' in late 
December as it announced its Intent to purchase 
a 19.9 per cent stake in Ubisoft. Though not 
enough to give the superpublisher a controlling 
stake in Ubisoft. the European publisher responded 
with a statement that it considered EA's purchase 
as 'hostile'. 

The French media has suggested that both 
the French government and fellow French· 
headquartered publisher Vivendi were in talks 
to defend Ubisoft against a takeover, though 
Vivendi declined to comment on this report. In a 
further show of French solidarity, Atari/lnfogrames 
CEO Bruno Bonnell also stated in a Reuters 
interview that his company would be willing to 
aid Ubisoft if requested. 

Ubisoft share prices have risen with each new 
development, rumour or not, in anticipation of a 
bidding war between the European publishers 
and EA. Meanwhile, EA's other troubled European 
buyout, a 90 per cent share acquisition of Swedish 
RalliSport and Battlefield developer Oigital 
Illusions CE, remains uncertain after a revolt by 
two groups of shareholders. 
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Rub is in the air 
A tired and worried Yuj i Naka (right) tells us about the 
release of Project Rub and his plans for the future 

he stylisation of Project Rub made it 
one of the most eye-catching OS titles, 
even Sega titles, of recent memory. 

How did that develop? 
Because the OS has a touchscreen, you can also 
rub it. Well, in Japanese L and R sound exactly the 
same: 'rub' also sounds like 'love' . So we decided 
Project Rub would be a love story, especially since 
Nintendo said they wanted the OS to appeal to a 
broad market, and love stories have that traditional 
appeal - in movies. for example. 

In order to appeal to people who do not 
normally play games. as Nintendo wanted, we 
needed a visual design that w as completely 
different than usual, which is what this 
'psychedelic' appearance is about. Now, the 
silhouettes are because we didn't want to force 
you to have a certa in girl as your love interest 
You can imagine that your dream girl is inside of 
that silhouette. 

Except, traditionally, these broadly appealing 
love stories haven't featured scorpion delivery 
vans, unicycling and circus troupes. 
No, it's not really a traditional love story! But the 
main character is trying so hard to get this girl, 
which is why he joins the circus performers - it is 
a way of expressing how far he will go. These days 
I think we' re losing young people in Japan they 
don't think t rying hard, generally speaking, is 
cool So it's really important to f ind a way to 
make them feel 

Do you think that using an abstract 
representation to bring out these feelings 
is more successful than making use of a 
realistic representation? 
I definitely think there is more connection. These 
days, developers have to make their games realistic 
to demonstrate the hardware's power. But to use 
symbolism - like we used to - brings the game 

closer to the player, and the fun is more pure. The 
more realistic you make the game, the more you 
can lose the player's imagination, and then they 
start noticing all these aspects they don't like. 

I'm not saying this is always the case, but it's the 
design rule I want to follow in the future. The 
problem is that w ith better hardware you're forced 
to make a more realistic show of the graphics, 
otherwise people won't be impressed by it. A game 
should not be afraid to be a game, but now it 
seems that in pursuing realism the feel ing you get 
from playing games is changing. it's almost as if the 
concept behind making them has changed. And 
that's not always a good thing. 

On that note, many garners have been 
concerned that the merger with Sa m my would 
see Sega's output forced towards a more 
marketable, less exuberant approach. 
Actually, the Sega-Sammy merger does not have 
that sort of impact on development - it's quite the 
opposite. Because Oguchi-san used to be a 
developer, now he is CEO he still has that love for 
new approaches, for trying out new methods. So 
we had no problem w ith developing it. 

This year has been really fun for me, doing Sega 
Superstars, doing Project Rub. The last t ime I 
remember having this much fun was w ith Samba 
De Amigo, and in comparison I think this has 
almost been better. 

Were you concerned at all with how Project 
Rub would be received in the west, w ith its 
prominence as one of the first t itles available 
for the OS? 
We have always had to think about the western 
market w ith any title that we make. Any time you 
try a new direction, whether it is for a Japanese 
audience or a western one, it's worrying. And I'm 
very prone to worrying already! [Laughs) So yes. 
anything I do I'm worried about, and maybe I was a 



little bit more so w ith this. But that didn't change 
the game. 

What about the Maniac mode- did you 
consider that the west is a lot more prudish in 
that respect? 
That was one thing I didn't worry about. Half of the 
Project Rub team is female, and during 
development it was the male developers who were 
the shy ones. They would just touch the girl's 
hands, whereas the women would go straight for 
the boobs to see the reaction. A lot of the ideas for 
the game came from the female designers, so I 
didn't think that would be a problem. 

Why did you choose to develop a new title for 
the Nintendo OS and not the PSP? Was it a 
matter of preference? 
Both consoles have thei r own personality. I felt that 
for DS, because what it offers is so new, I had to 

make something entirely new for it. For PSP .. 

"Sega has been famous for going 
too far ahead too early. If we were 
slower, then maybe we could have 

won the hardware market" 

obviously we are making new games for PSP now, 
but I didn't feel there was that same necessity to 
make a completely new game, not yet. And we 
were also working on Sega Superstars at the same 
t ime, so we didn't have the resources for another 
original project. 

Would you agree with the comments made by 
Satoru lwata of Nintendo that the PSP is ' built 
on an old formula for success', of technology 
over innovation? 
I think that the networking opportunities of the PSP 
w ill be interesting, but at this moment it seems like 
no one is ready to use them. There's nothing like 
Pictochat on DS, and that's the direction they 
should be exploring on PSP. Until then, well, I partly 
agree with what he has said. 

So do you think the future of the new 

handhelds is in their communication aspects? 
If people want these new features from the PSP. 
then yes. But I feel that most PSP users w ill be 
happy to play PS2 games, only on a handheld, 
whereas DS users w ill be more receptive to trying 
out new things. Of course, on a technical level it 
doesn't work to just port a PS2 game on to the PS P. 
So .. . we'll see how things turn out. 

On line functionality looks to feature heavily 
in the next generation of consoles. After 
pioneering it with Phantasy Star Online 
on the Dreamcast, are you surprised other 
manufacturers have taken so long to catch up? 
Sega has always been famous for going too far 
ahead too early. If we were a little bit slower, then 
maybe we could have won the hardware market. 
But that's what we've always, always been known 
for. So I' m not really surprised that it has taken so 
long. And as I've been doing online things for all 
these years now, I was ready to try something 
different. That's one reason Project Rub has been 
so fun for me. 

The things about online that we .. suffered 
[laughs), the hacking, bad users, illegal users - in 
the end we really spent more t ime just t rying to 
keep those things out than actually developing the 
game, and that's why I'm sick of on line. But if 
hardware manufacturers can figure out a system 
that keeps all of that out for us, I'd love to make 
more. If that's not possible, it's hard to be 
enthusiastic about online gaming. 

With the release of two new handhelds within 
a month of each other, and three new major 
platforms likely to be shown next year, how 
do you feel looking forward? 
Tired. [Laughs] We have nine platforms to develop 
for, it's too much! it's exhausting. With Puyo Pop 
Fever, this year in Japan we did it across 15 
different platforms as an experiment to see how 
many we could manage. We could do that w ith 
Puyo Pop because it's a small game, but anything 
more complicated' No chance. Ideally, I'd like less 
hardware. At the moment, there's no possibility to 
make experimental games on each different 
plat form, and then there is the balance between 

the new consoles and the old - which should we 
develop for? it's very confusing. 

Has the consolidation of Sega helped you at 
all in this respect? 
Personally; what's changed the most is that Sonic 
Team is no longer a separate company. Before, I 
was basically the CEO of Sonic Team and I 
managed our money. Now that we have gone back 
to Sega, I still have to balance the finances, but 
with Sega's money. and it's not so clear how much 
is coming in, how much is going out. And that 
means I'm spending more t ime on the business side 
now. Obviously that has an effect on how we 
develop games. 

But for Sega overall. it has been a good 
business decision. When the developers were 
separate, they made their own tools, but in the 
new structure we can share them, which does help. 

What are your plans for the next year and the 

new hardware? 
Well, Sonic OS is coming as well as another title for 
DS, and there will be a PSP title also. And next year, 
Phantasy Star Universe will come out, so we're 
really busy on that at this moment - I don't think 
we w ill have time for many other new games. I 
can't talk much about the details of PSU, but I have 
just been in Poland with the Warsaw Philharmonic 
Orchestra for recording, which was a great ...., 
feel ing. We're very excited about it. ~ 

The purpose behind Feel The Magics silhouetted star may be to 
let player.; project their own personality onto the game, but the 
result is a title which an unusually strong visual character 
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lt's a testimony to Hiroshi Yamauchi's steely 
reputation that the daft statements attributed to 
him in a faked interv;.w with Wired were taken 
seriously by some gullible types for even a 
heartbeat. The 'scans' of the article, which _,. 
designed to look as though they had been pulled 
from an upcoming issue of the magazine, 
appeared on a Spanish gaming -mite (www. 
gamerah.com/noticias.php?bias=1801180) and 
quickly spread across the Internet. 

Things Yamauchi never actually said included: 
"I stood on my chair and said to him in English: 
'Hey Ballmer, why don't you suck my yellow 
balls',· "Look at the PSP. lt's shaped like a penis,• 
and "Kirby now looks a bit dated and, let's be 
honest homosexual." Hilarious, no? Mmm. 

www gamHah corn 
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Turok: bargain hunter 
Acclaim's bankruptcy sale reveals opportunities for snooping, 
a selection of unreleased games ... and some cheap furniture 

ver the years, we have had the opportunity 
to go '1nS1de' any number of world-famous 
developers, but never like th1s. Last 

September Acclaim f1led for Chapter Seven 
bankruptcy, and as a result the courts were 
reqwed to auct1on off any remaining assets to 
meet some of the company's $100 million debts. 
The sale was held 1n the company's vast Long Island 
off1ces. and anyone willmg to pay the $500 depos1t 
- be they Investors. collectors, homeowners or 
perhaps someth1ng else entirely - was granted 
access to come in and piCk Accla m's bones clean 

And so a strange m1x of people gathered at 
what was, whether they realised it or not, the 

Some attendees claimed to have never played 
a videogame in their lives. Most came to 

buy some cheap goods to resell for a quick 
buck. One lady 'just want ed a couch' 

wake of a fallen monster. Some swapped stones 
outside, reminiscmg over Cigarettes about times 
spent with Accla1m. " I still remember when I got 
that Turok game for Chnstmas," one attendee 
said, before taking a slow, contemplative drag He 
didn't speak much after that. Some attendees 
cla1med to have never played a videogame 1n the1r 
11ves Most came to buy some cheap goods to resell 
for a quiCk buck Others were dragged along by 
slgn,flcant others, a few seemed genUinely lost. 
One lady 'JUSt wanted a couch'. 

lns1de. the halls still echoed from the moment 

The opulence of the executive oHices Is a star!< contrast to the 
cramped conditions of the QA department downstairs. it's easy to 
imagine news of the bankruptcy sweeping from one to the other 

the news hit, shadows of the moment stJII VISible 1n 
the form of half-fimshed dnnks cans and personal 
belongings abandoned on employee desks. 
Acclaim's Long Island headquarters d1dn't house 
any game development, at least not in •ts latter 
days, so it was the desks of the su rprismgly large 
quality assurance department on the ground floor 
that were left cluttered with s1gned Anthrax poster! 
and photos of Sarah Michelle Geller. Beta discs of 
games like The Red Star and Jutced lay around, 
haphazardly. wafting 1n va1n to have the1r bugs 
1roned out. THQ is publishing the latter now, 
but we may unfortunately never hear from the 
former again. 

The vast finanoal department on the second 
floor was littered with halogen lamps, scruffy 
calcula tors and tomes full of the company's 



records: elaborate documentation of what, exactly, 
had gone wrong. Attempts to snoop through these 
were met, unsurprisingly, with threats of arrest. 
Investor records were preserved upstairs, where 
expensive antique furniture, bottles of fine wine 
and a concentration of security guards were the 
norm- a contrast to the gloom of the QA division. 

By the time of its downfall, Acclaim had a 
tarnished reputation, dulled by its eagerness to 
use sex and scandal to sell low-quality games. 
However, picking through the detritus it left behind 
revealed a human side it's all too easy to forget. 
For all its failings, Acclaim had been an integral 
part of many gamers' lives and- for better or for 
worse - a vital piece in gaming's illogical puzzle. 
it's hard to imagine that anyone wanted to ~ 
see it end like this. ~ 

The speed with which employees had to leave the building is 
dear from the number of moment os that had to be left behind 

START~ 

Some sights at Acclaim's HQ were rare glimpses into a secret world. Others. like boxes of 
unsold Turok: Rage War carts (top), were things you could see in any game shop stock room 

On January 17 the new Iteration of the Edge 
Onllne w ebsite (www.edge-online.com) went live. 
featuring an all-new recruitment section. 
downloads of articles from the print magazine, 
regular commentary on happenings in the 
videogame world and more besides. 

Created by the same people who produce the 
magazine you hold in your hands. t he website is a 
portal to all t hat we term videogame culture, and 
will expand and mutate in the coming mont hs· to 
become an essent ial bookmark. 
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• INTERVIEW I 

Beating the 
jungle telegraph 
The creators of the world's f irst bongo-driven platformer, 
Takao Shimizu (producer) and Yoshiaki Koizumi (game 
designer), talk about the ideas behind OK: Jungle Beat 

ungle Beat proved a surprise hit at E3. 
Were you surprised at how warmly 
the game was received? 

Well, what we were trying to make and show was 
unprecedented gameplay. so can't 1mag1ne how 
th1s type of 1nterface was foreseen by the VISitors. 
However, we believe that this game would be 
pretty much fun for anybody to play w1th, so that 
the warm acceptance it received was somethmg 
which we were very delighted about. 

Why are there suddenly so many Donkey 
Kong games? Was there a deliberate decision 
inside Nintendo to try to raise his profile, or is 
it just coincidence? 
Just a few years ago we had a 20-year anmversary 
of Donkey Kong, the original Donkey Kong game, 
but we really d1dn't do anything about 1t A little 
later, Mr M1yamoto approached us and sa1d that 
we should have done something, that we should 

have celebrated Donkey Kong. He didn't make any 
request to us to make any specifiC games, but I 
believe he was takmg an opportuMy to say to us 
all that we should have made something to 
celebrate th1s anniversary. Now, we happened to be 
startmg to make the action game based upon 
Donkey Kong already at that t1me. but I believe that 
other people were encouraged to feature him in 
their games. So I think it was a part1al coincidence 
and part1al1ntention on the part of Mr Miyamoto. 

How did the idea come about to display 
Donkey Kong at the front of the screen? 
Our obJective was to use the bongos to produce 
s1mple control1n the style of a 2D game. So in 
order to make that work, we needed to show 
where the player is heading, what's above and 
ahead of him, what objects there are to get nd of. 
But 1f you are going to do that, naturally your 
player character becomes smaller and smaller. 

uln other games which use the bongo controller, 
you have to move to the rhythm provided 

by software. In Jungle Beat, you create your 
own sound by moving the character" 

.takub Dvorslcj, best known for his gorgeous Flash 
game .S.morost. has recently returned again with 
some new works. Earlier in 2004, giN-dub 
rockers The Polyphonic Spree N<rUited Dvorslcy 
to cr .. te a promotional game few their latest 
album Together We're Heavy. Though a bit 
shorter, all of the elements that made Samorost 
so compelling were intact. further bolstering 
hopes that we'll see something mcwe feature 
length from him in our lifetimes. All of his works 
can be Men on his website, Including his ill­
conceived ad piece for Nike, about which we 
can only say we hope he w111 paid hanclsomely. 
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That's kmd of a shame, because Donkey Kong has 
a very nch range of express1ons and he wants to 
show off h1s hot, coo moves So m order to 
establish both these th1ngs, we mcorporated this 
style of presentation. 

The usual presentation of Jungle Btat means that Kong is a tiny 
figure in tht centre of the screen. Duplicating him at the front of 
the screen conveys the full force of his punchy personality 

How difficult was it to design the sound 
effects of the game, since the players are 
making their own? 
That's a very good question because music and 
sounds are a part of the whole game expenence. 
We had to resolve many issues m order to come 
up with very good solutions in the end. In other 
games which use the bongo controller. you have 
to move to the rhythm provided by software. 
In Jungle Beat, you create your own sound by 
movmg the character. In other words, the sounds 
are generated as a result of your moving the 
character, and that's not all - the music is 
generated to f.t round the player, to excite them 
as they play. 

When you decided to make a game using 
the bongos, were there other prototypes 
that you rejected? 
We tned some more compl cated thmgs. As you 
know, the bongos can capture sound through thetr 
microphone. So techmcally speak1ng it is possible 
that you ea n use the volume of sound to control 
how high Donkey Kong Jumps. We tried it, but it 
was rather difficult to gauge how high you wanted 
him to jump, so in the end we have abandoned 
that1dea. 

And how do you see people playing the 
game? Is it something people enjoy on their 
own, or best played in a group? 
We really don't have the so-called independent 
mult1player mode for Jungle Beat, but I believe that 
the game can be enjoyed by a group of people 
enjoying together. S1nce the bongo controller 
mcludes the microphone for when one player s 
play1ng. others like parents, fnends or lovers ~ 
can help h1m by clapp1ng the1r hands. ~ 
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Ninja Theory's Tameem Antoniades continues his next-gen push 
t the end of Kung Fu Chaos, and out of the 
blue, our team pitched in so that Nina, Mike 
and I could go out and enjoy a lovely meal in 

appreciation of our contribution. Now, late in 2004, 
those days seemed far, far away. 

Not everyone likes change and some people 
really, really hate it. And we were about to face the 
biggest change in game development since we went 
from 20 to 3D. 

What i f the basic tools you have been using for 
10+ years, like Maya, are no longer up to the job? 

What happens when you set sky·high standards 
for the team that are entirely speculative? 

Or when you ask team members whose last game 
was an irreverent kung-fu parody to switch to 
something serious and 'realistic'? 

And what do you do when the standards of work 
required reach levels that are beyond the abilities of 
someone on your team? 

I could list a hundred more issues like the ones 
above. The sum of them, I feel, means that this 

This transition to next-gen is the 
hardest one yet. I remember when 

moving to a next-gen platform 
would be a thrilling and exciting 

proposition for everyone 

transition to next-gen is the hardest one yet. 1 
remember when moving to a next-gen platform 
would be a thrilling and exciting proposition for 
everyone. Goodbye, good old days! 

You have a transition here that is much more 
about people than the technical, creative and work· 
flow challenges. When change comes, some people 
get unhappy. One or two unhappy people can spread 
their unhappiness until everyone becomes unhappy. 

People tried to make it work and to generally 
accommodate our unhappiest people in an attempt to 
make them happy again. And in all instances it did 
nothing but prolong the agony for everyone. 

The fact is that someone who wants to make a 
cartoony game will never be happy making a rea listic 
one regardless of the reasons behind the decision. 
Someone who was hired for their skills in a specific 
style of game may not be suited for a completely 
different style of game. I made mistakes, too. Some of 
the forma I processes I introduced designed to allow 
the team to sca le up to a much larger one created lots 
of dependencies and stifled the more creative 
processes that allow small teams to achieve big things. 

Company meetings were punctuated by people 
unhappy about this, that and the other. Achievements 
were belittled at every turn and it was so unfair to the 
people who did so much to make things work. To 
compound this, there was so much up-front 
investment in technology that there was no visible 
progress apparent for months. lt was a real low point 
for everyone. 

In the end, we stopped trying to make unhappy 
people happy and let them leave. This would either 
rip us apart or make us stronger. And leave they did. 
One person left. then another, then another. lt's 
horrible to see people you have worked with for so 
long leave but we had to let them. Over the course of 
the first nine months of Heavenly Sword we must 
have lost more of our staff than we had in the 
previous three years. And you know what? lt wasn't 
the end of the world. 

We luckily managed to find really great people to 
fill in t he holes and pick up the pieces. Our leads 
stayed true and professional throughout and kept the 
train from derailing. Other team members took on 
extra responsibility and kept the momentum going. 

Ninja Theory's skin shade" include simulation of peach fuzz, 
subsurface suttering, imperfections, blood-flow and vein 
distribution in realtime without using standard slow solutions 

Slowly, the mood started to change. lt took a long 
time but we hit our stride again. The team was 
working as a unit and ambition and cooperation were 
coming back to t he fore again. it's a credit to the team 
that they were able to overcome the many 
low points and make us stronger than ever before. 

We pressed on with t he prototype. So many areas 
were being worked on at once but nothing was 
working together. 2004 arrived. We booked our 
flights and publisher meetings f or the Game 
Developers Conference in March. We simply had to 
get the prototype working before then and it had to 
be spectacularly good. 

Finally, we got a build that ran smoothly and was 
stable. lt took 23 people nine months to create. But 
was it good enough? Does it look next-gen? Does it 
play well enough? How will publishers react? Well, I 
was about to find out. 

We borrowed a small PC, stuffed it with the fastest 
kit we could get our hands on, overclocked t he 
processor and boarded our flight to the States. I'm not 
superstitious, but boy was I touching wood 
everywhere I went! 

Progress Quest may just be the ultimate MMOG. With an epic 
plot spanning dozens of chapters, a dazzling variety of 
character types, a complex system of spell and special attack 
upgrades and a lively community with a wide choice of 
guilds, you could hardly be better set. 

nonchalant triumph as your character makes his way back to 
town and sells off his booty. Even better, despite its almost 
universal appeal, I'Q isn't a life-swallower, allowing you to 
multltask and even get some sleep while your character's 
heroics continue. All this, and it's entirely free. 

Written by a singularly small team, PQ demonstrates a 
more comprehensive grasp of the essential dynamics of the 
RPG than even the very finest examples produced by legends 
like Square or BioWare. lt's hard to describe the feeling of 

Longterm I'Qers may have a bit of a headstart on you, but 
thanks to its unique gameplay it should be no effort at all to 
catch them up. Give it a few months and you might even scale 
the heights of our Talking Pony Tickle-Mimic. 
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US PSP details AWOL 
Fear of launching in Las Vegas as Sony Computer Entertainment 
America's PSP event leaves most questions unanswered 

SCEA's show was not actual!lpan 
of CES - avoiding having to share 
schedule space with Microsoft- but 
capitalised on the attendant crowds 

11 n an event that was character>stic of the generally 
___:j underwhelming 2005 Consumer Electron1cs Show runn1ng 

nearby, Sony's North Amencan PSP press conference, held 
on January 5, was heavy on f1ghting rhetoric- including SCEA 
president Kaz Hirai 's proclamation that " Sony will elevate portable 
entertainment out of the handreld gammg ghetto" -but light 
on concrete details 

Desp1te the expectation that the system's launch date and pnce 
would be announced at the slickly produced Hard Rock Hotel 
showing, SCEA seemed to follow its parent company's TGS 2004 
show1ng to the letter. w1th ne1ther subject addressed. While the 
probability of a March launch was alluded to, there were no details 
on how closely the US PSP pncing would mirror the aggress1ve 
nature of the Japanese plan. 

Software announcements were equally sparse, 
w1th no new f1rstparty trtles shown other than beta 
code of SCEJ's Ape Escape platformer. lt seems the 
US launch will be bolstered by Japanese and 
European titles, with Ridge Racers and Wipeout 
Pure shown prom1nently to positive reception, and 
comm1~ment from Capcom and Konami to localise 
two games rev1ewed th1s 1ssue Metal Gear ACid, 
Vampire Chronicle (confusmgly still under its 
orig1nal title, rather than Darkstalkers 3)- and 
firstperson shooter Coded Arms 

hack-and-slasher usmg Snowblind's Champions Of 
Norrath eng1ne, but developed internally at SOE. 
Set to be available at the console's aunch, 1t's a 
prom1sing origtnal title, if one w1th an instantly 
famthar set-up. 

Electronic Arts' software announcements at 
a follow-up event on January 6 were also 
overfamiliar, but the quant1:y showed that the 
company's interest 1n the mach1ne had been 
piqued: six PSP projects were shown, with Need For 
Speed Underground Rivals jo1ned by sports tit les 
FIFA Football, MVP Baseball, Tiger Woods PGA 
Tour, NBA Street: Showdown (worl<tng t1tle) ....., 
and NFL Street 2: Unleashed ~ 
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Band Brothers' party­
game longevity grows 

All over now, but did you 
see WOWs Santa aaus? 

Thanks to everyone who 
sent us piles of presents 

PSP's screen brings with it 
an urge to kMp it sparllly 

That's 75 hours' worth of 
San AndrNs gone, then 

Call us and -·11 give you 
~importers·n~bers 

However, Sony Online Entertainment took the 
opportumty to unve1l a new PSP franchise, Untold 
Legends: Brotherhood Of The Blade- a mult1player 

THE SYSTEM OF THE WORLD 
The closing third of a trilogy that attempts 
to make polymaths out of all of us 

The third tome of Neal Stephenson's ambitious Baroque Cycle, The 
System Of The Wortd brings down the curtain on his factional melodrama 
of modern society in the making. With a combined total of 3,000 pages, it 
certainly demands the audience's full attention, although that's as much 
an issue of what's on the pages as their sheer number. Subjects to be 
mastered range from puritan rebellions to the aristocratic Intrigues of 
French court life via advances of natural philosophers and global trade. 
And it's the latter Stephenson concentrates on as he marshalls his 
favourite characters Or Daniel Waterhouse and Sir lsaac Newton within 
an early 18th century London setting. Newton, as in real life, is now 
master of the Royal Mint. Charged with ensuring the quality of England's 
money, he's determined to continue his alchemical experiments and track 
down the source of Solomon's fabled heavy gold, too. On the other hand 
Waterhouse, the closest thing the series has to an uninvolved narrator 
(and hence completely fictional), is trying to build a Logic Mill using the 
selfsame gold for Peter the Great. Also introduced back to the mix is Jack, 
King of the Vagabonds. Under control of the French, he transmogrifies 
into Jack the Coiner. Out to adulterate Newton's currency, he becomes the 
key pawn in a power struggle between the Whigs and Tories over the 
royal succession. Considering such feverish activity, it's no surprise 
Stephenson ends up creating as many loose ends as he ties up. Uke 
history itself, the Baroque Cycle seems to be easier to start than finish. 

CENTURY RAIN 
A sci-fi novel with possibly the most complex 
back-story yet to appear in this magazine 

In a genre characterised either by extremes of quack-futureshock-science, 
gun-toting action or hardbitten crime-noir, Alastair Reynolds has made a 
mark, almost uniquely, as one of the recent generation of UK sci-fi writer 
able to pick his own way between the rival schools. Century Rain makes 
this distinction clear, not least thanks to the opening gambit of placing it 
leading characters in two separate worlds before bringing them togethe1 
In a 1950s France in which Nazi expansionism was halted and repulsed, 
unsuccessful private detective and failing jazz player Wendell Floyd is 
finding life tough. The clubs are closing down, his girlfriend is heading ol 
to seek success in LA and his only case seems to be suicide. His day wouh 
be really ruined, though, If he knew his world was a quantum snapshot 
of a 1930s Earth set in motion by a faction of 24th century humans. 
Located at the end of a series of unstable wormholes and contained by a 
huge physical shell. Floyd's Earth-copy has become a tactical ruse in the 
wider conflict between the survivors of the earth, previously destroyed 
by nanotechnology gone wild. This denouement comes with the arrival c 
Verity Auger. An archaeologist from another human faction, her mission 
is to recover vital clues lost by the murder of an agent; the very suicide 
Floyd is investigating. lt all makes for a surprisingly subtle tale. And ever 
if Reynolds doesn't manage to maintain high standards throughout - thE 
ending will be a little Hollywood for some tastes - Century Rain 
demonstrates the growing maturity of his talent. 



Phantom Dust 
FORMAT. XBOX 
PUBLISHER: MAJESCO 
EXPECTED: 2005 

In lieu of Microsoft bringing MS Japan's acclaimed online psychic 
brawler to the west, Majesco have signed it up - which should 
hopefully bump the game's Live population into triple digits 

Champions: Return To Arms 
FORMAT: PS1 
PUBLISHER: UBISOFT 
EXPECTED: Q 1 200~ 

lust as Snowblind's Champions Of Norrath follow·up looks to 
improve on the original's flaws. Ubi is also improving on the 
localisation timt. with a near-simultaneous PAl release 

Dance Dance Revolution With Mario 
FORMAT! GC 
PUBLISHER: NINTENDO 
EXPECTED: JUNE 2005 

Mario, you just keep unfolding like a flower. The plumber of 
many talents breaks into the OOR scene in a Konami/Nintendo 
collaboration featuring both mat·thumping and new minigames 

24 

Announcements and updates 

Raiden 3 
FORMAT: ARCADE 
PUBLISHER: TAITO 
EXPECTED: 2005 

A new, polygonal instalment of Seibu Kaihauu's venerable 
shooter begins the year's Type· X shooter flood. We're not 
convinced green's a good look for the Toothpaste Laser. though 

Stella Deus: The Gate Of Eternity 
FORMAT; PS2 
PUBLISHER: ATlUS USA 
EXPECTED: 02 2005 

Atlus' sprawling. all·star development team's strategy·RPG is 
confirmed for an American re least, hopefully with a localisation 
that does benN justice to iu script than the off·the·peg subtitle 

Pokemon 
FORMAT. GC 
PUBLISHER: NINTENOO 
EXPECTED: 2005 

From Pokemon Colosseum creator Genius Sonority comes a 
'true' Pok~mon for Gamecube, wi th an original storytine, cast, 
and new pocket monsters to catch In addition to the old guard 

REDEYE IS ... 
Watching you 

Christmas Eve, and Red Eye is on the move. A train, 
a bus, a plane, a taxi, fuelled by remaindered 
newsagent sandwiches. it's wet and unseasonably 
warm. The sky is empty of guiding stars. 

The gentleman sitting opposite pulls out a copy of 
Edge; Red Eye flicks into Oavid Attenborough mode, 
ready to observe. He flicks through it savagely, eyes 
darting from headline to screenshot. from screenshot 
to score. Five minutes and he's done, magazine 
shoved back in bag, arms clamped back around chest. 
it's hard to stifle a shout. Every word, every number, 
every screenshot he's just ignored is the result of a 
huge chain of effort and creation: game designers, 
artists, coders, publishers, journalists, more artists, 
printers. Some deserve more credit than others, no 
question. but watching it consumed with such 
uncaring nonchalance is enough to make even the 
most bilious blood boil. 

Air rage isn't an option, not on a full stomach of 
cold, damp bread, so settle instead for reflection. This 
is what consumers do. Consumers don' t give a damn 
about how much work went into something, the 
marriages it wrecked or spines it twisted. Consumers 
care about how much they like what they get. 

The picture's no prettier the other way up. 
Christmas is supposed to be the time when retailers 
woo consumers with the devotion of an Internet 
stalker. This year, they've fallen out of love. Red Eye 
only geared up for Christmas this morning, and 
already it's over - decorations stripped from shops, 
January sales tat dumped over displays of drooping 
Santas. Even the real spirit of Christmas, the 
desperate commercial avarice of last·minute 
shopping, is broken and bankrupt. 

Touchdown, and the endless trudge before the 
endless wait for luggage. As Red Eye lets himself be 
hypnotised, a buzz spreads round the carousel. We 
are. i t seems. in the presence of celebrity. Standing 
away from the crowd, oblivious to the attention, are 
Archie and Mrs McCreadie, stars of the gruesomely 
twee Balamory. Within seconds, the song spreads like 
a virus until the whole crowd - parents, toddlers, 
grannies- is united in soft harmony. "What's the 
story in Balamory wouldn't you like to know? What's 
the story in Balamory wouldn't you like to know?" 
Archie looks round. Everyone is beaming. He beams 
back. Creator meets consumer. Balance is restored. 

This is how it's supposed to be. Consumers want 
to gorge themselves on what they like and spit out 
what they don't. Creators want to be judged on what 
they make, not on what they had to cope with to 
make it. They shouldn't care about each other, only 
about the thing that's made. You don't love the staff 
at Bungle. You don't even know them. But you do 
love Halo. and so do they. 

Outside, the queue for taxis stretches to 
departures. Red Eye joins it behind a familiar face. 
now buried in his magazine. " Merry Christmas I" 
offers Red Eye as he passes. The man doesn't look up. 

Redeye is a veteran videogame journaliSt. His views do 
not necessarily coincide with those of Edge magazine 



Naruto (seen on the left in what seems 
disturbingly like SOIM chibi version of 
The Wall) has had successful runs on both 
PS2 and GameCube as a fighter, with 
Bandai currently working on a PS2 RPG 

Mcngc, mcgczin es end mark eting 
Producer/director Brick Bardo on the importance of all three ... 

I 
recently visited the 
Jump Festa 2005, 
which took place at 

the Makuhari Messe 
Convention Centre on the 
outskirts of Tokyo. What's 
that? You have no idea about 
what I'm talking about? OK, 
I'll explain. Jump Festa is an 
event organised by Weekly 
Shonen Jump, which is a 
Japanese icon - the biggest 
magazine in Japan, no less -

published by the Shueisha publishing company. lt is about 
manga and has enormous importance in this country. 

Perhaps if I give you a few names it's associated w1th It'll make •ts 
Importance clearer to you: Dragon Ball, Captain Tsubasa. Saint Saya, 
Cobra, Kinnnikuman, eat's Eye, F1st of the North Star, Yuyu Hakusho, 
Yu-Gi-Oh .. . Do I need to continue? I guess now you understand that 
all the major mangas m Japan are published in Weekly Shonen Jump, 
before they are released as books. All these legendary names made 
the1r debuts in this legendary magazme. lt is incredibly popular -I can 
give you some figures that will g•ve you an dea: in 1990, 1t publ•sheo 
6.5m cop•es per week! But this was at 1ts peak and now the f1gures 
are less impressive- around half. But that is still 3.2m a week! Not 
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bad. You also have to know that. on average, three 
times more people actually read the mag, because 
when one buys 1t, another two will read it as well. 
The mathematics speak for themselves: there are 
no less than 1 Om readers throughout Japan each 
week Incredible, isn't 1t? 

will appear every week 1n the magazme. The artist 
responsible cannot refuse, even 1f he or she would 
like to end the senes- it has to continue, no 
matter what (well, almost) 

Another reason for the success •s the way 
med•a are m•xed together. When a pilot 'or a 

Dragon Ball, Captain Tsubosa, Saint Soya, Cobra, Kinnnikuman, Cot's Eye, Fist 0 
The North Star, Yuyu Hokusho, Yu-Gi·Oh ... All the major mangos in Japan are 
published in Weekly Shanen Jump before they ore released os books 

But there is a reason beh1nd such a huge 
success, and 1t 1s no secret In addition to 
chansmatiC mangas, they have damn good 
markettng. nstde every issue of the magazine is a 
card; filling it in with your deta•ls and send•ng 1t off 
wtll reward you w1th a free gift This card is a 
formidable marketmg tool which gives a lot of 
information about the audience - thanks to the 
feedback readers write on the cards, the magazine 
knows exactly the level of popularity for each 
manga, week by week. So, if one manga loses its 
momentum or s1mply fails to appeal to the public 
one week, it will be dropped automatiCally from 
the magaz1ne. Equally, should a manga be a hit, it 

manga becomes a htt, it is promoted through 
events. f the promot•onal campaign proves 
effective, the manga •s then adapted 'or telev•sion 
v1deogames and other goods In the meant•me, th 
1nfo bemg fed back to the publisher v1a cards IS 

used in order to decide how a synergy can be 
crea ted w1th the entire collection of Jump-labeled 
magazines m a sort of cross-marketmg strategy. 
Weekly Shonen Jump •s not Shueisha's only 
magaz1ne; it also has, for example, another very 
popular magazine called V-Jump, which mixes 
v1deogames and mangas. Whereas in Weekly 
Shonen Jump the focus is on the manga first and 
then the game, V-Jump will focus first on the gam 



but mention the manga and other goods as well. The result is a 
synergy which works well, mean1ng that every avenue is marketed 
bnlliantly. Other publishing companies could do the same -and 
they've tned - but Shueisha has been able to keep its leading pos1tion. 

So, yes, back to the Jump Festa I Th1s is a show that gathers all 
manga fans They have tons of stuff to enjoy: appearances by some of 
the manga creators, talks Wlth an1mat1on vo1ceover people, mtn live 
concerts, game tournaments and a mass1ve amount of goods to 
purchase. The show is also attended by many companies from vanous 
ndustnes, including animatiOn and, of course, videogames. 

With the Yu-Gi·Oh fever now passed, many compan1es are 
search1ng for the next b1g licence. Of course, such a big licence 
doesn't appear every day, but every company has the same dream and 
keeps search1ng. Th1s year, the big 1cence is certa1nly Bleach The 
an1matton senes started on telev1s1on last October; rt's about the 
'1ghts and adventures of a young boy who's capable of see1ng ghosts. 
Many think that 1t's going to become b1gger than Dragon Ball or 
Yu·Gi·Oh, and 1ts publisher, Shue1sha, and the compantes that have 
secured the licence, are putting all their efforts into promotmg it. SCE 
has secured the licence for PS2 and PSP, Sega Sammy for the GBA and 
Banda1 for trad1ng cards. Together, they're making Bleach a b1g name 
n gam1ng here 

On the show floor, you could f1nd all of Japan's b1ggest gam1ng 
names- Bandai, Konami, Square En1x, Sega Sammy, Hudson, SCE, 
N1ntendo, etc - but to have a presence you needed to be a sponsor of 

Sony internal tums are currently 
working on two Bleach (below) titles: 
a one· on-one fighter for PSP and a 
thirdperson action game for PS2, both 
with attractive eel-shaded presentation 

animation on TV. For small or even med1um-sized 
games companies, this is a difficult investment to 
make. However, it's as if the content at Jump Festa 
has some k1nd of magica l attractiOn to game 
pubhshers. as many are ready to support even 
heavy f1nancial investments to convert them 
into vtdeogames 

I've often heard in the west that 'the Japanese 
game market IS difficult' - that games that are 
selling millions of copies in Europe and the US are 
shif ting only a few thousand in Japan. Many ttmes 
I've been approached with western t1tles and an 
invitation: "Would you be tnterested tn localtsing 
thts ttt e for Japan?" To be honest, none had the 
potential to sell1n Japan. lt's not a question of bad 
gameplay or concept, it's more about character 
design whiCh really does not ftt with the aud1ence. 
(Maybe this isn't the only reason, of course. but it's 
an important one.) If you are maktng a game and 
would ltke to sell it here in Japan, I would have 
just one piece of advice: it's maybe time you 
started readtng Weekly Shonen Jump magaztne. 
But don't try too hard. I mean, we already 
have enough competition among Japanese ~ 
game makers! ~ 

A selection from Shonen Jump's manga 
tmpire: Wfl"ttm comic·to-game 
franchislng may never be handled w1th 
this kind of singleminded industry 

APAN~ 
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Edge's most wonted 

God Of War 

Oavid Jatfe's astonishingly violent 
riff on Gredan myth shows more 
brutal promise each time we see it, 
seeming to pull as few punches 
with substance as it does with style 
t>Sl. SCEA 

world Of WOrCraft 

The European beta is drawing to a 
close. but not before our Christmas 
"break' was sucked up into 16-hour 
days of revenging dead gnomes 
and building mechanical squirrels 
PC. VIVENO' 

The Red Star 

lt should have been a Most Played 
regular by now. But we haven't lost 
hope yet that the best title Acclaim 
never published will still find a 
well-deserved commercial release 
PS2. XBOX, PUBUSHER TBA 

The future of electronic entertainment 

The aeneration game 
To devet'op in interesting times 

V 
uji Naka is exhausted. it's 
not just the jet-lag. or a 
hectic 2004 at the head of a 

multi platform development studio: 
it's exhaustion in expectation of 
the year to come. Two new 
handhelds and three new consoles, 
all heavily in mind if not yet in 
living rooms. In the period where 
this generation ta ils off and the 
next begins there will be ten major 
platforms- the PC, two Xboxes, 
three PlaySt at ions, four Nintendo 
consoles- vying f or a t hirdparty 
developer's att ent ion, as wel l as an 
increasingly sophisticated mobile 
gaming market growing out there 
on the sidelines. 

That prospect must temper the 
thrill of the new with a thrill of 
horror deeper than a multiplatform 
gamer's realisation of their monthly 
spending total. With the 
considerations of longer 
development periods for more 
complex titles to match to 
sympathetic architecture (and 
sympathetic audiences). producing 
absolute innovation as well must 
seem like a sheet of corrugated 
iron to crown a house of cards. 

Ten platforms in two tenses: 
does a developer look to future 

hardware and hope to work Halo 
magic at launch, or to the 
incumbent formats for a latter-day 
miracle the likes of Resident Evil 4, 
Wanda And Colossus or Stranger's 
Wrath? The former risks the 
caprices of impatient early adapters 
-willing to abandon a machine far 
before the software can prove its 
potential - and the latt er the 
threat of being shuffled out of the 
spotl ight as the cycle ends. 

But for the best developers. 
these are their kind of odds: the 
sleep-depriving, relationship­
threatening storm before the calm 
of that gold master that can 
produce the kinds of games you 
hadn't thought possible this 
generation or the next. 2005 will 
be a good year for hype - and a 
good year for Hype. An Indian 
summer for this generation's 
hardware, an indication of what 
will define and constrain the 
output of some very different 
approaches to handheld gaming, 
and the first great outstretched 
toe-dips into gaming's three 
biggest sequels yet. And, we hope, 
the opportunity for Naka-san and 
weary developers everywhere ~ 
to book some holiday time. ~ 
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Star Wars: Republic 
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Drag-On Dragoon 2 
PS2 

The King Of Fighters '94 
Re-bout 
PS2 

Gametrak: Real Wodd Golf 
PS2 
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FOR'-'AT· PC 
PUBLISHER: EA 

DEVElOPER DICE 
ORIGIN· SWEDEN 
RElEASE: MARCH 

PREVIOUSLY IN· E138 

Battlefield 2 
A new mode should augment the original's wonderful blend of tactics 
and mayhem. But will the 1942 faithful love it, or is mutiny afoot? 

W 
e're in a typ1cally plush EA 'media 
centre' at ·ts head off1ces in 
Chertsey, and a throng of Journalists 

has the chorce of ask1ng questrons or gettrng 
on w1th a day's playtestmg of DICE's 
Battlefield 2. Stupid quest1on. The walk/half· 
run hurry to the PCs rs something to behold, 
but then thts tS the sequel to one of the 
most-played onhne games ever 

The name may have been stnpped of any 
fancy sub-titles or dates but the game 1tse1f IS 
almost entirely new. At least 1n terms of 

technology. Indeed, the no-nonsense 
moniker reflects Battlefield's popular·ty­
after all, why restrict yourself to one war 
when you can throw in tanks, Jets, APCs, 
guns and gadgets that cover several decades 
of modern warfare? The buoyant Battlefield 
mod community will see to those specific 
wars n any case. 

Judg1ng from the pre-alpha code, the 
non-spec1f1C1ty has done the brand no harm 
whatsoever What you get instead is the 
choice of JOining one of three armies- the 

After all, why restrict yourself to one war when you 
can throw in tanks, jets, APCs, guns and gadgets 
that cover several decades of modern warfare? 

There's a pleasing mixture of urban, military, wetland 
and forest environments to wage war in. Many of the 
buildings in urban locations can now be entered, and 
house sieges are as tense as you would imagine 

Chmese, the US or the Russians- to fight m 
fict1onal conflicts across the globe. Twelve 
maps will shtp w1th the boxed copy, and a 
singleplayer bot-populated campaign is 
supported, but 1t's really only thrown sn for 
honing your skills for the 'real' thing- those 
epic 64-player online skirmishes. DICE 
dabbled with the 1dea of bumping it up to 
100, but felt the performance h1t for most 
users wasn't worth the effort. 

Along w1th a maJOr graphtcal, physics a ne 
eng,ne overhaul, Battlefield 2 Introduces a 
new Commander mode to increase tactiCal 
options and encourage a more cons1dered 
approach to warfare In essence, one player 
on the team 1s gtven pnvtleged access to a 
set of commands to help plan a concerted 
team attack, though whether ind1v1duals 
want to take these orders is quite another 
matter. The commander can view a deta1led 
overhead map, zoom into specif1c areas, 
scan for enemres, launch artillery strikes, 
drop supply boxes, spot and ftx enemy 
vehrcles and lay down waypoints and 
spawn points. Taking on the commander 
mantle is clearly a huge responsibility, but 
troops can launch a mutmy if they feel let 
down by their leader If only one player 
wants to be commander then the role 
automatically transfers; 1f several go for 
the top job then the player with the 
highest rank gets the promotion. 

Persistence is also a new theme, and 
medals and scores accumulated during a 
game remain Wtth your character. Ranked 
servers wli sort the soldrers out from the 



ctW1es and any ant1soc1al behaVIour dunng 
games w1ll result 1n scores plummet,ng. 

it's not,ceable that the med1c and 
eng1neer roles are more rewarding due to a 
new area of effect design feature. Climb 
1ns1de an APC and nearby players can be 
healed or vehicles repaired Without you 
having to get out again. As a mediC 1t's 
ooss1ble to trundle around as a k1nd of 
mob1le Infirmary or get out and shock an 
enemy to death w1th your def1bnllator 
paddles. Two new player k1ts have been 
added: Spec-ops and Support, the former 
providing the player with a range of anti­
personnel gadgets, the latter a heavy 
machine gun plus extra ammo to 
d stnbute to teammates. 

The game comes with vo1ceover-IP 
as standartt. so plugging 1n a pa1r of 
headphones and a miC gets you 
communicating w1th your squadmates 
1nstantly. Other improvements include a 
spnnt command (though it's d1sappo1nting to 
discover tnat you can't look around wh1le 
runn1ng away from danger), a much faster 
framerate (in the region of SO-plus) and the 
amph1b1ous nature of APCs. 

Thankfully, Battlefield 2 reta1ns all the 
drama and intensity of the original, the 
abi lity to perform one-man-against-all-the­
odds heroic deeds or camp on a hillside w1th 
a sniper nfle. lt g1ves you almost limitless 
cho1ce in how you want to approach the 
gntty, and often comical, expenence of 
VIrtual war. The new Commander options 
g1ve 1t extra steel; fighting alongs1de your 

comrades 1n well-organised and executed 
ra ds offers a d1fferent kind of emouona 
reward to the over-the-top frenzy of 1942. 

Battlefield's success is ultimately down to 
two things: empowerment and balance. 
Givmg players potent toys to play with is one 
thing; preventing any one of those e ements 
offering an unfa1r advantage is quite another. 
Adding f,gnter Jets to the mix 1s potent,ally 
dangerous (and why 1sn't EA showmg them 
in th1s bu1ld?l. Straf1ng an enemy compound 
m an F-1 S Eagle, F/A-18 Hornet or a Russ1an 
SU-34 1s enticmg, but relevant checks and 
balances will have to be made. DICE says jet 
speed, for mstance, will be reduced to help 
ground troops use SAMs effectively. 

But, 'n practiCe, do all these new features, 
war mach1nes and tactical options 1mprove 
the expenence? l et's just say that Chertsey 
isn't the eas,est place m the UK to reach 
by public transport, and no one was ~ 
go1ng home early... ~ 

All ground vehides are simpl~ to control and most have 
two s~parate weapons that are engaged with ell her 
mouse bulton. Chopp~rs ar~ grac~ful and potent in 
the right hands, but do require practice to master 

Burning wrecks will now injure soldiers if they get too 
dose; it's a future DICE says players have been asking 
for since the launch of the original Battlefield 1942 

HYPE~ 

Commanders get a blrd's eye view of the 
battlefield and can oven drop supply boxes 
on enemies - a dire<1 h1t with one will notch 
up an instant kill. (4 charges can also be 
attached to enemies with devastating effect 

The httlef#MI2 wwld is 
not the -t picturesque 
on PC, but Its graphical 
detail is now extremely 
high. The lush grus and 
rocky hills are not just visual 
frippery,~ they 
offw a level of cover that 
- piW¥iously to die for. 
Hide In gone and you will 
not be given -ay by 
popping textures. and 
crouching Is a must if you 
want to make yourself a 
harder target to both see 
and hit. 

The Introduction of 
.nbient sound also keeps 
you iiNMned In the wwld, 
and birds and wildlife can 
- give your position 
-ay If disturbed. 
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SWAT4 FORMAT; PC 
PUBLISHER: VU GAMES 

DEVELOPER: IRRATIONAL 
ORIGIN: US 

RELEASE: MAY 
Last month's superheroic studio Irrational lays down 
the law in a long-awaited police simulation sequel 

The sole included multiplayer map In the dosed beta test 
is a cleverly laid-out courthouse. The police and hostage 
must ascend three staircases. Thoughtful terrorists will 
attempt to outflank the party and attack from the rear 

I 
n April 1992, at the he1ght of the LA 
riots, Rodney Kmg appeared in front 
of the news cameras. pleading for 

calm: ·can't we all get along?" A year later, 
the ch•ef responsib e for policing the 
disastrous peace appeared on the front of 
game boxes for Daryl F Gates' PoliCe Quest: 
SWAT, and Daryl F Gates' Police Quest 4: 
Open Season. The oomt of th1s? Check 
Google The Internet doesn't remember the 
botched situat1on, or the last1ng crittosm of 
the LAPD and its eventual reforms. Instead. 
Gates' lasting claim to fame is as chief 
techn1cal adVlsor to a piece of unremarkable 
d g•tal enterta1nment. SWAT 4, in 
development at Irrational Software, 
needs to work hard to leave a similarly 
lasting impression 

Th1s IS a ngorous police simulation at 
heart, a f•rstperson shooter obsessed w1th 
the dynamics of gunplay, weapon modell1ng, 
and procedure. Your goal is to neutralise the 
targets: placing them under arrest, knocking 
them out w1th the Taser or stun guns, or, 1f 
all else fa1ls, with a QUiet double tap Fnghten 
a perp 1nto subm1ssion and he' ll proffer his 
wnsts, ready for handcuffmg. A context­
sensitive Interface allows players to make 
tactiCal decis1ons without resort to pohce 
trainmg manuals. 

The included career mode provides 12 
standalone missions with no over-arching 
storyline or character progression. Instead, 
lrrat1onal will allow players to custom•se the 

Movement is exceedingly slow, even with the included sprint key. Doorways become major choke-points. 
since there's no way to leap around the corne~ spraying the room with an unofficial MPS knodtoH 
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Level design shows an impressive eye for detail. Many are urban nightmares. from Muzak-infested corporate offices to 
ghettos. lt seems impossible, sometimes, to believe a designer placed the bricks, rather than falling into place naturally 

m1ss1ons according to taste - a hostage here, 
some cnmmal elements there, nasty men 
h1d•ng under or behmd a cho1ce of curtains 
and tables elsewhere. 

The real highlight IS set to be the 
mult•player modes, and cooperative play 
lOOks ike be1ng a maJOr draw. Up to SIX 
players can take on the same m1ss1ons as in 
the s1ngleplayer game, drawing enemy fire 
and distracting the AI to allow teammates a 
clear shot at the target. The online 
mult•player offers a twist on an old Counter­
Strike favounte, as one player takes on the 
role of hostage while the rest of the players 
are split into teams of police and terrorists. 
The police must escort the hostage to a safe 
zone while the terronsts attempt to capture, 
rather than kill, h1m. Once he's brought 
under control, however, allegiances sh1ft. The 
police become the assassins, thelf new 
m1ss•on being to ·neutralise' the VIP. the use 
of such a clm1cal term maskmg JUSt how 
notous play then becomes. The wretched 
hostage IS armed w1th nothing more than 
a p1stol, and must rely on his captors to 
protect him at all costs. 

it's new ideas for old forms of play like 
its work on the reJuvenation of the Tr1bes 
senes. Irrational isn't making massive 
changes. But the tweaks and distinct 
craftsmanship are creatmg a better 
game than what existed before. 

The cooperative mode will allow for improvised tactics. 
The id~a is not to replicate polke strategy entirely, but 
to give the player the feeling of authenticity. The slow 
movement speed and chilling radio squawks nail this 



Star Wars: Republic Commando FORMAT: PC, XBOX 
PUBLISHER. LUCASARTS 
DEVELOPER: IN-HOUSE 
ORIGIN: US Even with the benefit of some impressive antipodean drawls, this 

doesn't seem to be the Star Wars game we were looking for 

T 
he trouble w1th Republtc Commando 
has always been encapsulated 1n 
that VISOr. lt doesn't fa1l to fulf1ll115 

role as HUD readout or screen furn1ture, but 
where Metroid Prtme used one to magmfy 
the atmosphere, Republic Commando's 
sh1elds you from 1t, d•stanc•ng your faceless 
clone trooper from h•s squad of faceless 
Clone troopers and the already unengag1ng 
aesthetic of the Star Wars prequels. 

it's a brave choice to cast a Star Wars 
game w1th the very kit-set hordes that ex1st 
as the backdrop for its larger-than-life heroes 
and villains, and RepubliC Commando doesn't 
show much evidence of JUStlfymg 1t Each 
member of your four-clone squad has a 
personality - as assembly-line as their bodies, 
though it's hardly fair to complain about 
archetypes considenng the source matenal -
but they only amount to endlessly repeat1ng, 

A satisfying sniper attadlment for your blaster (right) allows 
location-specific disabling of the hulking war droids. Your 
squadmates are less meticulous with their sniping (though 
unerringly accurate), but seem to have infinite ammunition 

often ill-fittmg soundbites that trai Halo's 
camaraderie (though your character fares 
slightly better thanks to Temuera Mornson's 
authontauvely clipped New Zealand vowels). 
In all but •adio chatter, your companions are 
indist•nguishable, wh•ch at least makes 
ordenng them about in the heat of battle a 
s1mple matter of first come, f,rst ass•gned. 

The command system rema1ns elegant, 
w•th a Single button press assigmng or 
pulling back troopers from context-sensit1ve 
positions, but it's also beginning to feel 
limned. As your squad can only be ordered 
to take predetermined suppressmg fire or 
sn1pmg points, the only real skill in 
commanding them seems to be find1ng and 
filling those positions as quickly as poss1ble. 
And though it's a satisfying spectacle when a 
battle plan is enacted, your squad decis1vely 
routing enemy advances with the precis1on 

RELEASE· 2005 
PREVIOUSLY IN· E138, E141 

Your melee atta<X. a nasty jab with a 
spring-loaded wrist blade. is powerful 
but has the drawback of splattering 
your visor with ichor for a few seconds 

their tngger-happy filmic counterparts never 
demonstrated, 1t's not your plan. 

In the best setp1eces, when you're racing 
against time. overwhelmed by enemies and 
the soundtrack IS swelling- when it feels like 
you're part of a Star Wars battle, m other 
words - this lack of control is less perceptible, 
but elsewhere it seems there's too much 
method and not enough madness. The solo 
sect1ons should offer a break from reg1me, 
but on early ev1dence even these have been 
plotted out well1n advance, w1th 1nternal 
monologue-mstructed progress•on and 
fortuitous poSibOmng of explosive barrels. 

The overall expenence IS reminiscent of 
The Phantom Menace there's little to crit1cise 
techn•cally, but much to lament m its 
vacuousness. LucasArts has m1staken 
formula•< hero1sm-by-numbers for the real 
thmg, and the Xbox version may fmd itself in 
the posit•on of be1ng the esser of two space 
operas. as both Halos are so much more 
conv1ncmgly SCI·fl matinee in nearly every 
fash1on. Perhaps the remaming development 
time can coax out the Star Wars magic, but 
otherw1se this will be a safe, functional, 
unremarkable shooter· an unfortunate ~ 
return to pre-KOTOR form. ~ 

Being downed on the 
battlefield Isn't the end. 
provided .t lust one of 
your squad Is still standing 
to rwiYe you. They will 
attempt to dellr the aru 
of hostile before coming to 
your aid, unless you order 
them to rwive you unc* 
fire and risk losing them in 
the process. The anxious 
wait as you wlltdl the 
battle play out through a 
red haze is. .t the risk of 
sounding like a backhanded 
compliment. one of 
Republic Commando's most 
memorable aspects. 
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GTR FORMAT: PC 
PUBLISHER: ATARI 

DEVElOPER: SIMBIN 
ORIGIN: GERMANY 

RELEASE SPRING 200S 
lt's been hailed as the most realistic driving si m ever, 
but can Si m Bin deliver fun along w ith the authenticity? 

GTlt Is also the first riiCing 
game to take-..... of 
NaturaiPoint's ~ 
Wchnology. l'mlloullr ... 
for flight slms, the clftb 
consists of a cap that 
chlnges the player's virtual 
viewpoint by tracking the 
--.tt of the head. 
Hopefully. this should give 
players ....... sltuatlonal 
---..... help with 
manoeUVNS such as helping 
to defend racing lines Into 
corners. GTlt has already 
pldced up -.1 ewanls In 
C*many. AustriL 
Swltzertand and Scandinavia 
whent it-NINsed late 
last year. Tbls International 
WNion also c-with 
16 new vehldes, the ability 
to save mid-r- Md the 
epic 24 Hours of Spa -
with • full day ..... night 
time cycle. 

T he founder of the team behmd GTR, 
Hennk Roos, 1s a three-ttme Swedtsh 
GT champton and sttll competes in 

the FIA GT World Champtonsh p. Hos tnttmate 
knowledge of the sport Instantly shows. But 
having a raong legend (at least m hts own 
household) head ng up the proJect is not the 
only quality that ma<es tn ss mulatiOn stand 
out. You see, Roos knows the tmportance of 
testing. Every mtnute nuance of a GT car's 
handlong s gotng to oe •ep Kated n the 
game. And he's also employed a number of 
the top current GT drvers to test the game 
alongside his own crew 

These claims of real-world physocs and 
authentiC handling are noth ng new on the 
driving so m f1eld, but it on y ta <es a few 
moments in one of the vehoc es to realise 
that GTR is a bit special Modes go from 
Sunday dnver though Arcade. se~ -Pro and 
up to StmulatiOn. The harder the doffiCulty, 
the more drivmg a1ds you lose. but you'll also 
not ce a sudden tmprovement 10 competttor 
Al. Even on Semt-Pro your nva s dosplay a 
Schumacher-like determtnatoon, makong 
overtakmg an art rather than a •eck ess sport 
Braktng points must be observed or votal 
speed ts lost and thmking a couple of corners 
ahead tS necessary if you want to pass other 
cars successfully. 

it's also encouraging to see AI dnvers 
emoloymg bullytng tactocs on an anernpt to 

Press the Escape button and you can 
view an instant replay. On the higher 
Semi·Pro and Simulation settings 
damage can be disasiious. though it's 
possible to limp to the piu for repai" 

put you off your rhythm. Gentle nudging s 
commonplace, and cars darting up the instde 
when you control the corner can only be 
defended by those wrth a steady nerve. it's 
electrifymg stuff because, at the htghest 
setting, cheating and brutal behaviour is 
punoshed severely. Put one tyre on the grass 
and the tract1on you lose can be enough to 
sptn you. Similarly, braking on gravel fails to 
exert any kind o' bite. Just as it should be 

If this all sounds a btt too severe, then 
you'll be heartened to know that GTR never 
feels unfair. Thts 1S down to a superb leve• of 
conststency; once you learn the nuances of 
your particular vehicle, instinct takes over 
and 1t responds w1th a precision borne out of 
hundreds of hours of testing. But then 
there are always the dnving aids for those 
who want to gradually work the1r way up to 
Championsh1p standard. 

As GTR has the full FIA licence tt tncludes 
all of the cars and drivers from the 2003 
season as well as the prestigious 24 Hours of 
Spa race. lt's also strong in the audto and 
visual departments and part1cular effort has 
gone tnto recording the authentiC engine 
noises of anything from a Lotus Ehse to a 
Ferrari 550. 't moght not have the nostalgia 
value of Grand Prix Legends but GTR has 
certatnly got the potential to spawn a ........., 
fan community JUS: as nch ~ 

The cars' interiors have also been modelled and kitted out 
with the appropriate dials and swilches. Clearly a labour of 
love from people nuu about the sport, GTR still manages 
to be a lot of fun despite its insistence on real-world content 

All race flags must be observed or severe penalties, 
Including disqualificatiOI\ will be administered. GTR 
also uses MOTE(. the race analysis software the real 
FIA teams use to improve their vehicles' performance 



Enthusia: Professional Racing 
The man behind Rage Racer takes the road less travelled 
and comes up with a driving si m with G-force included 

\At: hen developers are desperate to 
VVI make you see how realistic thetr 

games are they usually show 
screenshots of 1tct•onal thtngs next to the 
authentiC thmgs. Konam• has gone one step 
further by filming footage of real cars dnfting 
around tracks and JUxtaposing them, corner 
for corner, next to its own 1n-game footage. 
There's very little to choose between the 
representattons. of course. but the spot-the­
difference game gets tiresome pretty quickly. 

Po•nt made, Enthusia has been built not 
to try emulate Gran Turismo 4, but to do 
realism like no other driving game before. Its 
key innovation IS a driving atd christened the 
VGS, or Virtual GraVIty System. The •dea 1s 
that players can use the feedback from th•s 
meter to drift and power steer around 

courses with greater prectston. In effect, 1t's a 
visual representatton of the forces that act on 
the vehicle, and the driver's body. 

it's a niCe tdea m pnnc•ple, but the VGS 
currently feels ike nmhmg more than a 
diStraction in the middle of your screen. lt's 
not that the tnformat on 1t 1mparts appears 
•naccurate, JUst that 't seems redundant. Take 
a sharp nght-hand corner and the G-forces 
beanng 1n on your (virtual) head result in 
several chevrons poking out to the left of the 
VGS The more G-force. the more chevrons 
Brake violently into a corner and the 
chevrons shoot upwards, purportedly 
representing how close your head is to the 
w•ndscreen. it's as gimmtcky as it sounds 

Of more pract•cality are the grip •ndtcators. 
small representations of each tyre that 

The VGS. in the middle of the screen 
at the bottom. registers the G·fortes 
affe<ting this Mini Cooper as it corners 

R.lc:es across gravel or countryside 
almost get the hoart racing;. but at 
the moment Enthusia is something of 
a halfway house. 11 doesn't have the 
rough and tumble of a rally game or 
the sliding excesses of a Ridge Racer 

Wh1le it dO<!Sn't ,...ssage the eyeballs with the elegance 
of GT4, Enthuslil does have its IIIOIMnls. Waterfalls. 
complete with splash effects. and sunlight dappling 
through tree branches are justa couple of visual delights 

commun cate usefu tnformat•on on how 
much tract•on you're gett•ng 1n and out of 
corners. Because each tyre IS independently 
mon1tored 1t's possible to use this information 
to control dnfts, take greater risks and 
generally dnve on the ragged edge. 

Konami's deciston to release a demo with 
only a Free Ride mode is lamentable as it fails 
to show Enthusia's potentta A handful of 
tracks and JUst one opponent fa I to 
adequately showcase the love and effort 
from Manabu Akita, Rage Racer's designer. 
Ironically, there's somethtng a little dead and 
restratned about the racing Vehicles 
currently handle like they've got mvisible 
stabilisers attached. You want to screech into 
a corner and let the back end snake w1ldly 
out, but all you get •s a calm drift. 

The game IS still very much on the garage 
blocks and undergoing engtneenng works, 
so hopefully Enthusia will lose some of 1ts 
stenllty before release. lt has the cars, the 
tracks and the will to match Gran Turismo 4, 
but without any AI competitiOn to race 
agamst it's hard to say if Enthusia can ....,. 
live up to ts bold name. ~ 

HYPE~ 

FOAA<AT: PS2 
PUBLISHER: KONAMI 
DEVElOPER; IN·HOUSE 
ORIGIN: JAPAN 
RELEASE: 200S 
PREVIOUSLY IN: E138 

The VGS a~"**tty uses 
arrows a Indicators. but 
Allltll says this could be 
dlenged to MOther system, 
one tta.t- a INID moving 
from the centre of • drde to 
....-wt the G-fora!. The 
fKt 1hls hasn't been 
flnlllled adds to the feeling 
tMt the VGS Is aglmmldl. 
albeit a well-meaning one. 
The ......, can be turned off 
and this helps you to 
COI\Oiiitletle and, lronic4111y. 
drive bettw. ~ a pity this 
level of detail hasn't 
extanded to the crashes. 
~ al too_,. to pin an 
aclventage by using barriers 
to shaft seconds off times. 
though bumps are reported 
In your end-of-race stilts. 
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On a (literal) bright note, the skies 
have cleared from the intentionally 
oppressive poisoned haze of the original 

Drag-On Dragoon 2 
Cavia's pitch-black dark fantasy prepares for a second 
fl ight. Will it reach out to a larger audience this time? 

D 
rag-On Dragoon (released here as 
DrakengardJ was one of the f1rst 
releases from a newlywed Square 

Enix, g1vmg tt a prommence 1t may never 
have attained in 1ts earlier hfe as an Enix 
contract to a then-unknown developer. lt's 
certainly hard to 1magme Square ever lending 
its name to a title that so revelled in stripping 
away the gilded veneer of heroic fantasy to 
cake the player m waves of soot and blood. 

Such was the excess of Dragoon's overkil 
that the game was s•mply too fat1gU1ng for 
some cnucs and players -and even tts fans 
would adm•t that the hyond o' mass battle 
and aenal combat strugg ed to deliver on all 
tt prom•sed, •f only because 1ts themes and 
product•on des1gn prom•sed so much. Cavia's 
return to the title that trumpeted 1ts arrival 
aims to make amends, though its subtitle­
Love Red, Ambivalence Black - indicates 1t's 

Engint improvement allows for more 
variation and character in ground levels 
than the previous plains and corridors 

unlikely to be by way of a happy ending. 
Set 18 years after the original conflict, that 
tale's protagomst Ca1m and h•s dragon 
Angelus have been forgotten after thetr 
disappearance. A new enemy threatens the 
world, and a new hero-and-dragon pall, 
Nowe and Legna, stand against it. With them 
is a returning figure from the ftrst game, 
Manah- whose unwitting ch1ldhood role as 
harbmger of the apocalypse seems to have 
also been forgotten, or at least forg1ven 

Unlike the first title, where Cairn's 
compamons could only be used 'or bnef 
supporting roles m ground combat, Dragoon 
2 allows the player to sw1tch at w1ll between 
Nowe and Manah. 8oth characters can 
assemble the11 own unique su•tes of 
weaponry and, as in Dragoon, suff•ciently 
blooding each weapon allows it to level-up. 
it's now possible to carry 1tems mto combat 
that have been purchased in towns during 
calmer penods- suggesting some more 
trad1ttonal RPG elenents have made the'r 
way mto the game's 'act,on-RPG' tag 

Dragon back combat will benefit from a 
new set of manoeuvres, includtng more 
a1r-to-ground attacks beyond the prev•ous 
f~reball-strafmg: it's unclear whether these 
will be available from the outset, or will be 
awarded to Legna as he gains experience. 
lntncate aerial duels with other dragons are 
also promised, hopefully w1th a tightening of 
the original's a~rborne handling. 

If Cavia can work to ensure Dragoon 2's 
subtitle tsn't a portent for the same divtded 
aud•ence reaction that afflicted 1ts f~rstborn, 
t could be a brave new age for its heady m•x 
of rewarding mechanics and alarmtng 
misanthropy. Then agam, being a cult 
taste was always a part of Dragoon's ._, 
demented charm. ~ 

Both characters can use magic attacks- it's likely these 
are still bound to the currently equipped weapons rather 
than personal- but Manah's occult history makes her a 
more viable magic-user. A dab hand with a polearm, too 

Bosses feature heavily, and standard encounters seem 
less numbers-heavy than befort (with correspondingly 
improved model detail). The kill·chain counter remains, 
though. indicating there's still plenty of death to be dea 



The King Of Fighters '94 RE-BOUT 
SNK's crown Neo-Geo jewels are given a polish­
and a new controller - for their jubilee showing 

o celebrate the venerable King Of 
Fighters' tenth anniversary - and 
seemingly in lieu of a KOF 2004-

SNK Playmore has re-released the very first 
KOF title with a hi-res mal<eover. The 
imposing pixels of the Neo·Geo are gone. or 
at least relegated to a Classic mode, replaced 
by resampled versions with redesigned 
animations and effects. Backgrounds are 
now 30, with weather and time-of-day 
effects to match, but their technical simplicity 
- lagging behind the visuals of the P52's 

The official joypad is much like those packaged with the 
Neo·Geo CD, albei t with the addition of shoulder buttons 

other full 3D fighters- puts them in the 
shade of the more characterful 20 originals. 

lt 's now possible to create your tea m from 
any of the ava1lable characters, a luxury 
previously only allowed from KOF '95 
onwards, and the Japanese release w ill also 
support online play to unite nostalgic fighters 
from across the country. Also making a 
reappearance with added features is the 
Neo·Geo P52 pad, this version featuring 
eight buttons - the extra four (two face, 
two shoulder) covering the P52's shoulder 
buttons. The excellent D·pad is naturally 
well-suited to KOF's demands, and will be 
put through its paces by further planned P52 
releases in 2005: multi-game collections of 
KOF '95·'97. KOF '98·'00 and Last Blade 
1 &2, as well as standalone releases of Mark 
Of The Wolves and Twinkle Star Sprites. 

Any SNK fans in the statistically unlikely 
position of being unable to play import 
releases may yet see PAL versions courtesy of 
Ignition and SNK Playmore's ongoing 
publishing relationship- although the on line 
functionality and the Neo-Geo pad 
could be lost in translation. 

Gametrak: Real World Golf 
What if instead of playing at playing golf you 
could just play it? Step forward, Aqua Pacific 

There are five full18·hole courses, each of which can be 
affected by different weather patterns. The game 
provides readouts on the angle at which you're holding 
your 'club', to help you pull off the perfect shot 

E 
ven if you've never played golf there 
are things you know. You know 
there's something about the knees, 

something about the wrists, something 
about the backside. Real World Golf takes all 
those instincts, clips them into the 
Gametrak's motion detector, and tees you 
off in a millimetre-perfect virtual world. 

Using only movement, you navigate 
around the course, fly over holes (literally, 
arms held out Superman-style) and choose 
your clubs. Then you address the ball and 
swing. Even if you don't know how, you'll 
find that you know how. 

The attachment that cl ips on to the 
Gametrak's cables still hasn't been finalised, 
but don't expect either a serious replica club 
or a cute plastic cartoon. lt seems likely to 
be a neat, black stake- just enough to give 
your hands (and your dignity) something 
to grip on to. 

The other slight oddity is that you're 
standing square-on to the screen when your 
avatar is side-on to the ball. Your brain 
quickly adjusts, however, and the swooshing 
satisfaction of personally powering a 

FORMAT: PS2 
PUBLISHER: SNK PLAYMORE 
DEVELOPER: IN· HOUSE 
ORIGIN: JAPAN 
RELEASE: OUT NOW (JAPAN), TBC (UK) 

300-yard drive is a profound pleasure. There 
are five courses included, with the usual 
choices of championships, quick play and 
even some party games. 

The motion detection has so far proved 
extremely sound, allowing a del icacy of touch 
which encourages experimentation with 
fades and draws. Putting proves a slightly 
more awkward process. as it so often does in 
golf games. and some more extended time 
with the game will be needed before it 's 
clear if it's the kind of challenge that tips 
into frustration. 

There's no question that Real World Golf 
feels a more elaborate evolution of Gametrak 
software than Dark Wind. lt still suffers in 
comparison - both visually and in overall 
scope - to something like Tiger Woods, 
but that comparison could hardly be more 
irrelevant. Tiger Woods was rightly 
applauded for translating the smooth 
precision of a golf swing into an abstract 
flick of the analogue stick. Real World Golf 
preserves so much more of that fluidity 
it makes that compromise look like a .._, 
rather quaint joke. ~ 

HYPE~ 

Though Re-Bou(s sprites have simply been 
scaled up and tidied rather than the daunting 
task of completely redrawing them, it's a step 
closer to the reality of a KOF built from the 
ground up to challenge Guilty Geals visuals 

FORMAT: PS2 
PUBLISHER: IN2GAMES 
DEVELOPER: AQUA PACIFIC 
ORIGIN: UK 
RELEASE: SPRING 2005 

Commentary on your shots is provided 
throughout by - who else 7- Peter Allis 
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1. There's a faint sense of MegaMan d~~ vu about the entrance to 
Capcom's Osaka HQ. 2. This GBA·powered Servbot dinches the deal. 
J. Banks of monitors, GC development kits and fluorescent Post·lt 
notes outnumber staff inside Production Studio 4. 4. Inspirational 
reading material ranges from anbooks to manga to idol magazines. 5. 
A trophy case awaits Resident Evil 4's inevitable garlands. I. Those late 
nights have obviously driven Studio 4 to the hard stuff. 7. The imposing 
Osaka R&D building. 1. A familiar marvel of Capcom engineering. 
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Buying and selling Eve resources for money is rife, and is a 
serious problem for MMOGs, as Petursson explains: "This is a 
very touchy subject. We are against many aspects of it. But 
the problem is that players want to do it. they want to buy 
money. While there are people who want to do that there is 
not much we can do to stop it. And whatever we can do to 
stop it. there are new things people can do to get around it. 
What we worry about most is that people create what are 
essentially slave-labour camps just playing the game for cash. 
That is a problem.• (For more on Eve's economy, see p106.) 







Exodus has added some new player-versus-environment 
challenges in Eve. essentially dungeons where scores of 
enemies must be taken on by groups of players. In typical 
Eve fashion the dungeons are mostly unlike those in normal 
RPGs, requiring players to cripple and destroy large free­
floating space structures to open up jump gates to new 
hidden sectors of space. Entirely open for anyone to access, 
these dead-space complexes might become popular ambush 
sites for player-pirates wishing to attack vulnerable players. 



Future perfect?, 
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Looks aren't everything. But what happens when 
exceptional power meets truly exceptional beauty? 

hink back to that moment, 14 

months ago. when you first saw 

the PSP prototype Forget for 

now your space-age swoon at all that gleam1ng 

blackness. Forget the hundreds of questtons that 

crowded your mind, the breathless ' Is that really?'s and 

the 'But how does tt?'s. Remember instead what was on 

the screen. Shimmenng water, deepening from lucent 

turquoise to sooty blue. Fish, bright as flame lt may have 

been a mock-up, a cut'n'paste convenience, but tt wasn't an 

acetdent. For its shocking, thrilling debut. Sony turned tts PSP 

1nto a fish tank. Holding one now, 1t's still the clearest way to 

describe the astonishment of gazmg down into that 

extraordinary screen. The colour and the clarity seem to go on for 

ever, pulling you down tnto new and unpredictable worlds. In a 

Bill Plympton cartoon tt would swal ow you whole, as you plunged 

an arm, a head, a whole person into that bottomless portal. 

Thts tsn't hyperbole, it's based on simple. measurable facts: 

130,560 ptnpricks phase through more than 16 million colours, 

forming a frame that matches your natural field of v1s1on. Many 

garners have never experienced their worlds in widescreen: 

none have ever done so mere inches from their eyes. The 

effect 1sn't what you mtght th1nk. it's surpnsingly relaxing, as 

your eyes and bratn go off duty from having to disregard all 

the extraneous clutter whtch usually fills your peripheral 

VJsion. Sinking in to what you're being shown, whether 

game or film. becomes the path of least resiStance. 

it's impossible not to think: 'This is how it was 

always meant to be' 

we· re used to be1ng shortchanged by 

the future. Some days it's hard not to 

resent the absence of hoverpods, food 

rephcators and lunar tourism: the 21st 

century wasn't supposed to feature 

Routemaster buses, Coronation Street and the 

resurgence of tweed. Sony's PSP feels like the first 

device to deliver on those sCt-ft promises. Surprisingly 

small. it barely feels btg enough to contain the luxurious 

acreage of the screen. Vibrant LEDs wtnk amid transparent 

buttons and silver flanges. it ts without question the most 

instantly destrable games console ever designed. it might well 

be the most instantly desirable p1ece of home electronics ever 

produced, a supposttion which should keep Edge's letters pages 

busy for months to come. 

However. before we're accused of be1ng the worst kind of 

graphics whores, consider what you will be seeing on that 

wondrous screen. Much of the PSP speculation has centred on 

tracking where the machine's graphical periormance w1ll slot into 

the established h1erarchy. First it was going to be PSone quahty, 

then better than PS2. Then PS 1.5, then a little bit better than 

that. PS1.8? PS 1.84? lt is, in many respects, a potntless questton. 

Vtewing a game on a PSP is simply too radically different from 

stttmg across the room from a TV for the comparison to have 

much practical meaning. For what it's worth, the best of 

what's been seen so far most closely resembles mid-

generation PS2 utles. but the fruits of build1ng games for 

a system with a standardised and high-quality d1splay 

are only beginning to be reaped. 

The games themselves are, as wtth any launch. 

a mtxed bag. The prevtews on the followtng 

pages, as well as reviews of Ridge Racers, 

Metal Gear Acid, Ko//on, Lummes. 
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Vamptre and Dynasty Warriors later 1n the magazme, 
g1ve an md,cation of what stndes have been taken to 
develop games wh1ch successfully explo1t the PSP's 
un,que nature, as wel of where deve opers have 
fal en back on already ured formulas What they all 
have 10 common, however, 1s the hardware through 
wh1ch you exper ence them, and that too, 1n some 
respects. 's a m1xed bag. 

The PSP's audio capabd ties are very strong, but 
ne1ther the built-in speakers nor the supplied 
headphones can do them JUStice. it's not until you 
plug m a good set of 'phones (preferably in 
conjunction with Lumines) that you get a true sense 
of the audio quality MP3 playback is good, 1f not 
qu1te of the standard of the very best portable 
players, and copymg f1les across from a PC v1a a USB 
cable (not supplied) 1s qu ck and stra1ght'orward The 
playback software ss mp e. but offers a good range 
of optiOns: one small frustrat1on 1s that 1t doesn't 
save your place in a tracK when you put the mach1ne 
1nto sleep mode A ded cated mus1c button allows 
you to swap between pre-set equa'izer settings. 

The traditional controls - D-pad, four face 
buttons, two shoulder buttons, start and select -
work as well as they ever have. The concave D-pad 
has a smooth, gentle act1on wh,ch works well for 
controlling 3D games, but lacks some of the dicky 
precis1on wh1ch is often welcome in 20 gammg 
More controvers,al1s the analogue slider. Very 
d1fferent 1n feel from a tilt1ng stick, the flat shder 
needs a very delicate touch to take full advantage of 
ItS range Some will also find 1t pos t•oned 
uncomfortably low on the dev1ce Many developers 
confess that they have relied heav1ly on the D-pad in 
the early stages of their PSP proJects, although they 
emphasise that most team members happily 
converted to the slider as they spent more t1me w1th 

The PSP's ports are very neatly designed, making 
the rear of I he machine as slinky as the front. 
Although tests have proven thalthe UMD slot 
can be used to launch disks halfway across the 
room, the usual action is much more controlled 
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the mach1ne T1me w1ll tell how skilled developers 
become at calibrating the1r games for its un,que feel, 
but as th1ngs stand there's no quesMn 1t g1ves 
functioning analogue control to PSP games. 

As•de from the gaming buttons, the PSP's 
detailing feels ever so slightly cheap. The power 
slider, which fhcks the game m and out of sleep 
mode, as well as fulfilling on, off and hold modes. 
feels loose and 1nd•st1nd. A simdar slider fhcks out 
the UMD loader, wh1ch also feels slightly flimsy, 
although the d1scs themselves snap into place very 
sansfymgly The shoulder buttons are also a httle 
clacky and no•sy enough (at least on new mach,nes) 
to make you somewhat self-conscious 10 a qu,et 
room. Cons1denng the pnce point at wh1ch Sony has 
launched the dev1ce. these small complaints seem a 
little churlish, but 1t's hard not to wonder how 
magn1f1cent the machine might have been if it could 
have been f1mshed to the highest specifications. 

Also set 1nto the front of the device is a 'home· 
button, wh1ch will return you straight to the ma1n 
menu from w1thm whatever aspect of the dev1ce 
you are using. The menu system itself. the much­
vaunted cross-med1a bar (or XMB), s a ref10ed 
version of that 1ntroduced w1th the PSX. Presentation 
is stark and clean, and nav1gation is swift and su•e­
certamly a dramatiC improvement on the 
compant1vely dreadful Play5tatl0n2 frontend 

Many were skeptical about the prololype PSP shots. However. Sony 
has ultimately dehvered a gaming machine which is. if anything. 
even more imprtssivt than those alluring first photos suggesled 

V1deo playback, unquestionably one of the major 
selling po1nts of the device. is still a problematic 
proposition. Sony IS still maintaimng that a strong 
line-up of retail mov1es will be available on UMD, but 
as yet there is little clear confirmation on how 
extensive th1s will be, or how 1t wdl be priced. it's 
possible to upload your own v1deo f11es (v a USB) to 
Memory StiCk, but the process 1S a little more 
compl1cated than t sounds. The PSP uses bas c 
MPEG4 encod,ng, but reqwes •t to be presented in < 
proprietary wrapper. For those who already own, say. 
a Sony v1deo camera, the process is simple, as 
footage w1ll be automatically recorded m the Sony· 
fnendly prof1le. For those usmg non Sony-friendly 
hardware, it will be necessary to convert f iles on a PC 
using Sony's Image Converter program. However, it's 
not yet clear how user-fnenoly a p1ece of software 
th1s will be, or how it will be d1str·buted to PSP users 
This leaves a quesMn mark hang,ng over the PSP's 
potential as a massmarket personal mov e player. it's 
a question mark wh1ch can be easily resolved w1th a 
convincmg UMD mov1e release schedule, the 
provis1on of simple, access1ble convers,on software, 
and a drop in price of Memory StiCks, but unt1l Sony 
can make concrete announcements on these factors, 
the reservations still stand. 

There is, of course, another avenue through 
which Sony can provide video footage for your PSP: 
w1reless down load. The un1t's w1reless capabilities arE 
an aspect of the mach,ne that are only beginmng to 
show their true potent, al. Split between ad-hoc and 
'n'rastructure modes, they a low nearby PSPs to 
connect to each other direct, and to the 1nternet via 
wifeless hotspots. Ad-hoc mode's obv1ous 
1mpllcat1ons are for mult1player gam,ng, and t1tles 
such as Ridge Racers demonstrate emphat•cally how 
well this can work, connect1ng e1ght players with 
straightforward ease A less well-publicised aspect is 
the game share mode. Sony won't confirm how 
widespread this feature will be, but there is the 
poss1b1hty for games to beam mult1player or demo 
versions of themselves to other PSPs wh1ch don't 



have the software. The feature has already shown its 
worth on the DS, and it will be a valuable feature of 
the PSP if it's exploited to its full advantage. 

Infrastructure wi-fi is another aspect of the PSP 
which hasn't yet been clearly articulated by Sony. Its 
potential is vast. True on line gaming is an obvious 
and enormous attraction for many gamers. 
Downloadable content, which is being most 
dramatically pioneered by Wipeout Pure, means that 
new tracks, levels and characters- even language 
packs - can be added throughout the game's 
lifespan. Movie trailers for forthcoming games (as 

keep Nintendo on top of the handheld tree for so 
long. Despite a natural tendency towards draconian 
control measures, Nintendo has kept the GB fa m1ly 
reg ion free, understanding that this supports its 
function as a portable device. To be able to take your 
PSP anywhere in the world, but not play games from 
anywhere in the world. seems like a decision made in 
the interests of publishers rather than players. 

Which bnngs us, at last, to the aspect of the PSP 
which dominated its pre-release hype: the battery. 
The short answer is that despite all the earlier 
anxieties, the PSP's battery is good enough. it's hard 
to predict exactly how much use you'll get from it, 
since different games draw such different amounts 
of power from the machine. let Ridge Racers rip at 
full pelt - wi -fi multiplayer, speakers on full, screen at 
its brightest, and you'll easily drain the machine in 
under three hours. Relax w1th some MP3s, 
headphones on and screen off, and it will run for 
eight to ten. Most games will give you between four 
and six hours' play. Longer, of course, would be 
welcome, but battery life hasn't proved to be the 
Achilles heel it looked for so long that it might be. 

So, after that instant physical attraction has worn 
off, is it still the most desirable videogame console 
ever conceived? That's a question that can only be 
answered with time. The machine's power means a 
slower development cycle than that of other 

lt has the Looks, the brand and the pr1ce. To see it 
is to want it: a slice of the future gleaming in the 
palm of your hand. ALL you need to do is dive in 

well as, presumably, forthcoming movies) could be 
made available. Ultimately, playable demos and even 
full OS updates could be down loaded direct to your 
PSP. To further complicate matters, many of these 
features could be accomplished either by 
down loading software direct to your PSP, or by 
downloading it to a PC and transferring it via USB. 
As yet, it's impossible for anyone - not even Sony­
to accurately predict how pivotal a part of PSP 
ownership these possibilities will become: the 
territory is simply too uncharted. What is clear is that 
some aspects of the online shift will be the same as 
they are for any console -the tantalising prospect 
of on line multiplayer and extra content balanced by 
the spectres of extra charges and patches for 
unfinished software. 

Another unknown at this stage is how 
aggressively regional lockouts will be implemented 
on PSP software. The hardware is global: the PSP is 
the same wherever you are in the world. However, 
Sony has taken the decision to allow publ ishers to 
choose whether or not to implement region coding. 
The nearest parallel is Xbox, where publ ishers can 
choose whether or not to reg ion protect a game. 
Overwhelmingly they do so, and in the few cases 
where games are region free it is sometimes simply 
because the developer didn't get around to 
implementing the protection before the game went 
to be pressed. If the PSP follows this pattern, then it 
will f ly in the face of tne mantra that has helped 

handhelds, and its multimedia and wireless 
possibilities are extensive and complex. As a result, 
it will probably take all of 2005 to unveil the full 
potential of Sony's black beauty. If it conquers all the 
technica l challenges it faces, it will be unstoppable. 
And, truth be told, even if it stumbles as a movie 
player and has an on line service as patchy as the 
Dreamcast's, it will still be unstoppable. 

Sony's PlayStation Portable has the looks, the 
brand and the price. To see it is to want it: a slice 
of the future lying gleaming in the palm of 
your hand. All you need to do is dive in. 

UMDs prove very pleasing to handle, as is PSP game packaging in general. However, 
the square aperture on the rear through which the disk is read makes them feel 
slightly vulnerable, so don't be surprised to see protective wallets do a brisk trade 

Q Entertainment 

Ex-UGA producer Tetsuya Mizuguchi's Q 
Entertainment recently announced o partnership 
with Joponese giant Bondoi for o new PSP Jnd 
OS label, ((qb]), or Quest Beat ((qb])'s manifesto 
is to expand the gaming market through o 
combination of the hondhelds' unique qualities, 
new game experiences and collaborations with 
artists from genres outside of the videogome 
industry. We quizzed Mizuguchi on the brand, the 
PSP, and his debut title Lumines. 

When you left Sega. was it your intention to focus 
only on the new handheld game machines? 
Q Entertainment is not a handheld-only development 
company- it's just at the moment we happen t o be 
working on a hand held platform. Ideally, w e'd like to 
expand our current products into f ranchises - it could 
be on console, mobile phone, or PC. The possibilit ies 
are infinite. 

You have spoken about making games that 
people can play without needing a manual. Do 
you f eel gaming has become too complicated? 
I don't think there is any problem w ith gaming at the 
moment being too di fficult or complicated. The real 
issue is who is going to purchase and play on a platform 
like PSP. I imagine there are a lot of users who just want 
to play games w ith joy - t hey don't want to think about 
where or when to play. I want to reach t hose people. 

Do you think many people who do not currently 
play games will buy a OS or a PSP? 
Because a handheld console enables the user to play 
games anywhere and anytime, I t hink t hese new 
machines w ill br ing a lot of old gamers back to gaming. 
Even the people who never played games before may 
start playing. But ((qb)) doesn't want to produce games 
especially for newcomers. We'd like all the users to feel 
new experiences, and recover t he sense of fun w ith the 
new style of our games. 

What is i t about the PSP and the DS that appeals 
t o you? 
PSP has great visual and sound capabilities, and you can 
carry it around. it's more like an int eractive Walkman 
than a games machine. The DS has t he unique stylus 
touchscreen. So, for me, t his is a new generation of an 
electronic toy. But I think the DS features very unique 
and interesting functions. 

Is there anything about the PSP or DS that 
frustrates you? Are you disappointed by the OS's 
audio capabilities? 
Well, if I start discussing the perfect machine, there wi ll 
be no limit, so let's not get going on that discussion! it's 
true t he DS's sound capabil i ty could be better, but it 
balances very well with the rest of t he functions. 

What has been your favourite experience with 
developing on the PSP? 
it took a long time before Sony announced the detailed 
specs for the PSP, so the majority of designing and 
development has to be done in our imagination. That 
was fun . Everyone in t he team had very different 
images about how t he hardware would look. 

Who are the creators you would most like to work 
w ith? And do you think that it's still hard to get 
some artists/musicians/animators to take 
videogames seriously? 
I t hink t he creative winter has ended, or will do very 
soon. But, for t he moment, I cannot reveal who I w ill be 
working w ith .. 
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Sony's UK launch line-up 

Little has been confirmed about the PSP's UK launch at this stage, not price, dote or 
thirdporty line-up. What is known is Sony Europe's firstporty launch roster ; our 
eorty hands-on impressions follow over the next five pages ... 

C Wipeout Pure 

The jewel in the UK launch 
line-up is also the game nearest 

completion. The presentation is as 
stanlingly beautiful as you would 
expect, defining the PSP's future-<ool 
status as surely as the original did for 
the PlayStation. Stripped back from the 
later games' excesses, Pure promises 
simpler, starker racing and then 
sprinkles that promise w ith a hundred 
tempting cherries: w ireless multiplayer, 
downloadable tracks. ships, tunes and 
skins. A brief hands-on wasn't enough 
to form a solid opinion on the all­
imponant handl ing, but there's every 
reason to be hopeful for an exceptional 
version of a classic series. 
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Sony Liverpool 

Wipeout's home has always been in liverpoo~ 
and o few surviving members of the orig•pol 
line-up mol<e up port of Pure's 26-strong 
creative team. We spoke with Tony Bucktey 
(producer), Colin Berry (game designer) and John : 
Hachin (graphic orttst) about their new tol<e on 
on old VISion of the future. 

Does the name Pure mean you' re taking t he game 
back t o its or iginal, pared-down styling 7 
Obviously some of t he iterations since the original 
didn't really go the way some fans might have liked­
I'm not saying they weren't good games, but we 
wanted to go back to some of the things that people 
liked from all of the games we produced. We took the 
Zone mode from Fusion, we've gone back to less 
weapons like the earlier games, and we've tried to get 
t he handling back to 2097 - whoch we thought was 
head and shoulders above the rest. 

Handli ng and control are crucial - how do you feel 
about the D-pad and analogue slider7 
The 0-pad's great. The slider I th~nk is going to take 
people a little time to get used to - no one can lie 
about that, because it's totally .. I've tried to describe it 
t o friends outside the industry who are used to N64 or 
Dual Shock sticks, and you can't really describe it. Once 
they get used to it, I t hink 1t'll become a useful part of 
t he machine, but at f irst I think people will be a little 
shocked by it. Everyone thought it was a speaker! A lot 
of people are playing it w1t h the 0 -pad at the moment. 
but I think it's like when the analogue controllers f irst 
came out on the PlayStatton- no one really picked up 
on using it until they realised 11 had its advantages. 

What was y our reaction when you finally saw the 
finished PSP? 
When we saw it running at E3 t his year, we all said the 
same thing: the machine looks smaller than we thought 
and the screen is absolutely ... tucking huge (laughs). 
And when w e f inally got the dev kits in August 
everybody in the stud io said exactly the same thing. 
The screen is huge. 

You p icked up really st rongly on t he PSP's 
wireless connectivity. How ear·ly o n did you 
decide t o commit to that7 
From when we saw the specs, really. As soon as we 
heard 11 was WiFi t hat gave us a hell o f a lot of opt ions, 
and then there w as the Memory Stick, so we were 
thinking of ways in which the game wou ld always be 
Wipeout, but could also have things added to it to 
justify bringing it out on a new console. That's where 
the downloadable content and extra design elements 
that gave to us came from. 

Are you worried about how new PSP owners will 
cope with the wealth of downloadables7 
Not really- I mean, people use iPods now. it's 
something which is ava ilable that wasn't previously 
ava ilable outside of PCs, especial ly not on a hand held 
console, and I can't see them not wanting it. 

The Wipeout series has a traditi on of 
collaborating with outside designers. Do you 
have anyone lined up to provide d ownloadable 
con tent for the game7 
We've created the levels wi th a lot of billboards, which 
opens a lot of opportuni ties- what people want to do 
with t hose levels, how t hey'll link to downloadable 
levels I'm not quite sure yet. But because those 
billboards are there, Pure could even become like an ar 
gallery w1thin a game. What we're hoping for is a lot o 
player 1nput. 



Kuju Entertainment 

Kuju has four studios across the UK, and IS 
currently at work on the GameCube vers1on of 
Advance Wars. We spoke to their PSP team 
about their upcommg f\ight game, Interceptor. 

What's the genesis of #nt.~ 
Interceptor started life as a technology demo we were 
working on to investiga te the capabilit ies of the PSP. 
Once we had 1t running on the PSP hardware, we 
real ised how much fun it was to play, how easily the 
hardware could handle drawing detailed terrain and 
the possibil ities w i-f i support opened up. This means 
that certain 'sim' aspects have been dropped in favour 
of a more exhilarating fast-paced arcade game. 

Flight games - even arcade-style examples -
aren' t especially popular on home consoles. ~ 
made you w ant to develop one for the PSP? 
lt may have started as a technology project but 
Interceptor has evolved 1nto an original and appeal1ng 
game concept. We do think there is a market for this 
type of game, in our m1nds Nintendo's PilotWings 
comes under the flight game banner and is not seen as 
a geeky flight sim. The target demographic for the PSP 
is much older than that of other handheld platforms. 
Th1s allows us more flexibil ity in the type of games we 
are creating in terms of content and game play. We see 
t he PSP appealing to a more open-minded audience 
who will embrace new gameplay mechan ics and genres 
The PSP also allows us to creat e new lP for the future­
something t hat is near impossible on t he more 
establ ished consoles. 

How big a difference did the screen dimensions 
make t o your game desig.n? And how have you 
found worlcing with t he PSP's controls? 
The PSP screen is a revelat1on especially when it comes 
to doing a flight game. A larger field of view is 
particularly useful when it comes to dog-fighting, and 
the additional screen space ensures that heads-up 
displays do not clutter the m a in view. 

The lack of a second analogue stick can be 
problematic for flight games, but after a lot of though t 
we are confident that we can provide an intuitive and 
exciting flying experience. The PSP analogue stick takes 
some getting used to but does provide as much 
sensitivity as a DuaiShock controller. 

The last year has seen a real shift in the qualit y of 
PS2 games as developers have been able to use 
their experience of t he hardware to exploit its fu ll 
potential . Do you feel the PSP has similar scope 
for g rowth, o r is its t echnology already fa irly 
optimised and understood? 
The PSP has mass1ve potential, especially with inbuilt 
wi-fi support and with crossover products for its other 
entertainment abilities (movies and music). In terms of 
the learning curve I would imagine the f irst wave of 
titles to rival second-generation PS2 titles. As developers 
get more familiar with the hardware and use their 
experience gained from the PS2 I would expect the 
second generation of PSP t itles to rival t he games we 
are currently seeing on the PS2. In order for this to 
happen in practice the development budgets will have 
to come through and this will rely on the publisher's 
perceived success of the platform. As a developer ,t's a 
great machine to develop for - even now we can see 
the potential it has for years to come. 

C MediEvil 

,.., There's a complicated stat attached 
U to this game - MediEvil is the most 
popular PSone franchise which hasn't 
been updated in the 128bit generation. 
The PSP version is an entirely new 
game, but many aspects of it will be 
familiar to those who loved the original. 
lt's a lavish production, with spacious 
levels, an orchestral score and the voice 
of Tom Baker dryly narrating your 
journey. From the code we've played, 
there remain some questions about the 
control system: the deliberately 
f lamboyant, marionette-style 
an imation, combined w it h our 
unfamiliarity with the analogue slider, 
left the game feeling loose and 
awkward. Hopefully the f inished 
version will feel very different. 
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Planet Moon Studios 

Reliably eccentric CoUfomion restdents Planet 
Moon (of MDK, Giants and Armed a Dangerous 
infamy) surprised Industry observers earlier 1n 
the year by onnounc1ng their committal to the 
PSP for future proJects. We spoke to producer 
Aaron Loeb, currently waist-deep 1n development 
of their yet-to-be-unveiled project Infected 

When you m ade the decision to go PSP exclusive, 
did you have any Inkling of the low prlcepolnt 
Sony was going to announce? And what wu your 
reaction when you heard the news? 
We had an inkling that it would be priced for the 
masses That hunch was bolstered when we attended E3 
2004 and Tokyo Game Show. Financial analysts, 
retailers. publishers, and developers all said it would be 
a mistake to release the system at S300, the price a lot 
of people were assumong. Sony has not proven otself 
prone to colossal blunders in the game space. Our 
hunch was that they would move heaven and earth to 
get the system out at S250 or less. But our reaction woll 
reveal how certain we were of that hunch- we jumped 
up and down, kissed complete strangers, cracked open 
a few pints and breathed several sighs of relief. 

Are you surprised more independent developers 
haven't committed to the format in the way 
you have? 
No. it seemed very risky when w e f irst announced our 
strat egy. But now that it's out in Japan and looks as 
unbelievable as it does, is as powerful as it is and is 
priced like it is, I would be very surprised if more don't 
join the bandwagon. Part of us hopes that others don't 
realize how amazing the system is, though; we want it 
all for ourselves. 

Other than the obvious implications of wi-fi, ho w 
has the hand held nature of the machine chang• d 
t he w ay you design games? 
There are many ot her considerations ranging from 
technology to desogn. This generation of handhelds 
(PSP and OS) provide t he first 30 platforms where you 
know t he exact resolution and aspect ratio at wh ich t he 
game will be viewed. This has a big impact on asset 
creation and tweaking; i f it looks fantastic on your PSP 
screen, it will look fantastic on the player's as well. You 
no longer have to worry about scaling assets so t hat 
they work at lower resolutions (as on PC) or so t hat t hey 
don't look muddy at higher resolutions (as on consoles 
using HOlV) Add to that the gorgeous screen on the 
PSP. and you have a recipe for very polished graphics 

Do y ou t hink PSP game quality will evolve in the 
way PS2 games did, or is it already a mostly 
optimised device? 
This is a forst·Of·its·kind device. Not only will there be 
room for technologocal growth as we've seen with 
previous generations of consoles, but w e can expect an 
exciting growth on the platform in design. Right now, 
everyone's only guessing how gamers will use a 
handheld, widescreen, wi-fi 30 platform. Once we start 
seeing how the consumer is playing real games on rea l 
systems, we can expect incredible and unprecedented 
game ideas to blossom. As examples, no one knew the 
Xbox was going to spawn Halo parties. No one knew 
the Eye Toy would be the party device it's become on 
Europe. When people really start using the PSP. the 
games are sure to evolve. 
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n Ape Academy 
it's impossible to avoid the handy 
'Ape Escape meets Wario Ware' 

explanation of this game, but that 
doesn't quite do it justice. The 
minigames are as bizarre as you would 
ex~. and the best have more staying 
power than Wario's micro diversions. 
Developed by the team behind Xi (Devil 
Dice), the most notable inventiveness 
comes in games that require two 
players to compete on the same PSP. 
one at each end. it makes for one of the 
most intense, if preposterous, gaming 
experiences of recent times. All that's 
obviously missing from Ape Academy is 
the elegant and charming presentat ion 
which made Ape Escape so irresistible. 

C Footbcll 
Sony is staying coy about the f inal 
name for this t itle, perhaps trying 

to indicate that This Isn' t Football. even 
though it so obviously Is. There's no 
question that a good football game is 
going to be one of the PSP's most 
obvious killer apps in Europe, but 
despite some solid presentation this 
doesn't seem to be a likely contender 
for that role. 

The title's early release, combined 
w ith full w i-f i support (including the 
ability to alert any other PSPs in your 
vicinity that you're up for a game) may 
make it a more popular purchase than 
its slightly lacklust re gameplay would 
seem to deserve. 



C WRC 

C Formulc One 
n Talking to developers makes one 
U thing clear: Sony has been banging 
the 'opportunistic play' drum very hard 
at anyone w orking on PSP. it 's got to be 
pick-up-and-play-and-put-down-again, 
which is not an easy play style to 
integrat e with an F1 game. The result is 
a much more arcadey experience, where 
you won't have to worry about collision 
damage, tweaking downf orce settings 
or complet ing 72 laps. The developer 
has done a good job in achieving iU 
aim of simplifying the handling, but the 
result robs F1 of some of iu distinctive 
feel. If you want to play an arcade racer 
and you're not an F1 nut, why choose 
this when there's Ridge Racers? 

n At an earlier stage of development 
U than some of the other titles 
available to play right now, WRC is one 
of t he games which makes best use of 
the PSP's enormous screen. Rally games 
have always had a pow erful sense of 
atmosphere, and WRCs recreation of 
the wilds is already impressive. Work 
remains to be done on the handling -
the developer, Traveller's Tales, admits 
t hat many on the team are still playing 
from the 0-pad {although it must be 
stressed that the game handles well 
with that control method), but t here's 
every indication that t he PSP version of 
the game will be as w ell presented and 
fully featured as iu PS2 cousin. 

t IS/!1M 

Nomco 

lt seemed as if Ridge Racers progressed from a 
promising, if empty TGS prototype to the PSP's 
mast solid ond impressive Japanese launch l itle 
overnight - ond in truth, the game's 
development period was only slightly more 
relaxed. Associate producer Hideo Teramoto 
spoke to us about the race to launch doy. 

l t seems t o be traditional f or PlayStation consoles 
to launch with a Ridge game: w ere you under 
pressure to deliver a special title to live up to 
this tradition? 
Yes, we definitely felt the pressure! This is because as 
well as being a t radit ional PlayStation launch t itle, the 
Ridge Racer series has always been among t he first titles 
to fully showcase the performance and features of new 
PlayStation hardware. 

Our goals with Ridge Racers were to launch with 
the hardware, utilise the capab1llt1es of the PSP as much 
as possible and present new and fun gameplay for the 
players. Achieving these goals on time was very 
challenging, but at the same time the team greatly 
enjoyed these cha llenges. 

What difficulties did you encounter producing a 
game with so much content and quality in such a 
short development period? 
We were very surprised by the capab1llties of the PSP. 
There is so much more we would like to have done to 
push 1ts features even more, but we had to complete 
the title in a very short t ime in order to launch with the 
Japanese hardware. Usually trade-oHs are made when 
developing a high-quality t itle w ithin such a tight 
schedule, and it w asn't an easy challenge for us. 

Were there any specific difficulties in 
implementing the eightplay er m ultiplayer - f ar 
more than prev ious Ridge t itles? 
Everythmg was hard! lt was a launch t1tle, so the 
development tools for PSP were mcomplete, and kept 
evolving as w e were creating the game. Our 
programmers said different things every day, such as: 
'Maybe we can have only two players', or 'Perhaps we 
can get six players connected', or 'Sorry, we can' t have 
more than four players w orking'. Then eventually t hey 
made it possible for up to eight players to connect at 
once. They did everything they could think of to 
accomplish this, and really deserve a round of applause! 

How do you think your t eam was able t o d raw so 
m uch out of the m achine so early? And how much 
potentia l for improvement do you think t here is 
for later PSP g ames? 
As with any new hardware, there really is no shortcut 
for getting the most out of the PSP. The final quality of 
the game is just a result of continued effort and 
research. The Ridge team really put everything t hey had 
into this game, and I am extremely proud of t he team 
for being able to create a game of such quality. 

I bel1eve that similar to the f1ve-year evolut ion of 
PS2 games, PSP games will also noticeably improve from 
everyone's f~rst efforts. 

We were able to create beaut1ful graphics running 
at 60 frames per second. However, at the same time we 
intentionally reduced t he CPU clock speed in order to 
conserve battery power. This was one of the most 
difficult technical challenges for us. Fu ture tit les may 
use the maximum clock speed of 333MHz, but sacrifice 
battery life to do so. 
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C Fired Up 

c Everybody's Golf 
lt was great on the PSone. lt was 
good on the PS2. lt 's going to be 

just as satisfying on t he PSP. but it's 
f rankly disconcerting to be faced w ith 
such an archaic play mechanic on such a 
futuristic device. Stopping sliders on 
bars may be a proven control scheme, 
but it feels anachronistic in the 
analogue age. Aside from familiarity, 
Everybody's Gol f offers its usual balance 
of achingly cute presentation and 
complex and precise golf play. Wireless 
multi player works smoothly, but can be 
a little uninvolving since you track 
opponents' progress purely with stats, 
so f ace a frustrating w ait for the 
poorest player to fi nish a hole. 
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The name has changed, but Fired 
Up wears its Hardware herit age 

very clearly on its sleeve. Although the 
singleplayer mode has been bolstered, 
the emphasis remains on vehicle­
mayhem mult i player. This works very 
smoothly over w ireless, and the game's 
solid physics means that the rough and 
tumble of pitching t anks against 4x4s is 
very satisfying. 

Overall handling isn't spectacular, 
however, and despite some innovat ive 
weapons there isn't much of a spark to 
the deathmatches. There is st ill work to 
be done on the code we played, but as 
things stand, Fired Up f eels slightly 
lifeless and old-fashioned. 

Ready At Dawn 

Though Colifomion PSP developer Ready At 
Down is o new studoo, it's one drawing. pn 
proven talent from Blizzard, Copcom Dtgttol, 
Naughty Dog and the comtcs industry for its 
current - still under wraps - action-adventure 
title. We spoke to eo-founder Didier Halenfant, 
whose programming htstory stretches from 
Amtgo demo scene chtp-frymg to tools design 
for Jok a Doxters 1 ond 2. 

Had you already decided to develop f or the PSP 
w hen you founded Ready At Dawn ? 
Yes, I had made my decision to leave Naughty Dog a 
little bit before the E3 where the PSP was announced. 
When I heard the specs, knowing Sony's technical and 
marketing skills, it was a given that it was the platforrr 
we wanted to work on. lt seemed like a gamble to 
some at the time, but to us it was t he platf orm that ha 
us the most excited and we went at it head first. 

You've all come f rom trad itional home console o 
computer backgrounds: how has the M justment 
t o deve loping f or a handheld been? Has the PSP'! 
power eased the transition? 
The main differences have to do with the game design 
itself, rather than the technical side. From the get-go 
we approached the PSP just like a PS2 in terms of t he 
technical scope of our game. Many developers targete~ 
really low on t he power curve f or t heir PSP projects 
whereas we used a somewhat kamikaze approach and 
aimed for the moon. For the PC guys, I think ot was 
quite a relief to finally work on a stable platform and 
spend our time trying to make the most of it rather 
than shoot for a moving target. 

One of t he most impressive features of Jak & 
Daxter's engine, and those of later PS2 titles, has 
been the use of streaming for seamless wo rlds: 
have Sony's limitations on UMD access hamstrun 
t his school of design on the PSP? 
I don't know where those rumours of battery life 
problems and Sony limoto ng developers' access to the 
UMD come from, we've never heard of such a thing. I 
t hink it comes down to common sense; everything on ; 
handheld consumes power. it 's nothing new, really, an• 
just like graphics or memory useage you always end u~ 
juggling a bit to make sure you make the most of wha 
is available to you. As people get better at this, I'm sur 
some games will use the same kind of streaming syster 
as the one we developed at Naughty Dog. We're 
definotely looking into ot already ourselves. 

After working w ith a development kit for most c 
the year, what w as your reaction when y ou got 
your hands on a Japanese productio n unit7 
I was still blown away. I can't think of anybody who 
won't be awed when they pick one of these up. To see 
full blown 30 games like Ridge Racers, Armored Core o 
our game running on a handheld is a mind-blowing 
experience. 1t gets some people, including me, thinkin! 
about not owning a home console ... it 's t hat good. 



Upcoming PSP games 

Archer Mac lean's Mercury 
New Ape Escape game 
Bleach (SCEJ f ighter) 

New Burnout game 
Coded Arms (Konami FPS) 
Death, Jr. 
Free Running (Eidos} 
Final Fantasy VII: Crisis Core 
New Grand Theft Auto game 
Harvest Moon 
New Level 5 (Dark Cloud creator) RPG 
Makai Wars (Nippon lchi} 
Need For Speed Underground Rivals 
New Princess Crown game (Atlus) 
New Persona game (Atlus) 
New Sega title 
New ((qb)) title 
Shinobidu lmashime (Acquire ninja title) 
Shutokou Battle: Zone Of Control 
Sengoku Cannon (new Psikyo shooter) 
New Stormfront title 
New Tecmo title 
Tales Of Melfes (Namco RPG) 
Tony Hawk's Underground 2 Remix 
Tw isted Metal: Head-On 

New Tenchu game 
.l Tenchi No Mon (Climax (of Landstalker 

fame) action-RPG) 

C Untold Legends: Brotherhood Of The 
Blade (SOE wi-fi dungeon crawler) 

Phil Horrison 

The executive vice president of development for SCEE talks about the PSP's multimedia potential, its 
relationship to other games machines and the challenge of bringing such a desirable device to market 

How important do you expect the 
potential to be for USB link-up 
between PS2 and PSP? 
There are many interest ing game design 
features that can be introduced by 
connecting a PSP and a PS2. We're 
already seeing tit les use t his f eature 
like Armored Core Formula Front in 
Japan and I expect many other titles 
to use this f eature, too. 

Are there plans for more ambitious 
uses for it, such as transferring 
music from a PS2 game to the PSP 
music player, for example, or even 
playable games? 
The possibilities should be endless - as 
developers get beyond t he launch 
of PSP and are into a more longterm 
design and development phase, I 
believe we'll see some really innovative 
uses of t he interoperability and 
connectivity of PSP and PS2. 

Do you see it as a way to encourage 
consumers to buy both PSP and PS2 
copies of the same game or series? 
That may be a side benefit, but it's really 
a great way of extending the gameplay 
experience from a game on PS2 in the 

available to the end user and if it can be 
f reely distributed to other users or not. 

Memory Stick Duo remains more 
expensive than other memory 
formats such as SO and MMC cards. 
Do you see that as a permanent 
pattern, or do you expect Memory 
Stick pricing to catch up? 
Memory Stick Duo delivers high memory 
capacity, low cost, a small form-factor 
and is widely adopted in hundreds of 
consumer electronics and mobile 
communications products from dozens 
of manufacturers. The global pricing for 
Memory Stick has fallen sharply over 
recent years - as demand for higher 
memory capacity increases, the cost 
comes down. We expect t his trend to 
broadly continue as more suppliers 
enter the Memory Stick market. 

How do you expect people to watch 
the bulk of the video they watch on 
their PSP - from down loaded 
content, self-produced content or 
retail UMD? 
That's t he beauty of PSP. You decide. 
This empowers the user to enjoy 
whatever content t hey want, wherever 

entertainment choices. PS2 is limited to 
t he home, PSP is not . 

DVD playback was very significant 
in helping to boost early sales of 
the Play5tation2. Was video 
playback seen as a similar way to 
boost early PSP uptake? 
I think t hat t he amazing response to 
PSP in Japan shows this is more than 
'just ' a portable games machine but 
an entertainment technology t hat 
enables users to control how, what 

"Downloaded or converted TV content on 
Memory Stick is a great way to catch up on Last 
night's favourite TV shows on the way to work" 

home to PSP anywhere. PSP and PS2 
games - and their characters - can 
become constant companions in your 
life, i f you wish. 

What about the Image Converter 
software needed to upload your 
own movie files to the PSP? 
The Image Converter software creates 
the PSP profile wrapper around the 
MPEG4 stream. Th is matches t he content 
for the PSP screen dimensions, for 
example. The software can be 
down loaded and we're exploring other 
ways of bringing it to the user, both as a 
standalone piece of software and by 
bui lding the converters into other 
software products and on I ine services. 

What systems does the software 
have to prevent piracy? 
Digital Rights Management is an 
int egra l part of the PSP design, wit h 
many security features bui lt into both 
UMD, Magic Gate and the CPU. How this 
is actually used obviously rema ins 
confidentia l but there will be many 
audio and video contents t hat can be 
f reely distributed with or without DRM. 
The whole point of a DRM system is that 
it enables the content owner to decide 
how their copyrighted material is made 

they want. Down loaded or converted TV 
content on to Memory Stick is a great 
way to catch up on last night's 
favourite TV shows on the way to work. 

Has Sony considered an ' iTunes'· 
style music and movie down load 
service to dovetail with the 
PSP's capabilities? 
Yes, absolutely - in fact we've already 
made announcements in the US 
about partnerships with the Sony 
Connect service. 

Although a lot of media attention 
has focused on the 'OS versus PSP 
showdown', is it not fairer to say 
that your nearest competitor is 
really yourself, allowing for your 
Play5tation2 and portable audio 
and video products? 
As I've said before, 1 believe we wi ll 
enjoy 100 per cent of the PSP market. In 
the w ay that PlayS tat ion revolut ionised 
the TV-based gaming market, we want 
PSP to dramatically change the 
landscape for portable, mobile 
entertainment - whether it's games, 
music, movies or new forms of 
entertainment that merge all three. PSP 
and PS2 are not direct competitors but 
can comfortably coexist in the user's 

and where they play, watch or listen. 

After the stock shortages of the 
Japanese launch, have the European 
and US release dates been put back 
to allow more preparation time? 
As of right now, we've not announced 
the launch date for the US or Europe­
although it may have been by the t ime 
this is printed- so it's a bit difficu lt to 
answer that question' 

Do you expect to have stock 
shortages for the European launch? 
We don't plan to have stock shortages 
as part of a strategy, but unfortunat ely 
it's a fai rly likely scenario given t he 
amazing reaction we've had to t he 
machine and the software. 

As things stand, Nintendo's OS has 
an installed base of approaching 
three million, six times that of the 
PSP. Is that how you expected the 
situation to be at this stage? 
Given t hat PSP has only been on the 
market for 25 days [at t ime of going to 
press) and that we've sh ipped every unit 
we've made we're extremely happy wit h 
progress so far. Every effort is being 
made to increase supply and try to 
match t he enormous demand. 
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Now playing ... 

Drokengord 

Saving the world never felt so 
sordid as in Cavia's sociopath 
simulator. Both the blood lust of 
ground combat and the soaring 
dragonflight can st ill impress. 
PS2, SQUARE ENIX 

Doigosso: Bond Brothers 

Billed as an eight-track music game. 
Daigasso really has 16- since 
everyone playing is also laughing 
in delight. The Christmas medley 
became an instant office tradition. 
OS, NINTENOO 

TLOZ: Four swords 
Adventures 

There are times when it feels closer 
to a puppy-sim than anything else, 
as you scamper back and forth 
digging for treasure and shunting 
your playmates into the pond. 
GC. NINTENOO 

Future imperfect 
Why you should drop your OS in o puddle 

wo months, two console 
launches. There may never 
have been a better time to 

be a gamer. it's certa inly a whi le 
since there's been a more expensive 
time, thanks to profit-grabbing 
import suppliers. But now the dust 
has settled. Both the DS and the 
PSP have been scrutinised and road 
tested, their games dissected 
and debated. 

And yet, something feels a little 
strange. Both machines were 
supposed to change the way we 
related to the games we play ­
revolutionising their structure and 
presentation, evolving who played 
what and where and for how long. 
But the odd thing is that, by virtue 
of how exciting both machines are, 
it's entirely imposs ible to gauge 
what kind of impact they've had. 

Playing your GBA on the way to 
work goes like this: squeeze on 
train, find seat, play GBA, get off 
train. Playing your PSP on the way 
to work goes like this: squeeze on 
tra in, find seat, carefully slide PSP 
out of case, pul l out hem ofT-shirt 
and adoringly polish screen. Watch 
Ridge Racers movie. Watch it again. 
look up to see person next to you 
openly staring in amazement and 

get into a conversation about 
possible UK release dates. Get off 
train without actually having 
played a thing. 

The OS is no better - its looks 
engender such curiosity and its 
games bring about so much 
enjoyment that once you get it out 
it's passed from friend to friend 
and back again. The hours you rack 
up on Wario Ware are nothing 
compared to the hours you've 
spent watching everyone else you 
know play it. 

The problem is that the nature 
of what both machines are trying 
to do -to integrate gaming more 
closely into our daily lives, to 
make them portable, personal, 
social, adaptable- can't happen 
unti l we start to take them for 
granted. These machines weren't 
designed to be a 16-hours-a-day 
fascination, they were designed to 
be a 20-minutes-at-a-time 
diversion. The real face of the 
revolution isn't last month's 
gleaming hardware. The real face 
of the revolution is a PSP with its 
corners scuffed and scraped and a 
OS with a cocktail stick for a stylus. 

Can you honestly imagine ._, 
anything better? ~ 
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The Sith lords 
XBOX 

Oddworld: Stranger's Wrath 
XBOX 

lumines 
PSP 

Kollon 
PSP 

Mechassault 2: lone Wolf 
XBOX 

Metal Gear Acid 
PSP 

Donkey Kong: Jungle Beat 
GC 

Chaos Field 
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Dynasty Warriors 
PSP 

Pocket Kingdoms: 
Own The World 
N-GAGE 

Kin~dom Hearts: 
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GBA 
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Vampire Chronicle: 
The Chaos Tower 
PSP 
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Over-saturated sunset races are a visual highlight. with 
several reverse courses transformed by a lighting change 

here's a wa1t With any game for the 
first moment of absolute connection. 
Ridge Racers has 1\ down to 30 

seconds into the opening race. as you twist 
through that bayside corner where a Namco­
blue sea stretches out to a Namco-blue sky 
and an impossibly low-fly1ng a1rlirer sweeps 
Into view. Your car's bade end starts 1\s 
pendulous outward swmg, sun glare flashes 
across Tarmac, the wheels reconcile their 
d1rections. the )et thunders overhead towards 
New Ridge Airport. 

Even if you knew it was coming, it's never 
felt quite as enthralling as 1t does here (so 
much that you may forget the aporoach1ng 
ch1cane you also supposedly knew was 
commg). Take f1rst pace, and the period 
between crossmg the line and relinquish,ng 
control to the replay IS exactly long enough 
to pull a triumphant 1,080-degree spin. Th is 
IS a game bUilt with an economy of thrill per 
m1ll1second in mind, bef1tt1ng the new 
hand held context and providing the urgency 
of R1dge's arcade roots that previous home 
vers ons occas1onally lacked. 

And though Racers has it all - quant•ty 
and quality of cherryp1cked h1storical courses, 
an immersive audio trea tment that captures 
the sound of speed, an ong1nal soundtrack 
that's arguably the best R1dge collection yet 
and, to test that argument, an additlona 12 
tracks and six rem•xes from preVJous games -
1t's the dnft that bnngs 1t together. Owing as 
much to air hockey as 1t does to automot1ve 
physics, Racers distdls each tweak its 
predecessors brought to the mechanic: tight 
enough that control•sn't surrendered on 
every turn, loose enough that you don't so 
much take hairp1n bends as orbit the!TI. 

Overtaking a nval at nght angles to their 
car or traversing an 5-bend in a single 
time-dilating oversteer are experiences as 
attainable as they are exhilarating, constant 
reinforcement that the drift IS the arcade 
racer's all-in-one smart bomb and 
hyperspace. This sensatiOn of mvinobillty 
1sn't ent1rely 1mag,ned, as proVlded you enter 
a df''t successfully the game can be rel1ed 
upon to nudge your car around corners until 
you steer out -encouraging high-level play 
where as much of the course as possible 1s 
crossed in a continuous sl1de. 

Drift time doesn't JUSt benefit your lap 
records: it also charges your n1tro boosts. a 
fam1l1ar oevice in 1n1t ally unfamiliar 
surroundings. Fears that 1t would prove e1the 
token or game-break1ng are both unfounded 
- ult•mately, a boost is only as useful as a 
drift, requ1ring the same split-second 
equations of risk and reward, timing and 
temperance. Ground gamed by tearing up a 
straight can be quickly lost to a determmed 
pursuer (especially one with a boost 1n 
reserve), produong exhilarating fakeouts m 
an attempt to force nvals to go for the 
tngger first More effect1ve IS the ab11ity to 



make up for a wall cl ip that could have cost 
the race w1th a nitro-charged Jump back to 
top speed, or a boost to spur on a howling 
engine in a painfully sub-200mph hill climb. 

Racers' biggest surprise, though, 1sn't the 
h•gh-performance mechan•cs beh•nd ts cars, 
but the sheer volume of the world around 
them The centrepiece World Tours eke every 
last mile out of the courses and connect 
them beyond bemg a simple anthology, 
find1ng a global diversity between RRVs 
decept•vely gentle underpasses and the 
s1ne-wave mountain trails of Rage Racer. it's 
th1s sense of character - a world of empty 
h1ghways wa1tmg With held breath for green 
lights and red lines - that ensures even 1f the 

~ RacersJ biggest surprise~ though1 isnt the 
"-. ~ high-performance mechanics behind its cars1 but 

the sheer volume of the world around them 
BasiC tours don't put up much •n the way of 
challenge for experienced players, 1t doesn't 
affect the JOY of racing. 

As the game's speed gently accelerates 
into the higher car classes and reverse tracks 
of the Pro tours, though, the margin for any 
error decreases, proving the more sedate 
tours to be an essential test dnve. At Racers' 
most 1ntense 1t's dizzyingly fast a h•gh-oass 
car will reach the pomt that begms th1s 
review five seconds ahead of schedule (and 
outrun the jet), and races will turn on a 
moment's hesitation in an aggressive drift 
with the pack leaders. 

But unlike 1ts console predecessors. even 
the most faint-hearted drivers are likely to 
see the Pro races - and beyond, as there's an 
EX senes wMmg to round out the World 
Tours - thanks to a generous unlocking 
schedule that seldom bottlenecks on one 

part•cular event. In another departure, ·t's 
not necessary to complete an ent•re event 
1n one s•tMg, nor is there a l1m1t on the 
amount of retry attempts. Wh1le th1s may 
soften the competit1ve edge somewhat, 
it's an appreciation of hand held play, and 
perhaps JUSt as much a show of affection 
from a game that wants you to fall n love 
w•th 11 all over aga1n, expenence all t has 
to offer 

Despite 1ts importance as a statement of 
1ntent for the PSP, or for a franchise whiCh 
has taken some confused drifts of ItS own in 
recent years, Racers has an appealing lack of 
pretension that suggests it has nothing to 
prove other than that Ridge Racer 1s a delight 
to play And •t 1S, with no cal for caveat -
for a handheld, for a 'remake', for a launch 
t1tle. it's s1mply one of the best pure arcade 
racers to date. [8) 

The announcer may prove more of an acquired taste, but 
his breathless praise of your every sling shot drift- and a 
rose-tinted headphones-pleasing reprise of •somebody's 
right on your TAIL! •- is delivered with enough genuine 
fervour to make silencing it seem downright crotchety 

Driftism 

After an unwelcome pit call to 
sober reality in R: Racing, Racers 
makes a brazen return to the 
self-referential spirit of the 
classic Ridge series. Classic 
Namco arcade placards plaster 
scenery and vehicles alike, car 
manufacturers sport breathlessly 
cool/ridiculous monikers, and the 
World Tour events namecheck 
the breadth of '90s electronica 
with increasingly groan-inducing 
puns. lt's good to be back. 

GS 
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lot of people hated w1th a pass1on 
B•oWare's original KOTOR. The heavy 
number crunching, turn-based 

combat and cascading narrative was a turn­
off to console garners more familiar with 
Square's brand of linear press-X-at-every­
encounter RPGing. To others, us mcluded, 
KOTOR's fa1lure to disgu1se 1ts PC hentage 
was a boon Fortunately, Obs•d1an has not 
radiCally altered the formula, and KOTOR Ills 
as deep and mult•faceted as the ong1nal. 

Set five years after Malak and Revan's 
cataclysm•c battle, the player takes on the 
role of a warner cast out of the Jed1 order by 
.ts counc1l members. We're not about to giVe 
away maJor plot spoilers but d•scovenng why 
the dec1s•on was made and uncovenng 
events from the past IS clearly the game's 
centra narrative thrust. The plot IS not as 
conf•dently handled or as revelatory as the 
origmal's, but prov•des ample scope for 
turning to the l1ght or dark side of the Force 

Sequels always bring with them new bells 
and wh•stles. and KOTOR Il lS no different 
There are some 60 new Force powers, ten 
character slots, the ab11i ty to go on solo 

any combat to break up the to•lsome to-•ng 
and 'ro-irg. Other areas fare better. but the 
pacing and balance between combat and 
chatt•ng s not nearly as well JUdged. 

There's also a roughness that smacks of a 
team determ•ned to add more content 
Without addressing any rema•n•ng ISSues w•th 
the Odyssey engine. Cut-scenes jerk 
unceremoniously into hfe w•th l1ttle warning, 
characters occasionally teleport ten paces 
ahead (no, not v1a a Force power), and 
entering into a dialogue can somet1mes 
provoke strange running-on-the-spot 

Despite a couple of convoluted plot strands~ the 
narrative has a drive and a dual-Layered depth that 
makes your typical videogame plots seem trite 

miss1ons, a new 1nfluence dynam1c, Improved 
env1ronment effects, refmed menus. better 
character ammations, larger levels and 
battles with a greater number of characters 
on screen And yet none of these add1t1ons 
address flaws ev1dent •n the orig1nal. In many 
ways, m fact, they serve to h•ghhght them. 

Cnt cis•ng a game for long loading t•mes 
may be obv1ous. but n KOTOR 11 so much of 
the plomng, exploration and puzzle solv1ng is 
mterspersed by countless statiC screens that •t 
can't be overlooked. They dogged 81oWare's 
effort, but here some atroc•ous level design 
by Obs1d1an •s hard to forg1ve. Take C•tadel 
Station, an orbiting space dock around Telos 
comprismg of four separate segments. For 
over an hour- nearer two 1f you perform the 
sub-miss1ons- you're asked to go back and 
forth between floors act•ng as little more 
than a messenger boy. There's barely even 

behaviour from the main protagonist. lt all 
detracts from your Involvement 1n the world 

Mam criticisms out of the way, KOTOR 11 
st.! emerges as a f•ne example of a western­
engmeered RPG. 'ts c~aracter and 1tem 
levell•ng-up pleasures are many, and desp1te 
a couple of convoluted plot strands (a Jed1 
h1dmg Of" every planet mdeed) the narrat1ve 
has a dnve and a dual-•ayered depth that 
makes your typ•ca save-the-world-from-ev1l 
v1deogame plots seem tnte. The opportunity 
to tread the dark or light s1de of the Force IS 
just as compulsiVe and, cruCially, you never 
feel as if it's fudged. Play through a second 
t1me and you can see your adventure tak1ng 
a new directiOn as subplots open up 

Your influence also extends to subtly 
altering the views and alignments of those m 
your party. lt's an optional extra but one that 
does pay dividends if you're the type that 



el'lJOys manipulating characters along w1th 
the numbers m your weapon slots. Talk to 
your diverse {and frankly unbelievable) 
assortment of crew members for long 
enough and you can tngger bonus events 
and revelations along the JOurney 

Yet structurally the game s too s1m1lar to 
the onginal, with players choos1ng from one 
of severa planets to v s1t after a compulsory 
opening sect1on. The sense of deJa vu IS 

overpowering and a more 1nterest1ng tiered 
structure m1ght be more effective next time 
around. Some tasks and m1ss1ons also feel 
hackneyed. and the Ebon Hawk reqwmg 
repairs before 1t can leave is a theme more 

fam1ilar than body horror in a Cronenberg 
fhck. As clumsy as some elements feel. 1t's 
still d1fficult to vilify KO TOR 11. Its strength 1s 
m 1ts abil1ty to make you care about your 
character's fate, and as an RPG package 1t's 
as comprehensive as they come. Pazaak is 
bnlliant, the swoop racing patchy but 
d1verting, and the number of subplots 
mesmens1ng. lt IS, however, diff1cult to know 
where lucasArts can go wrth the next game 

if it does decide on a trilogy. Repa1rs to the 
engine are necessary, and the structure of a 
character fulfillrng the1r destiny down the 
light or dark path has surely been exhausted. 
A fresh take is definitely requ1red. [7) 

Swoop racing returns, offering a sound method of making 
extra cash. A jump command, some track undulations and 
new obstade• have been added but it's still no Wipeout 

Sprint relief 

As you might imagine, there's a 
lot of ferrying of objects and 
information between NPCs as 
well as exploration in KOTOR 11, 
and it can be very time 
consuming. it's pleasing to find 
that some of this can be, if not 
avoided, at least reduced by the 
use of the Force Speed ability. 
When triggered, movement and 
combat actions are accelerated 
allowing you to blur through 
environments and get to places 
in double-quick time. Problem is, 
heavy annnour prevents its use, 
so you have to take it off to get 
anywhere quickly. it's possible to 
cover yourself up with modest 
apparel, but the constant shifting 
in and out of menus for a change 
of clothes gets tiresome, leaving 
you running around in very 
little for much of the game. 
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In geMral, outlaws are hard of hearing and forgetful but have excellent eyesight. These well·defined 
parameters may annoy stealth veterans, but allow the player to act with confidence '"any given situation 
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erhaps the greatest thing about 
Stranger's Wrath IS JUSt how httle 
the game has been exposed and 

uncovered during 1ts gestation. Hav1ng 
been passed between publ•shers and 
mooted for conversions, Stranger's Wrath 
has snuck its way to release rather qu1etly 
1n the wake of 2004's software and 
hardware jamboree. 

On play•ng the garr.e, there's a feeling of 
freshness, 1nvent10n and accomplishment, 
partly down to how little of the game's 
considerable bulk has been revealed to date. 
But it's mostly down to something else: 
Strangers Wrath is a magnificent 
game, not so much a revolution as an 
evolutionary bound over other combat-heavy 
console t•tles. lt is Oddworld lnhab•tants' 
most conventional and conform•st t•tle yet -
a stealthy action adventure- but one that 
fulf•ls the potential of that descript•on to the 
po1nt of nearly subverting the genre when 
compared to its typiCal output. 

it's a shock•ngly violent game, from 
explod•ng bod1es to the sheer brutality of 
enemy f1repower, never revellmg m gore but 
also never shying away from the v•c•ousness 
of p1tched combat. The traditiOnal 
eco concerns of Oddworld's Abe are lowest 
on the agenda, it seems. Stranger's own 
spur is soon revealed to be his need to 
gather money for a mystenous operat•on 
for h1s 'condition', a thread that goes on 

to make him all manner of allegiances and 
powerful corporate enem•es, and even pulls 
some of the same emotive tncl<s as Ieo. lt's 
an mtrigu1ng plot (with tw1sts, naturally) that 
quest ons the motiVes of 1ts main cast, far 
beyond the usual egg t1mer-style flip of a 
double-cross. 

Last month's prev ew drevv favourable 
compa nsons with Manhunt: the fuss-free, 
la1d-back stealth parameters, the cutthroat 
mtensny of the combat, the conftdent and 
atmosphere-nch style. Upon getting deeper 
tnto th1s particular Oddworld, however, a 
dtfferent associat1on soon pushes through: 
Halo. And not just because of a rechargeabl• 
energy bar Stranger's double-barrelled 
crossbow and use of •mag1nat1ve 'hve' 
ammunitiOn swiftly cause favourite 
dual-wieldtng weapon comb•nat•ons to 
emerge and evolve. and the subtlet•es quiCk 
become v•s•ble. Bolamites (sp•ders used to 
subdue enem1es •n webbing), for example, 
don't appear to be that far removed from t~ 
shock -servmg Zapfhes (your basic, inf n1te 
stock of ammo), until the latter's need to 
recharge and its tendency to knock enem1e! 
backward becomes a tang•ble, wieldable 
part of the strategy 

Enemy types feel distmctly Halo-hke, toe 
There's not much vanety m types of 
opponent, but they're individual to the 
extent that differing comb•nattons of them 



can change things sigmf,cantly. And that, 
maybe, w1ll be a problem for some players. 
Those who were left cold by Halo, tackl,ng 
slightly d1fferent combmat1ons of enemy 
types m slightly d1fferent Circumstances over 
and over again, will feel equally du led here. 
When the combat is th1s flexible, energetiC 
and graceful, however, the game deserves as 
many fans as Bungie's f1rstperson franchise. 
Stranger's Wrath goes one further, though, 
by seamlessly blending third· and f1rstperson 
frameworks to synerget1c effect, the former 
allowing for some sw1ft and ag1le movement, 

The presence of the explosive Boombat and 
rapid· firing Stingbee ammo allow players 
to go on the brazen. reddess offensive 1f 
they so choose. All ammo is upgradeable 

along at the1r own pace, while remov1ng the 
fear of experimentation, meaning tactics can 
be as dull or risky as you like. 

The latter half of the game sees 
Stranger's role twisted around somewhat, 
moving the pace up a gear and removmg the 
need to bounty outlaws. it's a more actton· 
oriented gallop, but the game compensates 
by handing you some maniacally destructive 
ammo types, and segues smoothly into a 
blazing, breathtaking series of f1refights. 
While the game is seductively pretty in 
general, its closing portion is phenomenal. it 

~ it's frightening to think of how anything in this 
"-. "'1111111111 current generation con Leapfrog it, really. But, 

ultimately, that's all the more reason to enjoy it 
and the latter bnng1ng prec1se. techmcal 
combat 1nto the fray. 

The f1rst half of the game IS concerned 
Wlth bounty hunting, of captunng notonous 
outlaws 1n return for 'moolah', Oddvvorld's 
currency. it's in these sections that stealth can 
be used as a ~undamental part of play, 
allow,ng for an approach that's anyth1ng m 
between cautious and caval,er; stragglers can 
be d1stracted and mopped up before dashmg 
into the remaining pack for some chaotic 
kills. The mclus1on of a qUJcksave option may 
seem to be pace-breaking, but allows 
conscientious baby-step players to shuffle 

seems hke such short months smce games 
l1ke Fable, Sudeki, Riddick and - to some 
extent - Halo 2 were pra1sed for pushing 
graphiCal envelopes, but there's nothmg 
there that can touch Scrangers f1nal stra ght. 
However Jaded towards the act,on the player 
may feel during that conclud,ng stretch. it's 
buoyed immeasurably by a game world that 
keeps bettenng 1tself, until some kind of 
disbelief sets 1n. Th1s dazzling technical feat is 
mirrored by some terrifyingly fast load1ng 
times, w1th no m-game loading and restarts 
from any save point in the whole world 
takmg around two seconds. 

Stranger's Wrath 1S perhaps too long for 
1ts own good, however. When the combat is 
so continually intense and pumshing that, no 
matter how bnll1antly 1t's realised, 1t can 
begin to feel like an exhausting grind. 
Outlaws keep appearing in the1r droves, 
and the need to treat each encounter as 
its own dynam1c se t-p1ece can become 
dram1ng. Also, some of the later bosses rely 
on weak-spot activatiOns and attack 
patterns. and feel like a step backwards 
when compared to those early bounty 
hunting-based confrontations, wh1ch feel far 
more manic, malleable, freeform and 
explos1ve by comparison 

But perhaps the worst thing of al about 
Stranger's Wrath IS JUSt r,ow effortless it 
feels everythmg IS so 'ncred1bly assured, the 
game eng1ne never. ever creaks desp te 
beanng an unbelievable load on ts 
shoulders, 1t's actually funny, •t's sleekly 
des1gned, 1t's ngged w1tn 1mag natwe 
characters and f1zzes with life. Arch1tecture •s 
of a scale and mtncacy rarely seen, mixing 
Halo's fat expanses w1th Metroid Pnme's 
panoramiC enwonmental details, all dnzzled 
with Oddworld's slick organiC style, giv1ng 
cause to sightsee and lollygag at every other 
turn it's fnghtening to think of how anything 
in th1s current generation can leapfrog 1t, 
really But, ultimately, tha t's all the more 
reason to enJOY it. [9) 

Main chara<ter Stranger is a bona fide badass, 
a moody enigma whose heroic reputation is 
offset by plenty of swearing. spitting and 
telling jokes with his fists. The game's Wild 
West theme has been borrowed brilliantly, 
and Stranger himself remains one of the most 
memorable and audacious game characters 
around as well as a well-modelled one 

Ins and outlaws 

Outlaws can be captured dead 
or alive, and cashing in live 
bounties reaps greater cash 
rewards. There's no serious 
return for earning plenty of 
money, however, as the game 
doesn't rate your humanity any, 
and offers only a few basic 
upgrades via the towns' general 
stores. The bounty hunting 
aspect vanishes altogether after 
a certain point. and the whole 
game steps away from the 
Western theme and into more 
industrial territory. After this 
shift in the tone. enemies can 
still be subdued and captured, 
but they're instantly converted 
into 'ammo chow', replenishing 
your critters as you go. Dead 
bodies, however. will rot away 
quickly if not captured, and if 
you're a bit overzealous with 
your riot-upgraded Thudslugs 
you may just end up obliterating 
bodies completely. 
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World records 
I 

Lumines' soundtrack constantly 
reinvents itself like it's the last 
mix tape on earth: while dance 
music features prominently, it 
regularly segues into unexpected 
genres. licensed t racks feature 
Mondo Grosso's acid jaz.z and 
fresh diva Eri Nobuchika, whose 
lights provides the final skin. 
Early attempts to reach it may 
convince you that you'd have 
better luck buying the single. 

Twoplayer mode is • typical tug·of·war 
for playfield space. Victory over CPU 
players earns their skins and avatars 
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uzzle games accompanying a 
handheld's launch are seldom the 
most outwardly alluring of titles, but 

Lumines was the exception to end all rules: 
the only completely anginal PSP launch title, 
the first post-UGA offering from Tetsuya 
M1zuguch 1, and an obvtous continuation of 
the producer's mtssion to turn the transfer of 
ideas between games, mustc and art into less 
of a one-way exchange. 

As ever, the basic mechanic rs simple. 
Two-colour 4x4 blocks drop mto a wtdescreen 
playf,eld, and must be rotated or arranged to 
form sohd slabs of colour. Rather than being 
removed tnstantly, matched blocks watt until 
a ' ttmeline' sweeps across, giving a moment 
to either grow the combo before the lme 
hits, or to use 1t as temporary scaffoldtng to 
prop up new combos formed above 1t 

Whtle thts dynamiC 1s unchang1ng, other 
than by acce erated drop speed the 1r1suals 
and aud•o are endlessly mercunal, progressmg 
through a senes of 'sk1ns' w•th complete, 
often wildly mventtve changes m graph1c 
des1gn and soundtrack.. Each act1on has a 
correspondtng sk.m-spec1f1c sound to 
accompany the back1ng track, 1tself advanced 
through cleanng blocks - w1th longer chains 
triggenng additiOnal effects. At f1rst 
overwhelmtngly hypnotiC, second tmpresstons 
may be that 1t's more sleep-tnduong, too 
s1mple to challenge more austere puzzlers on 
any level other than beauty 

B~;t half of the puule Wtth Lummes 1S 

lettmg 1t prove you wrong. and it's outstde of 
the mam game that all the pteces are wa1t1ng 
to be assembled. The Puule mode's shape­
budding reveals the patterns possible w1th 
basic blocks and how to arrange them 
wtthout premature disintegratiOn; the 
merc1less speed of twoplayer matches 
promotes the importance of speed-cleanng; 
Time Attack success hinges on eng1neenng 
the longest chains with the bnefest 
preparation; and playing single-skin games 
allows you to learn the tempo of each 
t1mehne to pace yourself ahead of 1t. 

Return1ng to the game illummated wtth 
these posstbilit1es for strategy only 
strengthens Lumines' presentation, mak.mg 1t 
clear that 1t's your soundscape and hght 
show. not the game's cover story The sense 
of immerston can be broken by play1ng too 
intently for score- hold too long on sett1ng 
up a cham combo and the current 
soundtrack layer loops like a sktppmg record 
- and is regularly interrupted when sk1ns 
switch tn jarnng silence. but the experience 
mvites surrender again just as quickly 

Minor lapses in cohesion and polish drop 
Lumines short of the absolute completeness 
of Rez. but 1t expands upon its concepts 1n 
ways even M1zuguch1 followers couldn't have 
expected it's a block puzzle that celebrates 
the JOY of l1ght and sound - to the quest1on 
of whether the PSP can encourage new 
experiences, 1t's a resoundtng 'yes'. [8] 

. . . .. . .. 

The timeline's speed is relative to the current skin's 
soundtrack. While the slower tracks allow you the time 
to set long chains, the danger is that you can overfill 
with matched blocks before the next sweep dears them 



here are cynics who say that games 
have nothing new to offer, that 
they've told all the stories they're 

going to tell, invented all the interact1ons 
they're going to require. The truth is rather 
more daunting. Games have hardly begun, 
and the proof of that is Kollon. Kollon is a 
colour-coded block-clearing game, and it 
isn't quite like any other colour-coded block­
clearing game you've ever played (unless you 
happen to have made the acquaintance of 
Kollon's arcade incarnation). How is that 
even possible? A grid of squares, a handful 
of primary colours and a cursor. The number 
of feasible permutations ought to have been 
exhausted years ago. 

Kollon's twist is that although you clear 
blocks by grouping together four or more of 

the same colour, the only manoeuvre you 
have available to you is to rotate whole 
blocks of four. Once four matching blocks 
are connected, they begin to tremble, and 
you then have a limited amount of time to 
latch on other matching blocks, extending 
your combo as best you can. Special arrow 
blocks can force a combo to continue along 
a line of mismatched colours in the direction 
that they point, and these ea n be combined 
to set up elaborate domino effects which 
help to maximise your grading. More 
traditional bonus blocks act as smart bombs. 

In the Vs mode, things become even 
more fiendish. Clearing more than six blocks 
at once launches an attack on your 
opponent: greying out the blocks inside their 
reticule, expanding that reticule to a three by 

Survival mode rewards you with higher grades for setting up extra large tombos. Achieving high grades isn't simply a 
process of clearing as many blocks as possible; you' ll need to trigger drop·down combos and use special blocks wisely 

Vs mode is toughest when your opponent combines attacks, such as enlarging and greying your reticule 
(top). it's so debilitating that often the best you can do is hold your breath until the effects wear off 

three square, bloating other blocks to four 
times their size or, if you get lucky, all three 
at once. The core simplicity of the game is 
such that it bears these elaborations well, 
and is never as confusing as it sounds. 

That unfortunately, is where the good 
news ends. Kollon is a very limited expression 
of a fundamentally good idea Although the 
central mechanic is satisfying, it simply 
doesn't have much tactical depth - nothing 
to match, say, the devious forward planning 
of Super Puzzle Fighter. The solo survival 
mode, which simply challenges you to clear 
as many blocks as possible, lacks the added 
challenge of coping with attacks but never 
quite achieves the hypnotic groove of Tetris. 
Vs mode is blighted by a warning beep that 
squawks whenever either you or your 
opponent is close to losing, which is to say all 
the time. And that's it. No puzzle mode, no 
multiplayer. Not even a hi-score table, just a 
carefully calculated grade for your efforts. 

Gaming isn't running out of ideas, and 
neither is Kollon . However, the problem of 
adding your innovations to a genre which so 
many have perfected before you is that the 
bar is set dauntingly high. Kollon, despite the 
pleasures 1t offers, simply doesn't reach it. [5] 

Small cry 

Kollon could hardly have done a 
poorer job of optimising the 
PSP's potential. Careful scientific 
calculations (involving a ruler 
and the back of an envelope) 
show that it uses only 12 per 
cent of the PSP's sumptuous 
screen as an active play area. 
Although the overall 
presentation is glorious, 
particularly the character work 
courtesy of celebrated artist 
Reiko Misumi, the game leaves 
you squinting at a tiny patch in 
the centre of the PSP's expansive 
screen. There's no doubt that the 
widescreen ratio presents a 
problem for traditional block 
tower puzzles, but it's hard to 
imagine that this eye-watering 
solution is the best. 
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echAssault was a relative hit for Xbox 
Live, albett a default one. Wtth few 
other Xbox games offer ng notable 

No conquest 
I 

online play, it was left to the death match 
frameworks of early t itles MechAssault and 
Wolfenstem to entertatn the faithful, and as 
a consequence both garnered more kudos 
than thetr smgleptayer campatgns deserved. 

I 

Aside from the typical selection of 
Xbox Live modes, Lone Wolf 
features a noteworthy on line 
mode entitled Conquest. it's 
essentially an elaboration of the 
death match arena, allowing 
players to join a house and fight 
for ownership of an entire solar 
system. You'll have to choose 
whether to fortify a defence team 
within an occupied area or join an 
attack to grab territory. This has 
the potential to keep players 
gripped but, like all MMO 
experiences, it'll depend on the 
initial take-up and enthusiasm 
to set the whole thing alight. 

Th1ngs have changed, o' course. Xbox 
liVe now has tts warranted, establtshed 
superstars, and so Lone Wolfs SUite of online 
optiOns makes the game seem acceptable 
rather than tntngumg. Every link-up 
permutation from system link to various 
on line setups - has been included, prov1dtng 
an arena for consuming multi player clashes. 
it's a testament to how well Xbox live has 
matured that this accomplished flex1btlity tS 
no longer a draw n 1tself 

So tt's wtth the s ngleptayer campa1gn 
that Lone Wolf s lookmg to dts\lngutsh tself. 
and thts has been su1tably enhanced Players 
can abandon the~r mechs for otner veh1c es, 
ptlollng tanks or VTOL a1rcrah. and, wtth tne 
ass1stance of a battlesutt, can hijack mechs 
and cling to walls. Th1s elaboration adds 
several new layers to the big robot battling, 
but 1t doesn't bnng any extra depth. 

Stnce there's no actual room for 

Lone Wolf offers full clan support, as well as a wealth of on line battle 
modes. Grinder, for example, is a spin on survival mode, where a group 
of players battle a never· ending stream of mechs until they succumb 
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customisation, your mech has to depend on 
fmding power-ups, harvested from destroyed 
ammo caches and fallen enemies. to gam the 
edge m battle. Mechs are the only tnteresllng 
offline opponents, but n a way which causes 
the actton to feel stuttered: these encounters 
are engagmg due to the sensatiOn of one­
on-one combat, but those of Lone Wolf are 
so ponderous that most ftghts become wars 
of attnt1on, wtth the winner's spotls be1ng an 
energy ref1ll to carry them through to the 
next battle. As a result, the game can't throw 
enough of them at you to make the 
skirmishes feel genuinely intense or chaotic. 

Environments are destructible, and seeing 
whole tower blocks tumbling like cardboard 
shanttes IS always iMpressive, but the 
commonplace use of flat, open ground to 
create a w1de battlef eld means that th1s 
demohtton aspect fades quiCkly. The mechs 
themselves. however, are a v1sual htghhght, 
thrumming with detail and a tno of weapons 
that feature well-destgned, 1dent1fiable 
rettcules. There's a wealth of lavish lighting 
and weighty noise in any given fracas, too, 
but, once the flashing and wailing has 
stopped, the absence of any great amount of 
strategy or texture to the combat htts the 
game hard. 

Lone Wolf. then, is a true successor to 
MechAs.sault, with IS accent placed f~rmly on 
live play ~hne, it's long been succeeded by 
the more intense. transformtng battles of 
both Gun Metal and Battle Engine Aquila, 
meantng that this is a game best enJoyed 
by completely ignoring 1ts subtitle [6) 

The battlesuit can be used to hack and 
hijack enemy mechs via a short rhythm· 
action se<tion Unfortunately, the fact 
that battlesuits have to be left behind 
after a successful sttal means that it's 
not possible to hop from ~Meh to mech 

There's enough variety in the mechs to make each one 
recognisable, from the rear at least. The striking Ragnaro 
and Atlas are later. heavyweight models that move at a 
painfully sluggish pace. Meanwhile, unless you've a love 
for the continuous chug of heavy metal- the musical 
kind, not the lumbering dtath eng1ne variety - it's hard 
not to make killing the music one of your first actions 
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here's something schizophrenic about 
the Metal Gear series. Notorious for 
the grandiose scale of Kojima's 

cinematic ambition, it's often overlooked that 
at its core it is profoundly abstract. The 
rigidity of its rules, and the discrete, 
regimented way your actions are divided up 
around them (wait, move, shoot, listen, 
watch) means that you could strip away all 
the realistic window-dressing and still have a 
game that made sense. it's the reason why 
the VR missions always worked so well, and 
it's the reason why a Metal Gear ea rd battle 
game isn't as ridiculous as it sounds. 

Almost every element of Acid is familiar. 
Armed with his SOCOM and his cardboard 
box, Sna~e stalks the gantries and guard huts 
of an enemy installation. Dodging metal 
detectors and security cameras, he lures 
soldiers to a swift and silenced death. All this 
action, however, is controlled through your 
deck of cards, and the complex world is 
made up of a strict and simple grid. Made up 
of weapons, rations, stat-boosts and the like, 
Snake has the option of using a card, or 
converting it (in most cases) into motion 
points. Usmg two or three cards per turn, 
you have the option of eking out a mini 
strategic set-piece each move, before waiting 
patiently (or fast-forwarding impatiently) as 
the enemies play out their hands. 

Starting very simply, the game rapidly 
progresses in scale and complexity, revealing 
subtleties in the system not immediately 

The trademark exclamations still govern a large 
aspect of the gameplay. Some cards let you 
cancel alerts. so long as you're not in plain sight 

apparent, such as using stealth camouflage, 
mines and explosive barrels to prepare 
elaborate booby traps. By the time the levels 
become daunting in scale and Metal Gear's 
trademark bosses make an appearance, 
busking it is no longer enough to get you 
through. In some cases it's a question of 
holding your nerve and carefully wrangl ing 
your cards until the ones you need come 
round again. In others, it's the more 

demoralising process of abandoning the level 
and reworking your deck- including this 
t1me the crucial mine-detector or eh unk of 
C4 you missed so sorely on your last attempt. 

it's th1s latter factor which makes Acid's 
clumsy camera such an issue. Despite letting 
you twitch its angle with the analogue slider, 
and pull out to a top-down view, it's often 
difficult to get a satisfactory view of the level 
-and even of Snake if in a tight corner. lt 
makes planning your way around, so crucial 
in a grid-based strategy game, unnecessarily 
frustrating. And while the strategies you 
construct are based on loving and considered 
reduction of Metal Gear's gameplay, overall 
Acid lacks the depth and completist 
compulsion that fuels the success of more 
compelling card battle games. 

Despite these limitations, there's no 
doubting the title's importance. In refusing to 
let the PSP's home-console-style graphical 
capabilities dictate the nature of 1ts 
gameplay, Acid is a valuable blueprint for 
future PSP development. If all the machine's 
software is thought out with this kind of 
freshness and clarity, its reputation as a 
gaming machine will thrive. [6] 

Lovely Stunning Design 

The game is visually arresting on 
almost every level. The technical 
accomplishments of the level and 
character design are let down a 
little by their mundanity- there 
are many, many grey corridors ­
but Acid makes up for it with a 
gloriously incongruous mix of 
ultra-modern menu design, 
exuberant satires on the 
crassness of advertising and the 
ethereal and unsettling art from 
Zone Of The Enders' Tsubasa 
Masao, through which the 
utterly potty story is told. Even 
by Metal Gear standards, the 
prospect of a future US president 
hijacked by Vecuronium Bromide­
spraying marionettes is 
irresistibly preposterous. 
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Banana economics 

For all the crash. bang, wallop of 
its gameplay, Jungle Beat has at 
its heart a me<hanic which is 
simple and elegant. The only 
currency is bananas. Collected 
from the levels and earned for 
defeating enemies. they 
constitute your health. At the end 
of each level there waits a boss. 
He has 500 bananas - the more 
you have, the better a chance 
you'll have of defeating him. 
Whatever you have left at the 
end constitutes your score, and 
the resulting medals you're given 
unlock your progress through the 
game. After years of platform 
bloat. it's a delight to see a game 
refine so many systems (health, 
collectables, score. unlockables) 
into one restrained mechanic. 
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ormally, th1s IS a magazme that 
frowns on flowery; colon-dependent 
t1tles. but 1f we had our way 

N1ntendo would have gone one step beyond. 
Whatever it says on the box, the true name 
of this game is Donkey Kong: Jungle Beat. 
Alpha Male. No game ever made has flooded 
you so utterly w1tr testosterone. has left you 
red, raw and roanng With pnde. K1ds' stuff? 
No chance. ThiS IS a man's game. 

it's a man's game that takes some 
explainmg, however. Jungle Beat is based on 
the OK template Rare established on the 
16blt Super Nintendo densely ush 20 
worlds. eneffiles to slam. bananas to collect, 
sharks to nde, v.nes to climb. And you 
control it all w1th a set of bongos. Beat on 
the left bongo to go left. on the nght to go 
nght, jump by h1tt1ng both, and trigger 
context-appropnate act1ons by clapp1ng. lt 
shouldn't work. lt should be a novelty 
bodge job. produc1ng the kind of fleeung 
amusement felt by anyone who's ever played 
Soul Calibur with a fishing controller. Instead. 
1t's a towenngly satisfying game: varied. 
prec1se, demanding and v1sually dazzl1ng. 

Its greatest strength is m the combo 
momentum. Clapp1ng IS key- tnggenng 

Kong to punch enemies, spnng off plant 
bouncers. bat coconuts bade at bosses and 
mushrooms to bloom into vast platforms. 
The game encourages you to launch into 
extended improvisations. beat.ng out 
desperate, staccato solos as you thump and 
tap your way to victory. Combat 1s a s1mple 
process of clapping at enem1es 1n your 
v1c Oily, but bu1ld up enough of a combo and 
the camera zooms 1n, ett.ng Donkey wallop 
one enemy .nto another. a move as delic1ous 
here as 1t was 1n Viewtiful Joe. 

lt works so well because of perfect 
calibrat10n Had 1t demanded more prec1S10n 
from you as you thwacked towards a vine or 
applauded aggressively at an enemy 1t would 
have been frustrating. Had 1t asked any less, 
the challenge and replayability would have 
been lost. As it is, the game is an rresistlble 
rollercoaster, pull1ng you through some of 
the JU c1est worlds on GameCube. The jungle 
gleams, bejewelled w1th fru1t and dazzl,ng 
Wildlife. From ocean bed to cerulean sky, 
from lava cavern to ice palace, this is a game 
that recreates every v1deogame cliche w1th 
invenuon and art1stry, then throws 1n sett1ngs 
so W11dly (reat,ve you'll shout out 1n surpnse 

Donkey Kong has never made so much 

As is OK tradition, Donkey Kong can hitch rides on the 
local wildlife, tapping left and right to drift in the desire 
direction. The tranquil moments provide a vital breather 
during some of the more thumpingly dynamic sections 

sense as a character. and you revel m the 
chest-beating glory of powering h1m throug 
each level. Game designers talk about 
emphasising character through dialogue or 
an,mation. but his may be the first incidence 
of a game emphas•s,ng it rhroug'l a control 
method. Its 1mmed1acy means you'll share 
every inch of h1s swaggenng, gleeful, 
unstoppable violence. Only the repet1 t1on of 
bosses and the speed w1th which you'll 
complete the game undermme what is 
otherwise an ent~rely un1que pleasure. Lad.e 
and gentlemen, we giVe you Jungle Beat 
Drum roll, please. [I 
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he old g1rl JUSt won't he down 
and die. If Chaos F1eld really IS 

the Dreamcast's last stand, 1t'll 
be a f1tt1ng one: all flash, no fury, 
undersold by forthcoming ports to 
more act1ve formats. m1staking 
over-complexity for progression 

Chaos Field is a conven1ence port 
from arcade hardware that resembles 
the Dreamcast's guts. The usual lazy 
lack of optim1sation is there from the 
start. with an unblockable demo scene 
stalling the one-more-go momentum -
every single game. Tw1tchy fmgers 
good. Drumming fingers bad. 

Presentation grumbles as1de, the 
key references are Ta1to's Ray series of 
lock-on shooters (the best be1ng 
RayCrists on PS 1) and unsung Saturn 
shmup Soukyugurentai. As well as the 
standard laser, there's an opt1on to 
auto-target enemy weak spots and 
bullets with1n the sh1p's preset reach. 
The tw1st here is the option to SWitCh 
between two 'f1elds'- Chaos and 
Order. In Order mode, enem1es are 
low-sconng, attack conservat,vely and 
leave beh1nd plenty of 1tems 

Chaos mode 1s the darker, more 
ferocious parallel where you get to 
wield the powers Lock-On w1ll target 
anything host1le and smother 1t w1th a 
coo-induong barrage of pyrotechniCS 
Ohen. so many of your m1ss1les are 
flanng and streaking towards the1r 
objectives that the action warps down 
to a mushy crawl. Here's where the 
Radiant Silvergun-style sword IS most 
effective- moppmg up certa1n flavours 
of bullets when they're at the1r most 
sluggish and exposed The Items also 
power a weedy and woolly proteCtive 
ghost sh•p that would have been 

Your ship's lock-on capabilites 
make for some spectacular 
visuals. particularly when 
called upon for boss fights 

it may be handy for helping you stay alive, but 
Chdos Fields slowdown is dramatically soupy 
even by the standards of a Dreamcast shmup 

better as an all-round barner to 
encourage a more h1t-and-run style. 

Each phase consists of two mini­
bosses and a f1nal, extra-angry foe 
("CAUTIONS!"). n the absence of the 
usual attack wave/end-of-level 
f~restorm tens on release, Chaos Field's 
forced complex1t es are crying out for a 
lighter touch The f1eld-switchmg, 
bullet-mopp1ng and piece-by-p1ece 
takedowns qu1ckly feel a bit ~iddly and 
chore-like. Although 1ts surgical 
approach can be oddly therapeutic, 
seasoned shmuppers will crave a brt of 
old-fashioned kill-or-be-killed brutality 

The comedy head-hurty maths of 
the lock -based sconng system fogs the 
sk1es even further. This is a hardcore, 
score-max1misat1on shmup through 
and through, but it could still learn 
plenty from the purity of lkaruga's 
zen-like three-chain/black-white 
dynamiC or DoDonPachi's accessible, 
don't-miss-anything rule. 

A diverting but skeletal rush job 
w1th, perhaps, all the love (twoplayer, 
h1gh-score saving) reserved •or PS2. 
You want boss-rush head rush? 
Sttck to Warning Forever. [6) 

he selling power of the 
Dynasty Wamors franch1se IS 
such that its flaws have been 

heaped over w1th relentless statistics 
upgrades unt1l they become qwks. 
That h1story seemed set to make the 
PSP vers1on the embod1ment of an 
tll-advtseo, overfamil1ar port. and 1n 
some respects, that's exactly how 1t 
feels but 1n others 1t shows a real 
appreciat on of 1ts new envtronment. 

Most ObVIOUS IS the portrayal of 
battlef,elds as a senes of decis1ve 
sk1rm1shes. Each scenano is presented 
as a strateg1c gnd, with the object1ve 
to press through to the opponent's 
home castle w1thin a t1me lim1t and 
around the ebb and flow of the 
battlefront. Entering an area w1th an 
enemy presence initiates battle, and 
routing the enemy forces- usually 
takmg between two and five m1nutes 
-strengthens your army's Influence on 
surround1ng areas. lt prov1des a 
welcome alternat1ve to the battle 
fatigue of prev,ous games. and 
introduces more deliberate strateg1es 
of sapp1ng enemy resources before 
comm1t\lng to button-mash,ng -
though the t1me lim1t prevents straYJng 
too far from the sequence of conflicts. 

Another 1ntroduct1on 1s a 
bodyguard system, where up to four 
sub-generals can be assigned to yo:.Jr 
character before combat They can be 
called on w1th the D-pad to bestow a 
spec1al ab11ity, such as sloWing 
enem1es, 1ncreasmg attack power. or 
replen1sh1ng hfe replacmg almost all 
power-ups in the f1eld Without a 
healing subordinate, the only way to 
replenish your life IS to v1sit storehouse 
areas on the map- at the cost of time. 

The screen-choking sidebar can be switched 
between the strategic and a radar for the 
current battle. Absurdly, the most vital statistic 
- your rapidly dwindling time - isn't included 

But for a prom•sing set-up, 1t 
collapses in the heat of battle Nearly a 
full th,rd of the PSP's screen is filled by 
a clumsy status display. dipping the 
peripheral VISIOn that would have been 
so useful in the chaos of a Dynasty 
scrum. Even with concessions of a 
drastically reduced draw d1stance and 
crowd numbers. you're constantly 
attacked from beh1nd or off-screen, 
wedged between your OWln generals 
and scenery, or assaulted by phantom 
platoons that pop in and out of 
existence. Penultimate battle areas are 
usually afflicted by chokmg slowdown, 
and more disconcertingly the game 
occasionally falls to reg1ster button 
presses - prompting a thnll of horror 
that the PSP face buttons cannot 
withstand Dynasty-grade mashing. 

If some of these flaws - qUJrks, if 
you will - smack of a rushed 
development, others will be ent1rely 
familiar to senes veterans, who Will 
take them on the chin 1n the 
undeniably addict1ve pursu't of 
scattering soldiers like so much 
lacquer-armoured confett1 n·e 
unfortunate situat1on for Dynasty 
Warrior.s PSP isn't JUSt that 1t's more 
of the same, but that ·t feels f,ke 1t 
could have been so d1fferent. [5) 

Scything down enemies levels up your attack 
power for the current battle, allowing you to 
build it up on fodder before going for generals 
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ocket Kingdoms os an 
MMORPG. Except it's rea'ly an 
MMMORPG. because it's a 

mobole MMO. Except 1t's really an 
MMMMORPG, because 1t might be the 
most menu-dependent RPG ever made. 

Pocket Kingdoms os set in Ulgress, a 
fantasy world whoch omagones what ot 
would be like If the onllne culture of 
133t·speak•ng, PK-collectmg griefers was 
real. it's a real shock to the system- the 
cordial chivalry of traditional Japanese 
RPGs subverted with hilariously vulgar 
Amencan geekery. The next surpnse IS 

that there's no active component to the 
game at all: battles are fought out 
automatocally with the player simply 
spectating, and exploring is 
accomplished through selecting the 
explore option from a menu and 
waotlng for a new destination •con to 
pop up on your map screen. The 
thinkong behind thos desogn IS very 
sound - it allows you to play the game 
second by second, never havong to 
worry that you might get kdled if you 
get dostraded, neve• havmg to hang 
about waiting for someone on the other 
sode of the world to make a decision. 
The net result, however, os a rather 
uninvolvong experience. 

The problem is that the menu 
design and control scheme IS somoly too 
cumbersome: requonng you to scroll 
endlessly back and forth through 
hypnotically slow menu screens, the 
game fails to take advantage of the 
N-Gage·s 12-button layout to offer any 
shortcuts. The strategy game the menus 

The battle screens are where you get a glimpse 
of how varied and lavish Ulgress really is.. The 
battles themselves are well animatated and a 
good chance to study how well your unit choice 
and tactical approach play out in practice 
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Menu scr~ns like this are where you spend most 
of the game. The inventory system is particularly 
poor- making you manage every item in your 
250-slot inventory singly rather than in batches 

gove you access to - form a party, set 
their attack pattern. craft new weapons 
and gradually evolve them onto more 
fearsome fighters, appoont defence 
partoes and arrange environment 
bonuses - os solid and appealing, but 
the endless inventory management and 
repetitive nature of play diS'cances you 
from a lot of the fun. 

Online and offhne play are 
functionally identiCal, although movong 
online means your battles become 
ranked on the ompressove Pocket 
Kingdoms websote, whoch allows players 
you've vanquiShed to check out your 
party rosters and broadcasts news 
reports of all your la test battles courtesy 
of their disturbingly Anglophone 
automated nevvsreader. Despote havong 
no communocatoon or sense of 
connection With your human 
opponents, onlone play IS remarkably 
more stressfu than offhne. and ot's hard 
not to hold your breath as you watch 
the battle play out and your careful set 
strateg es Wlr" through. However, a 
large part of the stress comes from the 
seemingly arbotrary system wh1ch 
governs whether InJured team members 
are classified as 'out' (from whoch they 
can be healed) or 'pwned' (whoch 
means they are lost from play forever). 

The strangest thong about Pocket 
Kingdoms os how much 1t feels l1ke a 
launch title. As proof of the N-Gage's 
online potential. it works very well. As 
a game it suffers from too many 
compromises, but a commitment from 
Nokia to a Pocket Kingdoms 2 would be 
a promising development 1ndeed. [5) 

Graphically, the game is gorgeous, 
marrying quality animation with Disney 
and Square Enix's delightful characters 

I'm not finished talking yet! 
How dare you ignore me and 
plot behind my 

equels tend to follow a set 
panern - rehash gameplay, 
reinvent story. Chain Of 

Memories turns that pattern ups1de 
down by repeating the story of the 
first game but replacing the gameplay 
with a card-battle system. 

In order to escape accusatoons of 
be1ng a redux-l1te, the memones of all 
narrative players bar protagonist Sora 
are woped. This isn' t as bad an idea as 
ot might sound -the characterisation 
and scenanos of the orig1nal are strong 
enough for a second exploration. 

The card element covers both the 
hghtmg eng1ne and access to each 
sequential area. Locked doors must be 
opened by playing ea rds collected from 
battles- the card you pick affecting 
the type of enem1es that will be found 
on the other sode. Woth1n the 
mocrocosm of battle, the card element 
is clearly intended to add strategy to 
the previous button mashing, and its 
omplementatlon is well thought out. 
You construct a deck of cards from 
vanous attacks, spells and Disney­
themed 'summons' and then play 
hands as you run and JUmp in realtome 
around the battle screen. Each card os 
numerically graded from zero to nine 
and (generally) should an enemy play a 
card woth a higher value aga1nst yours, 
your attack will be blocked 

However, the difficulty is pitched so 
that once you assemble a deck of 
high-numbered cards, it's possible to 
somply hammer through them from 
start to finish, ch1ppong away at your 
foes' energy w1th lottle need for 

strateg1c card selection or danger of 
death. Thos cnpples the strategy and 
makes careful battle plann•ng an 
optoon rather than a necessity lt leaves 
the game feeling rather lightwe1ght, so 
as compensatoon the number of 
encounters os ramped up and up, and 
this emphas1s on quantity rather than 
suostance os an 1mbalance from wh1ch 
the game never really recovers 

This is more than just a cyn1cal 
cash-in convers1on, but in pitchmg 
itself as a k1nd of '1.5' iteratiOn 1t's 
never clear of the game 1s a necessoty or 
a d1Stract10n fo• devotees of the 
Kingdom Hearts universe. For all but 
the most ardent follower. 1ts off-target 
execut1on will imply the latter. [5) 

At each level·up screen you have the choke of 
boosting your HP, your CP (the value of cards you 
are allowed to carry in your de<k) or learning a 
new attack comprising of a card combo 
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he Street Fighter series has 
recently rece1ved an 
anniversary feting on the PS2, 

but •t's that f1ghter's supernatural twin 
that gets the spotlight of Capcom's 
first PSP toe-dip. If Vampire 
(Darkstalkers to western arcades) may 
be a tournament-play featherweight 
compared to the SF line, it punches far 
above 1ts we1ght in terms of art 
direction - reason enough to be 
interested in seeing ·ts oft-plundered 
characters presented 1n the far more 
flattenng light of the PSP's screen. 

Unfortunatety, what could have 
been a comprehens1ve, if latecoming, 
introduction to the series for new 
players 1s slightly spoiled by a lack of 
guidance Though the ability to mix 
overall game rules and mdiv1dual 
character mod1fKat10ns from across 
the Vampire games w1ll be a 
playground for series devotees, those 
unfamiliar w1th the nuances of these 
changes face a Go Directly To 
GameFAQs mentality at oods w1th the 
freshness of the format. 

Completists, too, may be 
d•sappo1nted to find that, as a port 
from a Dreamcast spec1al ed•tion of 
Vampire Saviour!Darkstalkers 3 rather 
than a custom-built collect1on, 1t's a 
chron1cle with some hefty tracts of 
history m1ss1ng - such as the f1rst two 
games. The Arcaoe mode only offers 
the Saviour cycle, regardless of your 
selected character's chosen game and 
style, the ong1nal memorable stage 
backgrounds, too, are entirely absent 
While cleanng the Arcade mode will 
unlock the h1stoncally correct ending 
sequences, 1t's bemusing to v1ew the 
aftermath of battles you can't play. 

The game's PSP-exclus1ve addition, 
the Tower mode, pits your chosen 
team of three characters aga1nst a 
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New visual elements (above and bottom of pagt) 
are strappy in comparison to the original style 

senes of one-round survJVal bouts L1fe 
bars carry over to the next f1ght, and a 
downed character IS out for good, so 
careful SIZing up of opponents IS 
required as enemy AI becomes stead1ly 
bolder (and more liable to play cheap 
with special moves) Successes in the 
Tower f1ghts unlock an expans1ve 
llustration gallery, but the mode feels 
undernounshed in comparison to the 
character-bu1lding offering from the 
PS 1 Savtour EX!Darkstalkers 3 port: a 
combination of the two could have 
greatly mcreased the Tower's appea 

Even if the overall package IS less 
than the sum of 1ts parts, an arcade­
perfect port of Vampire SaVIour IS 
1mpressive enough alone, and the PSP's 
screen def•Mion 1nfuses the v1suals 
w1th their ong1nal, unm1stakable 
v1brancy. As an object lesson in the 
viab1hty of h1gh-qual1ty 20 on the 
console, 1ts success IS on ly tempered by 
the sense that it's a token offenng 
rather than a throw1ng down of the 
gauntlet on a new platform Vamptre 
deserved this restorat•on, but more 
than that it needs new blood [6] 

full widesc:rHn Oth) is 
impressive, though h 
stretches and blurs the 
graphics to fit. A pixel· 
perfect bordered 
option is also available 

• • ~:IL~~'*~~~TS 
-1~ fOil MAT: OS PRJCE: ¥4.800 (£25) 

t(~~~ RELEASE: OUT NOW (US/JP), TBA (UK) PUBLISHER· NAMCO 
- DEVELOPER: IN-HOUSE . 

ince its inception over four 
years ago, the Mr Driller series 
has seen a dramatic evolut1on. 

What began as a reed-thin quick-fix 
arcade game has accumulated neo.v 
characters, multi player games, and a 
raft of innovat1ve singleplayer puzzle 
modes. Unfortunately, nearly all the 
sequels featunng these additions have 
remamed in the east- most cnm1nally 
2003's Drill Land -leaving most 
westerners wondering what some 
1mporters were so worked up about. 

Drill Spirits del1vers a competent 
but not outstanding selection of these 
innovatiOns. Players famil1ar w1th Mr 
Driller 2 will recogn1se the Miss1on 
Dnller and Time Attack modes, but 
OriS tone mode, a new series staple, is 
less frantic and more calculative - each 
drill costs one point of oxygen (versus 
having oxygen stead1ly deplete). so 
wanton thoughtless racing downward 
leads to a quick death H1dden w1thin 
the blocks, however. are OriS tones, 
power-ups that can vanously increase 
oxygen, destroy all blocks of a certain 
colour and so on, essential for making 
the longest hauls to your goal Th1s 
subtle gameplay change transforms 

each round into a carefully plotted 
excavation, and singlehandedly adds 
cons1derable depth to the t1tle. 

Pressure Mode adds a giant, 
Destroyer Drill constantly beanng 
down upon you from above, wh1ch 
must be destroyed by collecting and 
f1nng power capsules back 1..p the well 
as you hurriedly descend downward. 
it's a welcome addit•on, but lacks the 
f1nesse of the s•ngleplayer vanat1ons 
the senes has previously provided, and 
reads more as a s1mple attempt at 
creating a game element that occup1es 
the OS's upper screen. 

Drill Spiflts makes other lacklustre 
attempts to ut1ilse the OS's features 
The stylus can be tapped to drill m any 
direct1on, but 1n h1gh-stress SltuatJons 
the 1mprec1sion is often disastrous. 
Some menus are touch controlled, 
while others, ike the m-game pause 
menu, reqUire button presses 

Importers should also note that. 
due to time constraints, both single­
cart mult1player and the DriStone 
mode were removed from the US 
vers1on. Drill Spirits is a well-rounded 
introduction to the senes, but falls far 
short of 1ts greatest successes [6 

The overall portrait presentation of the OS's dual screens is lhe 
perfect fit for Mr Driller's mintshaft mechanics. Stemg your 
route down the level stretch up above you is an Impressive sight 

Mr Driller was always a stressful gar 
- its candy colours belying the threa 
of crushing suffocation. Tht Destroy> 
Drill only increases the pressure 
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Of those that didn't enjoy 
The Sands Of Time, the 
most numerous were those 
who hated the combat. A 
poorly judged difficultly 
spike during the battle 
against your sand-infected 
father meant many people 
abandonded the title, never 
to return. Throughout the 
game, fights were far too 
drawn-out, respawning 
enemies allowing you no 
way to guage your progress 
through the fight. 

Other than this error of 
judgement, however, rsors 
combat is masterfully 
simple. Enemies were 
discretely colour-<oded red 
if they could be vaulted. 
blue if not - and those that 
could were then vulnerable 
to a instant-kill combo that 
substantially speeded up 
the longer battles. The 
forgiving auto-target meant 
spectacular moves could be 
performed with ease, and 
the sand-guzzling Haste 
special attack remains 
astoundmgly satisfying and 
gratifyingly effective. 



When discussing his plans 
for the sequel, executive 
producer Yannis Mallat 
made clear his intention to 
'fix' TSOrs pacing. Feeling 
that the first game was too 
sectional- fight. then 
explore, then puzzle, then 
fight again - Warrior Within 
was designed to mix the 
three elements into each 
other. For many who loved 
the first game. it seems a 
curious decision. Mixing 
those elements more evenly 
together inevitably creates 
a more monotone result. In 
comparison, rsors pacing 
shone, govong the game a 
pronounced dynamic. 
Intense settings such as the 
elevator fight gave you 
nothing to worry about 
except staying alive, and 
the dreamy tranquility of 
the underground reservoir 
focused your mind so fully 
on spatial puzzles that 
emerging back into the 
world of bright sunlight 
and voolent hostility was 
a delicious shock. 





The Prince Of Persia sales 
scandal was one of the 
juciest bits of game 
journalist gossip at the end 
2003. Despite widespread 
acclaim. the game barely 
made a dent in the all· 
formats Christmas charts. 
entering at a miserable 33. 
An exclusivity deal with 
Sony meant that only the 
PS2 version launched before 
Christmas, and despite print 
and TV advertising, Ubtsoft 
was unable to generate 
much of a buzz about the 
game. However, the game 
went on to perform 
strongly: it was almost 
immediately discounted on 
PS2 and the cheaper price, 
along with Xbox. PC and GC 
versions, bolstered sales 
enough to reach 2.4 million 
by the end of April. lt was 
an impressive comback. but 
one thoroughly eclipsed by 
the 1.8 million units Warrior 
Within (above) sold in its 
first two weeks on release. 





THE MAKING OF ... 
OUTCAST 

•• 
Oddball, eccentric and celebrated as one of the PC's greatest adventure 
games, Outcast lived up to its name and created a minor legend 

FORMAl PC PUBLISHER INFOGRAMES DEVELOPER APPEAl ORIG N BELGIUM RELEASE DAft 1999 

S 
oily words are one of the 
hazards of sc1ence fict1on, and 
Outcast 1S chock full of multl­

sy lab1c names. places and g1ant al en 
ostr ches Ask a vet er an of the game 
the f rst th ng that they remember 
about t and these contr ved 
concatenat1ons of vowels w1l often 
come up That Outcasrs characters 
had to pronounce qu1te so many 
awkward names has be<:ome a 1oke 
among PC garners, mak ng you feel 
I ke a K ngon d1ct onary was JUst 
around the corner 

But such absurd t1es were JUSt one 

quest to save both his colleagues and 
the ent1re world, as well as f1xing 
some problems back home on Earth. 
Despite the fact that a black hoe was 
eat ng the r homewor d. players could 
take the1r t me to exp ore •hiS new 
planet and to bu Id up a reputat on 
among the peasants and rebe c ans 
for whom our hero. Cutte Slade was 
someth10g of a mess1ah Outcasrs 
towns. vd ages and al en w1ldernesses 
remam one of the outstand ng VIS ons 
of what PC gam ng could and should 
be I ke. The game took an 
unprecedented open-ended 

"I think it was the first game with an 
open-ended 3D immersive world that the 
player could explore at his own convenience" 

facet of one of the most ambitious 
attempts to create a cogent, ltving and 
breath1ng world for players to explore 
at thetr le1sure Because the second 
th1ng an Outcast player w1ll rerrember 
1s the sheer scale and the lim1tless 
freedom the game supplied Its many 
d1fferent ands, from desert to swamp 
to 1cy tundra. were utterly free to 
roam. but structured enough to set 
the player on the road of an epiC 

left to right: programmers Yves Grolet and Yann 
Robtrt with Outc•st designer Franck S.uer 

approach to a serious sc1-f1 un1verse. 
while simultaneously allow1ng a 
storyline to emerge through the 
player's interact1on w1th complex AI 
A rare feat 10deed 

One the founders and game 
des gners from that ongmal Appeal 
team was Yves Grolet A veteran of 
the French v1deogame mdustry, hav ng 
started out as a programmer for 
Ubisoft at the age of 19, he went on 
to JOintly found the deve opment 
house 1n 1995. work ng on Outcast 
unt1 ts release n 1999 In 2002 he 
aunched h1s own company, Elsewhere 
Enterta10ment Clearly Outcast was 
mportant game for Gro et personally, 
but why should we regard 1t as an 
1mportant game 1n the greater scheme 
of th1ngs? 'I th nk 1t was the f~rst 
game w1th an open-ended 3D 
immers1ve world that the player could 
explore at h1s own conven1ence. at hiS 
own pace and 1n the order he 
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wanted," explains Grolet. "lt was also 
the first t1me that a game blended 
action and adventure n a seamless 
manner a'ld without scarnng e1ther of 
those two components." 

Outcast's al1en planet was 
populated by a lfbra~t culture that 
swept from peasant·f,lled paddy f elds 
to g'lfT' and dusty deserts. Once the 
tu tonal <mfamous 'or 1ts nea•· 
impossible stea ~n ~ram ngl was out of 
~he way, players V\ ere ab e to access 
any of ~ne huge terra1ns that made up 
the game's d1ffe-er.t regoons Go 
anywhere, ta k to anyone, you JUSt 
i'Jad to stay ahve long enough to 
unravel the bogger mystenes Worl\,ng 
w tl' the natJVes agamst theJr 
oppressors was an ep1c task and 
<eep1ng pe!:lple on·s10e took SOr"1e 
work for even the most ded1cateo 
roleplayers. For Appeal th1s meant a 
mass1ve effort n scr·pMg 
conversations and creat;ng robust 
AI for the al1en peoples. 

Slade has to find a probe and 
some scientists sent from Earth, 
bul that won't stop him being a 
messiah in the loul prophecies 

Grolet IS keen to emphasise th1s 
p01nt· "Outcast was a game tha t 
featured an alien world that appeared 
alive W1th Cltozens 'I1V111g' their lives 
dunng the game. The AI was one of 
the most d1fficult parts to develop 
because the C1t1zens had to do tne1r 
JOb. react to the player m1SS1ons, react 
to the p1ayer reputat on and also react 
to danger and combat happenmg 
around them The d;fficulty was to 
have the c.t zens priorotose and select 
the' appropnate behaviours at any 
moment of the game • 

For the most r~rt. thos approach 
was extr~ · • 1 '" .vardong. hen 
contemporary games such as 
Morrowmd have struggled ro provode 
such a sophJst,cated and believable 

game world, one 111 wh1ch NPCs aren 
Simply mannequin conversatoons 
wa1tong to happen Grolet os JUSIIHiiJUIYI 

proud of h1s team's success in 
people feell:ke they could approach 
l1ving world on any way they saw f.t 
Even massovely mult1player games 
~ave not yet reached :he same level 
complexity and believability that 
Outcast ach eved 

Nevertheless. many gamers were 
put off by the ;.musual v1suals, as 
Gro et concedes "The b ggest faolure 
IS that ;he software rendenng 
appeared a 01t outdated at the 
of tne game.· .O..ppeal had made :t>e 
dec1s1on to employ voxels. the 30 
technology made mfamous by 
NovalogJC's Comanche and Delta 
games. The 30 card revolutoon that 

Outcast's alien planet was populated by a 
vibrant culture that swept from peasant-fit 
paddy fields to grim and dusty deserts 

was taking place around the 
development of Outcast me.;mt that 
trad1t1onal polygons had leapt ahead 
i'1 soph1st1catoon, leav1ng the 
CPU·dependent voxel system lookmg 
clumsy a 'Id outmooed. ''At the 
begonni'lg of the development of 
Outcast. 30 cards dod not ex1st, • says 
Grolet. ·we dec1ded to use voxels 

us to render rea ostoc landscapes. We 
decoded ~o render landscapes Instead 
of mdoor ef'lwonments because 11 w 
refreshmg and do~erent •ram the 
other games. Moreover natural 
landscapes were a ncher source of ' 
inspJrat,on for us to make a world th 
allowed the player to dream about 
epoc adventures." 

Outcas(s voxels generate some realistiC·Iooking terrain, but the 30 engine Is perhaps at its most 
effective when handling water effects. producing collections of pools full of gorgeously lapping liquid 

Outcast's roll,ng landscapes and 
wondrous water effects d d 1ndeed 
entrance many garners, but 1t didn't 



Voxels look good on a magazine page, but they actually blow up to look exceedingly blocky on-screen. 
Challengong for the aver~ge PC of the time, the unusual 30 Itch now runs perfectly on a decent machine 

stand up to the likes of id Software's 
Quake technologies for sheer vi sua I 
impact. "The d11ficulty we 
encountered with voxels was that the 
amage cleanness was not as good as 
the ones rendered wath 30 cards that 
started to appear du•ang the 
developmert a I'd domanated tne 
market at the release of the game, • 
expla ns Grolet. "We had to face a 
trans1t1on o' technology and we 
decided to StiCk to our in1t1al choice to 
stay coherent w1th our VISIOn of ruge 
and deta led natural landscapes ... 

Wh le the use of voxels d1d bnng 
w1th 11 some signifiCant constra,nts, 
oart•cularly on how deta1led character 
Models COI.Jid be, they d1d allow for a 
landscape of a kand of s1ze and 
complex1ty that is only JI..St be1ng 
achieved by polygonal approaches 
today. But for gamers who'd JUSt 
1nvested •· n sh1ny graphics cards 1t 
wasn't really an opt1on to splash out 
on new a CPU for a qu1rky French 
adventure game, no matter how 
Impressive 1ts amb1tions Voxels fell 
from grace. w1th Outcast ac\lng as 
thear death knell. Suosequent CPU 
oower 1nueases mean that th1s 
dist&Pct&ve 30 approach m1gnt one day 
'Tlake a re:urr>, perhaps 1n further 
.,ybnd approaches h<e that of Black 
Hawk Down, where Novalog1c m xed 
voxels w1th ma&nstream polygonal 
models. But they were not to be Jsed 

for Outcast /1, a game for which 
Appeal would take quite a different, 
and ult&mately fatal, approach. 

W1th cntiCal success and a small 
but enthus&aS1•c fanbase beh,nd 1t, 
Oute<~st was well set for a sequel, but 
Grolet wasn't to be a part of that 
dooll"ed proJect· "I qu1t Apr:-eal at the 
beg&Pn&ng of the development 
because I d1d not agree with my 
ex-assoc&ates or the way to ha'1dle 
Outcast 11. I would rather not go 1nto 
details here Unfortunately, two years 
after my departure, Atan - then 
lnfogrames- dee~ded to cancel 
Outcast 11 lt was a sad oecosion that 
d sappo1nted everybody • 

Yet Outcast st1ll pers1sts on :he 
~r nges o' PC gamang, a part of tne 
free-roammg advel"ti.Jre lineage :hat 
stretches from the anoert 30 
adventure M1dwmter right up to 
present-day offenngs sucn as STALKER 
and Morrowmd The Internet has 
proved a haven for the •conoclast•c 
adventure, w&th an effort to create a 
sequel to Outcast be1ng undertaken 
on an open-source webs1te, where 
fans of the game have taken on the 
old voxel eng1ne ard at:empted to 
giVe 1t new hfe w&th :helf Open 
Oute<~st development proJect. Po1rt 
your web browser towards \'ltww . 
openoutcast de to check up on the 
contiru1ng legacy of one of PC ...., 
gamang's bnghtest stars. ~ 

) 







One of the main obstacles to 
the widespread adoption of 
in-game advertising is the 
need for good statis1ocs. With 
this in mind, TV ratings group 
Nielsen Interactive 
Entertainment is running 
several trials to track both the 
interaction of garners with 
in-game ads as well as 
attitudes towards different 
types of adverts. Research 
with Massive concerning the 
best way to measure and 
validate the data from the 
Massive Advertising Network 
will underpin its full 
commercial launch for ad 
buyers during early summer. 
A separate initiative with 
Activision has studied players' 
reaction to adverts for Jeep 
placed within the PC version 
of THUG 2 (above). 



S 
moking. drug abuse, 'language: violence, 
nudity, sex, scx'Uality, paraphilia ... Ho" 
naturally, comfortably can mature content 

~o well represented in e~'tablish~ media be 
woven into play? Become play? Will become 
play? Shoulcl become play? 

Violen('(' in play tends to be thoughtless -
throwaway, careless, simplistic, remote, clctached. 
A pity, partly because it's a wasted opportunity. 
Actual violence is deplorable but fictitious 
violence within the safety of paper or celluloid 
or d igital media is to be encouraged, especially 
when it opens our l'ycs to the animal inside and 
appreciat(' what it means to suffer or take a life. 

Like its media peer:., virtual space should be 
u ~cd to t'xpress violence as an art form -
exploit in!( and exploring the notion of using 
proficiency and panache to commit violent acts, 
akin to sculptors, painters and performance 
artists. Perhaps using vehicles and skill to 

ReadiJ1g about or watching the exploits of 
serial killers is one thing- hut to play a' one? 
Actors already do for our benefit. But the 
director told him to do it - inspir~ by the 
writer writing wrongs. You only watched. 
helpless, unable - perhaps even unwilling to act. 
In p lay you have no ~uch excuses. You don't ju~t 
view- you do. Of course, it's already common 
to play a serial killer but the role isn't formally 
recognised through ceremony. Allowing players 
to kill the innocent rrlentk•ssly and 
remorselessly is on<.' thing, hut to identify the 
fact, admit to its <.'xistt•nce, endorse it, honour it, 
celebrate it- that's a line waiting to be crossed. 

'T'here are more than playscape boundaries to 
define when building simulations of a real world 
for play. Living, breathing citi<'s wholly 
populated by all-white male~ of awrage stature 
and demeanour is fine for making a statement 
but it's hardly an auth<.'ntic rontemporary 

Allowing players to kill the innocent remorselessly is one thing, 
but to identify the fact - that's a line waiting to be crossed 

carefully, consid<.'ratl'ly knock do"-n pede~trians 
before relentlessly manipulating their 
increasingly mutilated bodit!s, wheelspinning on 
their stunnrd forms to create elaborate crimson 
plume~. dragging and smearing them along the 
str<.'('t, crushing and bursting them like overripe 
berries against walls, repeatedly ranuning them 
until their mashed forms dccoratr the scenery, 
Pollocking the ('nvironment... What 
justification for such carnage? 

The fact remains that destruction is 
satisfying - t'.,pt'cially at the expense of others, 
especially when someone has spent time 
constntcting something and we know that 
means something to that someone. And a life 
usually means the most to most of us. 

civilised setting- a foundation in rt>ality to 
make the Cxp<'rimc<.' all th<.' more accessiblt! and 
stimulating. Som<.' plausible variation is 
requir<.'d: ~om<.' lad ies, different races, different 
heights and weights, different ages, perhaps 
even a repre'>entation of disabilitie~. Cue: issues. 

Using a toy adult male to drive a toy car into 
toy children in a toy playground has natural 
(physical) results one modcl with statistics 
superior to another imparts forc<.'s and the 
result is broken toys. Of COilrSl', tht• toy chi ldrt!n 
could just as <.'asily b<.' rardhoard boxes but there 
are distinctivr visual form~ to stimulate -and 
itch the conscknre. 

Bra7.en sex ha., rarely featured in conunercial 
games beyond the ceremonial but it won't be 

lo11g before fucking is more strongly and casually 
integrated into the role play, perhap., like fighting 
but with kissing replacing kicking, stroking 
instead of plmching, trading different kilyls of 
blows - a nod towards 'rhythm action' perhaps, 
literally making music, sparks, fireworks, effects 
reflecting the quality of your performance. 

With sex and violence in th<.' ~a me space, 
virtual rape becomes reality (w<.'ll, the ;uggestion 
of rape - it's not as if a toy can't consent). And 
if the victim is a child doll ... Not that th<.' 
software cares: it's just another model obeying 
the same natural ndcs as everyth ing else. 

Over the past 30 yt•ars, millions of u~ hJvr 
committed countless violent acts including 
shooting, stabbing, bludgeoning, burning, 
bursting, crushing, beheadiJ1g, exploding - even 
genocide and suicide. Those thugs, monsters, 
aliens obviously mean troubl<.' and de~erve it 
because they are bad to the core - they started 
it so it's self-defenc<.' or valid moral vengeancc. 

Who thinks twice about such atrocitie5? 
Since when did anyone care about the 
per,-pective of the victims? \Vere they really 
asking for it? Perhaps you were the invader in 
their space? So seldom are thc blatantly virtuous 
ever on the receiving end. Def<.'nc<.'less 
bystanders are usually dumb animals or 
seemingly wil!il1g participants. What makes a 
duster of pixels, an assemblage of polygons and 
textures wrapped around a virtual skeleton more 
than the sum of its parts - something 
meaningful, regrettable? Its role? Motivation? 
Performance? The fact that it ntns or crawls 
away from your relentless persecution, wide­
eyed in terror when you assault it? 'l'hat it 
doesn't run but cowers, pissing it s<.'! f. crying, 
begging, screaming for mercy, attempting to 
justify its right to life? What m a kcs you kill 
and care so little? 

Gory Penn be,ean his career on Zzap.164, bt{()rt u.·i,rki;;;;;­
R~1G and (),\fA Oesign. lie 110u• mol-es games a! D.:nki 
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H
alf-Life 2 makes me sick. Not in the 
way that it is doubtless making rival 
developers sick, in that it's so 

astonishingly good and has so casually raised 
the bar way beyond what other games are doing 
or even had thought of doing. 'o, sadly, this 
masterpiece gives me stomach-churning 
motion sickness. Some people get it with any 
FP$; the Japanese arc known to be more 
susceptible. But it's not something I've 
experienced since I watched a friend complete a 
level on GoldenEyc purely by slapping the enemy 
around. Back then it was a combination of 
alcohol, low framerate and watching, rather than 
doing, that made me feel queasy. Here I don·t 
know what it is - I've tried widening the field 
of v;sion and reducing graphics settings to near-
3D Monsrer Maze quality to no avail -but I can't 
be Gordon Freeman an)i longer for the moment. 
The depressed citi~ens of City 17 v.'ill have to 

though you are being herded through a linear 
maze; somehow you just sense that one 
particular way is the right way to go. And you're 
always right, which is to say tllat the game is 
always right too. 

The city itself is a masterclass in downbeat 
beauty. When too many games resemble the 
result of a riot in an art director's ~tudio, all 
clashing >tyles and lurid colour schemes, the 
subdued hues and dramatic skies of Half-Life 2, 

along with the attention lavished on the 
despairing expressions of the downtrodden 
populace, add up to something approaching a 
tragic aesthetic grandeur. We could talk physics, 
weapons and vehicles, too, the whole box of 
toys that the game offers, but for me a large part 
of the genius of Half-Life 2 is a crane glinting 
near the horizon in the distance, or the pink 
hue of a sunset '>k}· reflected in rippling water. 
This is an environment that has been given 

I have been exploring City 17 and the City of Light, the one calling 
to me from the other, the second an escape from the first 11 

suffer a little longer without me. Sorry about 
that, guys. 

So I can only offer a partial, pro.,;sionallist 
of little things I love about Half-Life 2. The way 
Freeman never speaks, and the way other 
characters turn this into a running joke, is a 
perfect riposte to eit h!.'r the clunky choose­
your-own-adventure-style dialogic choices 
offered by such games as Deus Ex, or the way 
other games just don't notice that you float 
through them as dumb as a plastic mannequin. 
The abundant wide-open dynamic spaces give 
you a sense of tactical freedom, but are also 
designed with exquisite subtlety always to 
channel you in the right direction. You·re 
thrilled at being hunted, yet you don't feel as 

character through countless tiny touches, 
through the fears and dreams of its inhabitant~. 
It offers an unparalleled sense of place, filled 
with foreboding and threat and yet a hope that 
beauty might survive the conflagration. 

But, as I said. ! can·t go there any more. So 
instead I go outside to get some fresh air and 
explore the new city on my doorstep, whkh is 
Par is. I've been visi ting this area in the 18th 
arrondisscmcnt r('gularly for over a year, so it's 
not entirely now! to me, but there's a lot more 
to discover when you actually live here. ju~t as 
.,..;th a Grand Theft Auto game, you start off 
bewildered by the scale of the place, and quickly 
learn a few major routes to place~ of intere<,t. 
Then you ~tart exploring nooks and alleyways, 

and learn some shortcuts. Before long you 
automatically know how to get to a few familiar 
Pay 'n' Spray facilities and gunshops -or, as it 
may be in my somewhat less crime-infe~ted 
neighbourhood, cafes and patisseries. It's funny 
how the process of learning a virtual city has 
become so close to the process of learning a real 
one, and how strategies for the former can 
inform the Latter. 

Game culture is pervasive here, too - my 
Local Metro station is plastered with huge 
poster ads for San A ndrcas. But t here is also the 
delightful, whimsical and oddly haunting 
phenomenon of the mosaic space invaders. 
For a few years, an incognito artist has been 
placing little space invaders made out of small 
ceramic coloured tiles on the external walls of 
buildings in Paris. They wink at you as you 
turn a corner, or ga2e down at you through 
your cafe window. Other people, from time to 
time, come and remove the mo~aics. When 
this happens, the artist returns and writes a 
score in the space vacated by the alien - it 
might be five points or 10 points, depending on 
how difficult it had been to capture (height 
above ground, accessibility of n(•arest window, 
and so on). The creator and his devoted 
pilferers are locked in a slow-motion game, 
which turns tile environment into another 
kind of virtual playground. 

Thus I have been exploring City 17 and the 
City of Ligllt, the one calling to me from the 
other, the second an escape from the first. I 
hope to be able to return to Half-Life 2, 

nurt uring the hope that some recondite 
technical setting might ameliora t(• my nausea, 
hut for now the roof tops of the real city 
~ymbolise a new challenge . 

J\nd that. readers, is my Paris game life 
this month. 

Sr.rt'n Pool• is the aurhor of Tr~a llappy; Th< Inner Li{< of 
l•i<~roj:arm•s (fourth Csrartl. uTa·.<r~ .. npook.n<l 



A widely held prejudice is that gamers 
don't read (present company excepted, 
of course). But this sununer a newly 

written opus, by and for gamers, was published 
chapter by chapter, Dickens-Style, on 
somethingawfuJ.com. The Great Seam, 15,000 

words by an author known only as Xightfreeze, 
was read by hundred~. then by hundreds of 
thousands, until the server collapsed. This was 
no fan- fiction, but fan-fact. 'This is a story of 
deception, intrigue, and double-crosses;• the 
story began. "lt is a s tory of liars, bandits, and 
greed. This is the story of my life in Eve On line: 

Eve Online, a massively multiplayer virtual 
universe designed for trading and space combat, 
was Nightfreeze's life. He \pent more time 
navigating the E1·e universe than navigating his 
campus hallways. Bored and restless, he and his 
best friend Trazir decided to form a partnership. 
Another trader, HardHead, lent them 3 million. 

usual, waited unti l they closed in, then activated 
his drives. Which didn't work. The enraged 
pirates destroyed his ship - 35 million worth of 
hardware and 40 million in cargo. In revenge for 
his insults, they shot up his escape pod, too. 

The pirates, unhappy with the MWDs, had 
complained to the gods - the developers - and 
the gods had listened. Suddenly, the dr ives 
barely worked. But nobody had told Night freeze. 
His fledgling career- and two months of hi~ 
life - was in ashes. He was about to log off 
permanently in disgust, but then had a better 
idea. The rules didn't care for him; why should 
he care for the rules? He made a call to his 
friend, who agreed. They would perpetrate the 
biggest seam the universe had ever seen. 

To establish their con, they paid 20 new 
players 10,000 credits each to join their 

'corporation: named ZZZBest (after an 
infamously fraudulent carpet cleaning firm.) In-

Nightfreeze's memoir is the first work of literature to alter 
the laws of the universe. Dickens would be proud 

They bought a colossal ship, poured their cash 
into computers, and within three hours had 
doubled their money. They were in business. 

Their only obstacles were pirates. Every 
trade run, privateers homed in on their 
lumbering ship and demanded payment. When 
they refused, the pirates lasered their ship to 
ashes. With hardly any firepower, all they could 
do was run - so they learned to run in style 
with expensive engines, micro-warp drives 
(MWDs), which could rocket their ship to safety. 
The pirates ate exhaust fumes. Within two 
weeks, Nightfreeze was worth close to 85 
million. Then the universe changed the rules. 

One morning, two months into his lucrative 
new career, Night freeze baited the pirates as 

world, on noticeboards and in instant messages 
to all their trading partners, the pair announced 
their mission: to acquire the blueprints for an 
Apocalypse battleship, the most powerful in the 
game. The-.e cost 1.2 billion; by combining their 
purchase power, they clain1ed, they would offer 
the same blueprint to each investor for just 100 

million. Slowly, their offer began to attract 
potential partners. 'l'hey populated bulletin 
boards with fake investors, and arranged a fake 
chat room 'investor conference: One investor -
the largest - insisted on speaking with 
Night freeze in person. Nightfreeze gave the 
number of hh local library payphone, and 
sprinted to catch the call. The investor said yes. 

By Qam the next morning, Night freeze's 

account held 480 million credits (worth nearly 
$3,000 US). He transferred the money to a 
dummy character. Then, with one click of his 
mouse, deleted his account. After gloatiJ.")g in 
reply to a few instant -message death threats, he 
cancelled his IM accounts too. It was the perfect 
crime - the criminal no longer existed. 

But what now? His half of the money 
belonged to a new character without pilot skills; 
he had hundreds of millions, but nothing to buy. 
He toyed with a few passing ships, and was 
instantly killed. Somehow, it barely seemed 
worth it. Nightfreeze hailed a passing player, 
Frostt t, in a beginner ship, asking: "What would 
you say if I were to offer you 300 million?" 

"I'd say pretty cool," said Frosttt. 'Jightfreeze 
,.,;red all his credits O\'er and logged off. He 
never logged in again, and began to pen his story 

In the real \\'Orid, time is money; in a virtual 
world, money is time. Despite complaints, the 
investors got no compensation. Their loss - the 
time it took to earn their credits - had no legal 
value. Game developers need it that way, 
otherwise every bug, chhure or game change 
would be followed by a class action suit. The 
games would become true economies; every 
player would have to fill in a tax return. 

After it became clear there would be no 
payback, the E1·e Online bulletin boards erupted 
in fury. That's how virtual worlds affect us: 
once the borders with the real world are 
threatened, we feel threatened too. Only one 
level-headed commentator pointed out the 
double standards: "You can be a pirate in this 
game, but you can't be a white-collar criminal." 

No one heard from Night freeze again. Eve 
On line's terms of service have been changed to 
warn against such seams; Nightfreeze's memoir 
h. the first work of literature to alter the laws of 
the universe. Dickens would be proud. 

Tim Guest is on author and \'f'tt"ran ,·idrooomt' ftchnology 
journalist. His book, .\ly Lift In Oron~. is publith<-d ~· Gronra 



HALF-LIFE 2: THE MOVIE FIRST 

DRAFT - TOP SECRET 

CITY 17 - PLAYGROUND - DAY 

······ ,,, '"''''' '''"''''''· .. ''····· ,..,,,, .. .,., .,, '"• .. ,,, 
lo '''''''' olono, >• ploko op o •••••••• ''''''''OCK >ilO >io '''"''' '"'· •no fl<oo 

t d9alnst a ~all. 

,, .. ,,., ,,, ...... ,,, .,,,,, "'·· "'''•• ,,,.,, ,, . ,,,.,,,, .. , ,,,, ., .. ,,,, ''''· 
"' '''''' ••••••> '''''•• ''''''' •l<h n <hllo ' '''"'· '""''''' '' <h<Ongh lOo ''' "' ''''' <o i"'P oo <o '"• '''' •l•h lll<lo '''''''· ''' <hoo ''''' lOo h•••••hlook on<o <ho •••• "' 
successfully shoots it off with his shotgun. 

Ao ho gooo '"''' lhlo, '"'" lo on '''''''Pllblo """''' ln Goooo, • hlook ''P••••loo . •••hnpo ho 
••••• hoo •••••• lo '''" <hlogo lo hlo o-. ''''"· oo .,,., ho o '''' jno1 '''''''' ho, '''"''' 

~o:rks. 

"''" <ho ••log ollll <OOklog ''''''· ''' hlo lhonghlo oloodo<, Goo<on ''''' hlo book ., <ho 
playground, and out into : 
ClJ'r TO: 

69. EXT. CITY 17 - RUINED STREET - CONTINUous 

'"'"'' ,,,,, ,,., ,,, ······· ..... , ... ,,, ,,.,,,,,,,, ,, ,,, '''· "' .,.,, '"''''''· .. , .... ,, attacking a ~all ~lth his crowbar. 

Is he a~gry? Insane? !t is i~possible to tell. 

A POl< Ol OOMO!p' 70oop, <oon< o OO<no< Ood Opoo np o VO!loy 0( fl<O co:-rarm: TRoop 
There he .s ! 

coooo, ''''' bo•o ,,.,,, '''' h. o '"''"'· "• ''''' • '''''' .,,, '"''' lo<o '"''' '"''' '"'''' jno1 •o he ""· Jo,. " ho ,_,, '"'•· ho "'"'' '"'" '"'"' '"" hlo O<o>hO<. And ther. thtows a cardbodrd box at the~. 

Aod <Ooo ''''' '""'''• lOom •••••• <ho '''''' ''''9 Olo '""'" CU. , 

""''' ... ,,,,., "·• .... , ..... ''''· ,,.,. "'•· ,.,,, ''"" '"• ······· '"' '"''"' '"• ...... . 
"••• Oo '"'' o oqooo of '''''T<>oo '''''''' ''''' '"'"' '''' f<oo • ''''h' bolldlog, 
RESISTANCE SOLDIER 

,, ''· ·' ,, ,, - "''''" ........ ,,,,,,, ..... '''' · • ••• ,,,,, ,,,, '"'• lh•• ••• ,., 
h><lO!ng, ''••moo >oo ''''' ''''' ood <oko ''' <ho '"'"' •><1o • • ••••• ''' · Col '"'' 

.,..,. •••• ,, , •• ,, •• ,, • ., '''"· ••• ,,.,,,, ...... , •••• ,., , ,,,,. '<lh ,,, ......... ,, 
opens f1re on a cardboard box. 

RESISTANCE SOLDIER 
ontinued) 

Good. He ll take it from here! 

!STANCE SOLDIERS open f1re on the sr.lper. 

to np ooolhoo •••dbooo> box, ''' <ho.,, lt •• ooo o( <ho '''''''''' ''''''''· 1< tt lho ''''''' o Oood. Tbo ''''''' '' ,..,,,, by eo,.,, o '''''''· 

going, Pree~~~an 

Tr.,. ., ...... ,, ' .............. ,, ....... ''"'•• ... """ 
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I can't drive and have 
virtually zero interest in 

cars, and yet Top Gear still 
manages to be one of the mo•t 
enpging hours of my TV "'eek. 
Thi• made me think bow much 
British gaming needs a show 
lik~ this - intelligent, 
brilliantly entertaining (even 
to those without any interest 
in the subject matter), and 
possessing a strong sense of 
opinion on everything to do 
with the industry - for itself. 

What would the chances be 
of the BBC expanding the Top 
Gear brand to try a videogame 
show? The same ~-tudio, the 
same format, the live audience, 
and different, but equally 
knowledgeable and 
entertaining hosts. And a 
name? Would Top Score be 
too cheesy? 
:\1ark :\luldoon 

Y<'p, ) 'OU can say what you like 
about Clarkson (and the small 
one and the posh one whose 
names no one remembe,.), but 
there's no getting away from 
the fact that Top Gear can be a 
good laugh. Who would you 
get to present the videogamt' 
~-e..., ion, though? And which 
game "ould )OU have as the 
celeb challenge? We doubt, 
somehow, that the producers 
would get it quite right. 
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I 
Welcome to the age of fast 
graphics, release parties and the 

I-want-more ethos. Gibberish, I know, 
but I must admit I am quite annoyed 
about where gaming seems to be going. 
Remember the good old days when 
games were about more than how many 
pixels you could cram into one frame or 
how fast your refresh rate was? 

Things are spiralling out of control. 
We're no longer content with what we 
have; we are forever looking to the 
future for the next big release, the next 
sequel!prequeVspin-off. 

I have to look back over the years 
and ask: where did we go astray? When 

and thereby encourage developers to 
put the time and effort in to their 
games that both they and you deserve? 
Stevie McClatchey 

But it isn't a 'new monstrosity: is it? 
Haven't videogamers always wanted 
tomorro" today? Of course, this 
doesn 't mean some of us couldn't 
benefit from taking a step back every 
once in a while. Dare you risk it? 

As a UK ex-pat living in Australia 
I've noticed significant 

differences between the UK and 
Australian markets - for example, poor 

When did we stop enjoying the games we have 
and start wanting the next big revelation in games 
technology, the next generation of FPS/RTS/MMOG? 

did we stop enjoying the games we have 
and start wanting t he next big 
revelation in games technology, the 
next generation of FPS/RTS/MMOG? 
The release of Half-Life 2 was supposed 
to be a massive landmark for all of 
gaming because of the massively 
brilliant first game. And Valve took 
their time and didn't rush things just 
to satisfy marketing people -or the 
gaming populous, for that matter. But 
then we look at Halo 2, rushed into 
production to satisfy a needy Xbox 
market hungry for a big title, and it 
shows (oh my, how it shows). I 
remember 1.eeing Bungie's videos for 
Halo when it was an amazing Mac title 
before Microsoft ensnared them and 
there was no question that time and 
effort had been applied in bundles. 

So I put a question to all garners: 
are you going to be part of this new, 
insatiable gaming monstrosity, or are 
you going to change your ideas about 
gaming, be content with what you have, 

availability of games in this country (in 
particular for the CameCube, which 
distributors have all but abandoned) 
and poor access to fast broadband (I 
live in the centre of Sydney and yet I 
still cannot connect to Xbox Live). 

However, let's face it: Australia has 
fantastic sunny weather, I live a stone's 
throw from a &urfing beach, we 
have good public transport, outstanding 
food ... and the games here are better. 

T he Australian release of Halo 2, for 
example, scored a whopping ten 
compared to the lowly UK release 
which could only muster a nine. Same 
goes for GTA: San Andreas. Meanwhile, 
the Australian version of Paper Mario 
scraps in with a respectable nine. The 
UK version was only an eight. 

"You've obviously been reading some 
'official' console magazine," I hear you 
chuckle. Not so. These were the scores 
from the Australian Christmas 2004 

edition of Edge, a magazine containing 
in total no le;s than three tens -

almost matching the number awarded 
in the entire last decade (the third ten 
in Edge Australia was Half-Life 2). 

Personal opinions aside (Halo 2 and 
GTA: SA do not deserve ten and the UK 
reviews explain exactly why this is sol, 
why are you letting the Australian 
writers destroy your hard-earned and 
well-respected reputation? Or are the 
games here rea lly that much better? 

Maybe I should start exporting 
Australian game~ ... Driver J, anyone? 
Tom Durkin 

While Edge is licensed to Austra lia, it 
remains a scparatl' publication. In othe1 
words, the con tent of Edge Australia is 
that of Edge Australia, not Edge. 

• 
I simply love the Half-Life 2 dev 
team, and if I ever meet any of 

them, I will ki~~ them. The reason for 
this isn't (just) that they delivered us 
an awesome game, though. The actual 
reason is much simpler: the subtitles. I 
was dumbstruck by the 'hard-of­
hearing' subtitles offered by the game. 
Being hearing impaired myself, it was 
something awesome, and I found 
myself immcr~ed with the game on a 
deeper level than ever before. And for a 
gamer of two decades that says a lot. 

I hope other developers take notice 
of this and will implement the feature 
in their games too. All too frequently I 
have found myself wanting to kick 
someone's ass for an otherwise great 
game lacking subtitles. (Working in the 
field of software engineering myself, I 
know from experience that creating a 
subtitling system isn't really that hard 
either, so that's no excuse.) 

Over the years there have been too 
many games I would've loved to play 
but have been forced to leave them vn 
store shelves due to lacking subtitles. 
Blade Runner was one of the first of thi: 
kind, the Thief series also was left 



gathering dust; lately I've missed Prince 
Of Persia and Splinter Cell. 

And l know for certain I'm not alone 
with my decisions. 1 personally know 
many people, both hearing impaired 
and not, who have chosen to leave an 
otherwise-interesting game gathering 
dust because it doesn't offer subtitles. 
Although every one of these people is 
more or less fluent in English, they still 
prefer it written, not spoken, especially 
when voice acting involves accents and 
dramatic effects. If even some English 
people have trouble with a cockney 
drawl, how t he hell is the rest of the 
world supposed to understand it? And 
in the middle of a nerve-breaking 
firefight we'd prefer a curt text message 
instead of a shrill voice screaming 
something that is lost amidst all the 
other noise. 

So, if developers really want to 
maximise their sales potential, I'd 
strongly recommend them to include 
subtitles in their games (and not just 

for the actual game sections, but also 
for FMVs). Please do this, and we'll 
thank you with our wallets. 
Pertht Make Hi, Finland 

Is there anything Valve's gamt' doesn't 
do well? (OK, don't mt•ntion t he online 
hassles.) On a related note, have a look 
at www.deafgamers.com, a fan-run site 
whose additional evidence shows that 
most developers need to get their acts 
together when it comes to subtitles. 

• 
Having just read the excellent 
Time Extend feature on Eternal 

Darkness, T am left wondering why your 
reviews do not take this form? Of 
course I am not suggesting spending six 
pages on each game, but this belated 
review told me more about the qualities 
of the game (and why I should want to 
play it) than any discussion about its 
combat system, weapons, or playability 
could have. In particular, here we learn 
something about the fundamental 

I must admit, T nearly 
didn't do it. I nearly 

didn' t persevere. Max 
Headroo m wasn't funny lust 
time around. I'm talking about 
Half-Life 2 , of course. But 1 
pressed on, tweaking here and 
there, and event\lally I came t o 
realise why it was indeed the 
best game of 2 004. Next time, 
though, can't yo\1 forewarn us 
about hugs like this? 
J J Alexander 

Unforttmately Half-I.ife 2's 
audio-stuttering bugs weren't 
evident in the review build we 
used, so it wasn' t an issue that 
needed addressing at the time. 
Well done for ~eeing it 
through, though. 

INBOX~ 

design and the reasons behind it, as 
well as an extended analysis of the 
storyline and why it does or doesn't 
work. Such things are also present in 
your normal reviews, of course, but 
there they tend to be stated abstractly. I 
understand the need to avoid spoilers, 
but surely some compromise is 
possible. After all, right now I feel like 
rushing out and buying Eternal Darkness, 
and considering I don't even own a 
GameCube, that's saying something ... 
Hans Guijt 

But Time Extend, by its definition, is 
a reflective look, produced with the 
benefit of hindsight. There's the rub. 

That's all we have space for this 
month; back to normal size next issue. 

Send us email (edge@futurenet.co.uk), 
but be sure to use 'In box' as the subject 
line. Or send a letter to this address: 
lnbox, Edge, Future Publ ishing, 
30 Monmouth Street, 
Bath BA1 2BW 

-n£SE KIDS AI>£ SO DESPEAATE TO 
GET -n£11'- ~S ON -niiS CI'-AP -n£Y 
DON' T SOTHEI'- TO I'£AO MY INTENTI­

ONALLY M1SL£AOJN6 DESCI'-IPTION! 
-nt!S WOIU<. OF A~ T IS OONNA 1'\AKE 

1'\E A HUNOll£1:> Bl:LLS AT U:AST!! 
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